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Faculty 
 

Birmingham Institute of Art and Design (BIAD), B.C.U. 

School/Department 
 

School of Theoretical & Historical Studies (THS), Electives. 

Course 
 

The module is offered to various courses in BIAD 

Module title 
 

New Technologies in Art & Design 

Total study hours 
 

120 hours (staff-directed: 30 hours; student-directed: 90 hours) 

Level 
 

5 

Credit  rating 
 

12 or 15 credits (varies by individual student – Vis Comm do 15) 

 
Tutor contact 
details 

David Haden.  Contact through the Electives Office, telephone  
0121 331 5880  or (best) via my personal email at:  
futurilla@btinternet.com 
 
Class weblog:   http://newt2010.wordpress.com/ 
 

 
Aims To broaden and deepen student knowledge about the implications of

the uses of new technologies in the art & design professions,  
and within wider historical, social, economic & cultural contexts;   
 
To develop academic skills in a wider intellectual framework. 
 

 
Module description These are some topics we might cover, not necessarily in this order: 

 
What is ‘new media’?  When and how did it emerge? 
The dreams & myths of new technology 
The ethics of new technology 
Privacy & identity, gender/sexuality 
New visual approaches to presenting complex data sets 
Interactive urban spaces in cities 
Generative art 
Computer games and genre 
History: The rise of the PC & the net 
History: How crypto geeks changed the world 
History: The history and impact of Photoshop 
Online publishing 
Searching and finding 
Mobile & viral cultures and markets 
 

 
Rationale Students should have an interest in expanding their knowledge of 

the varieties, uses and near-future potentials of new technologies.  
Students should understand that this may not be directly relevant to 
the current state of their making/practice and core discipline, but will 
give them an awareness of rapidly evolving possibilities, including 
new/hybrid professions, intellectual frameworks, processes and 
markets.  A deepened awareness of these issues should add 
context and inform independent study and dissertation writing at 
level 6.   
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Learning outcomes On successful completion of the module, students will be able to: 

 
(1) undertake secondary research in key areas of the history, 
development and utilisation of new technologies - particularly the 
personal computer and the internet. 
(2) analyse and explain the implications arising from recent uses of 
new technologies, in the context of a clear understanding of current 
trends. 
(3) evaluate the key lessons that arise from a historical 
understanding of the development and deployment of new 
technologies. 
(4) produce a critical analysis, in the form of an effective answer to 
focused exam-level questions, of key issues arising from the 
course. 
 

 
Learning and 
Teaching Strategy 

A mixture of lectures, seminars and tutorials. 

 
Assessment 
Strategy 

A portfolio of academic work, consisting of a 500-word profile of a 
person or outline business plan, and a 2,500-word academic essay. 

 
Assessment 
Criteria 

Quality and depth of research; Strength of critical analysis, arising 
from understanding of issues; Clarity and effectiveness of 
communication 

 
Assessment dates Person-profile (or business plan) and essay by the end of the 

module.  The proposal will not be formally marked, but will be 
'signed off' once approved. 

 
Related Modules Modules supplied by the School of Theoretical and Historical 

Studies at level 4.  For those in Textiles, 'Introduction to the History 
of Textiles' and 'Issues in Contemporary Textiles'. 

 
Method of 
feedback to 
students 

Students will normally be given written and short verbal feedback on 
each assignment. 
 
 

 
Learning  
resources 

1. Reading: 
 
Bell, D. (2001). An Introduction to Cyberculture. London: Routledge. 
 
Bucy, E. (Ed.) (2002). Living in the Information Age : A New Media 
Reader. London: Wadsworth.  
 
Gauntlett, D. (2004). Web.Studies : Rewiring Media Studies For The 
Digital Age (2nd Edition). Oxford: Arnold & Oxford University Press. 
 
History: 
 
Wurster, C. (2002). Computers : an Illustrated History, Tashen.              
 
Davis, E. (2004). TechGnosis : myth, magic & mysticism in the age 
of information. London: Serpent's Tail. 
 
Packer, et al. (2002). Multimedia : From Wagner to Virtual Reality, 
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(Expanded Edition), New York: W.W. Norton. 
 
Castells, M. (2000)  The Information Age : Rise of the Network 
Society.  (2nd Edition), Oxford: Blackwell. 
 
Naughton, J. (1999). A Brief History of the Future : Origins of the 
Internet, London: Weidenfeld and Nicolson.  
 
Levy, S. (2000). Insanely Great : the life and times of the Macintosh, 
London: Penguin. 
 
John Markoff. (2005). What the Dormouse Said : How the Sixties 
Counterculture Shaped the Personal Computer Industry.  New York. 
 
 
New technologies, new possibilities: 
 
Kurzweil & Plantec (2003). Virtual Humans : A Build-It-Yourself Kit,      
USA: American Management Association. 
 
Neilson, J. (2000). Designing Web Usability : The Practice of 
Simplicity, Indianapolis: New Riders Press.  
 
McCloud, S. (2000). Reinventing Comics. New York: Perennial 
Currents. 
 
Plant, S. (2001). On The Mobile. Motorola report, available on net. 
 
Katz et al. (2002). Perpetual Contact : Mobile Communication, 
Private Talk, Public Performance. Cambridge University Press. 
 
Lee, Suzanne, et al. Fashioning the Future: Tomorrow's Wardrobe. 
 
McCullough, M. (1996), Abstracting Craft: the practiced digital hand.  
Massachusetts: MIT Press. 
 
Lane, F.S. (2000), Obscene Profits: The Entrepreneurs of 
Pornography In the Cyber Age. London: Routledge. 
 
Stephenson, N. (1991). Snow Crash. (fiction). New York: Bantam. 
 
 
Search: 
 
Halavais, Alexander (2008).  Search Engine Society.  London: Polity 
Press. 
 
David Weinberger (2008). Everything Is Miscellaneous : The Power 
of the New Digital Disorder.  New York: Henry Holt.  
 
 
Gaming: 
 
Cassell, J.  (Ed.) (1998). From Barbie to Mortal Kombat: Gender & 
Computer Games. Massachusetts: MIT Press. 
 
Rymaszewski. M. (2006). Second Life: The Official Guide. Hoboken, 
NJ. : Wiley Publishing, Inc. 
 
Barton, Matt (2008). Dungeons and Desktops: The History of 
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Computer Role-playing Games.  London: A K Peters. 
 
Raessens, J & Goldstein, J. (Eds.) (2005).  Handbook of Computer 
Game Studies. Cambridge, Mass. : MIT Press. 
 
Burnham, V. (2003)   Supercade: A Visual History of the Videogame 
Age, 1971-1984. (2nd Edition)  Cambridge, Mass. : MIT Press.. 
 
Brathwaite, B. (2006)   Sex in Video Games. Hingham, Mass. : 
Charles River Media. ( Not in BCU library) 
  u http://www.charlesriver.com/resrcs/chapters/ 
        1584504595_1stChap.pdf     (First chapter for free). 
 
 
Additional reading (old, but still interesting): 
 
Negroponte, N. (1995). Being Digital. New York: Vintage Books, 
Random House. 
 
Benjamin, W. (1936). Art in the Age of Mechanical Reproduction   
(e-copies of this essay are available as a PDF, from your teacher). 
 
Dyson, E. (1997). Release 2.0: A Design for Living in the Digital 
Age. New York: Broadway Books, Bantam Doubleday Dell. 
 
Nielsen, J. (1990).  Hypertext & Hypermedia. Boston: Academic 
Press. 
 
Rheingold, H. (1991). Virtual Reality. New York: Summit Books. 
 
 
 

2. Online resources: 
 
www.wired.com – the online Wired magazine current issue & archive.  
The free archive is a hugely valuable historical document of the 
development of the ‘wired world’.  However; the bias is towards the USA, 
and the approach is journalistic.  Best articles are before 2004. 
 
www.scitechdaily.com – free daily digest of recent science/tech 
reporting & links to English full-text articles around the world. 
 
There is a comprehensive online dictionary for digital technology terms  
at www.webopedia.com.        
 
www.en.wikipedia.org  is also increasingly useful for topical subjects, 
but it should be treated with caution since it has an open-access editing 
policy. 
 
You must also know how to efficiently search & filter Google’s “news” 
search-engine, to find current press articles on your topic: 
http://www.google.com/nwshp?hl=en&tab=wn 
 
ATHENS use, via the BIAD library at Gosta Green.  You will need to 
ask at the library desk about how to get & use a password and a 
username for ATHENS access. 
 
 
INTUTE at  http://www.intute.ac.uk/ 
 
JURN at http://www.jurn.org/ 
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Class weblog:  http://newt2010.wordpress.com/ 
 
Location:  Our lessons are on  Fridays, 2pm to 5.30pm.   Please 
consult the class blog to read of any changes. 
 
Room 203, Red Floor in the Visual Communication tower, BIAD 
 
 
Lesson dates in 2010: 
 
 
WEEK One : 1st October 2010 : 
 
   first lesson, introductions, discussion, and module outline. 
 
WEEK Two : 8th October : 
 
WEEK Three : 15th October : 
 
WEEK Four : 22nd October : 
 
WEEK Five : 29th October : 
 
   29th Oct: HAND IN DEADLINE FOR ESSAY PROPOSAL 
 
WEEK Six : 5th November : 
 
WEEK Seven : 12th November : 
 
WEEK Eight : 19th November : 
 
WEEK Nine: 26th November : 
 
WEEK Ten: 3rd December : 
 
WEEK Eleven : 10th December : 
 
WEEK Twelve : 17th December (last day of term) 
 
   17th Dec before 3pm : DEADLINE FOR ESSAY AND 
ADDITIONAL ASSIGNMENT HAND-IN.  Please formally submit in 
paper form to: the Electives Office, Ground Floor, Emma Jessie 
Phipps building, Gosta Green, BIAD. 
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New Technologies in Art & Design 
 
BIAD L5, second-year students, October – December 2010 
 

ASSIGNMENT BRIEF  
 
ESSAY:  
 
Firstly, pitch me an idea for a specific topic or title for your personal essay 
topic. 
 
 This may be a topic which would help you with an aspect of your degree 
course, or a planned future career, or simply be relevant to a personal interest 
in the area of new media or new technologies.  Make sure your essay relates to 
some aspect of art and design – it cannot be about broader or off-topic 
technology issues (such as politics, new tech in nursing, flying cars, 
nanotechnology or biotechnology).  Nor can it speculate about the future – 
you must be able to suggest examples that exist ‘here and now’.   I am also 
putting the topic of “violence and videogames” strictly off limits! 
 
Email me:  1) your proposed topic/title;  2) a short one-page description, 
telling me how you aim to narrow and focus the topic to make it manageable; 
and  3) a short bibliography of some serious or academic texts you think might 
be useful for your essay.   
 
Email your proposal to:  futurilla@btinternet.com  in Word (MS Office, .doc 
or .docx) format.  Email this proposal to me by the end of Week Five (Friday 
29th October 2010) at the latest.   I hope to have them all approved by the 
Week Six lesson.  
 
Secondly, if your essay topic is approved by me, you must then write a 
standard 2,500-word academic essay on your chosen topic, sticking to our 
agreed title and subject.   I strongly suggest you start researching and 
drafting your essay by Week 7, to avoid end-of-term clashes with studio work 
deadlines. 
 
 
You must also accompany the essay with either a.... 
 

1) PERSON PROFILE: Research and then write a 500 word profile of 
a well-known arts or media ‘creative’ who is currently using innovative 
new technology for the purpose of creative production.  This text may 
broadly relate to the topic of your essay, but must not contain any of 
the same material as the essay. 

 
Guidance: Follow the same formatting and referencing guidelines as the main 
essay. Although this text may be written in a less formal manner than the 
essay, you must include a research bibliography at the end of the 
profile. Do not include quotations of more than 50 words, unless you have 
personally interviewed the person you are writing about and are using a quote 
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from your own interview.  No more than a total of 100 words of quotations can 
be used in the profile. 
 
** Or ** a...  
 

2) BUSINESS PLAN:  Research and write a short formal outline 
business plan for an online art and design business that you might like 
to run.  The business must be practical and “do-able”, yet also be 
innovative and fresh – no flying cars or similar science-fiction 
scenarios please!  Your outline plan should contain a standard SWOT 
analysis, and should be at least 500 words long (you may make it 
longer if you get enthusiastic, but try not to go beyond 800 words).  
You must include a research bibliography.  There are plenty of 
online sources that will show you how to lay out a standard British-
style business plan. 

 
 
GENERAL ESSAY GUIDANCE: 
 
The essay must be printed and typed, single-sided on A4-sized paper.  You must 
double-space your typed text. A simple strong “left-hand top” staple and a cover-
sheet is enough binding to use.  Plastic slip-covers will be removed and will not be 
returned.  
 
An illustration should be included only if it helps to explain a complex matter, not 
simply as “page decoration”.  Illustrations must be: i) high-quality; ii) titled; iii) be 
referenced, just like any other fact or quotation. You must include a relevant and 
substantial bibliography - which includes all works you consulted and found useful, 
not just the works you directly reference in your text.  
 
Plagiarism of any kind is not permitted.  You must reference all sources that you refer 
to, quote, or paraphrase.  Where you state a set of hard facts (dates, names, products, 
events, etc), the source of those facts must be referenced in the body of the essay - 
unless those facts are very common knowledge.  I expect three or four references per 
page of essay, at a minimum. 
 
Please use the standard BCU “Harvard” referencing format, not any kind of 
‘footnotes’ system.  A free booklet about BCU's standard form of referencing can be 
had from the Gosta Green library, or from our library website. All references that 
appear in the body of your essay must be findable in your bibliography, or your 
research cannot be given credit.  Bibliographies should not be included in your word 
count.  Where necessary, a short glossary may also be included at the end of your 
essay (which, like the bibliography, is not included in word-count).   
 

DEADLINE:  FRIDAY 17th Dec 2010.   
Hand in to the L5 electives office (ground floor of the Jessie Phipps 
building, BIAD), with your accompanying signed plagiarism form, 
by 3pm.  Students with BCU-assessed disabilities may hand in at 
the start of the new term in the New Year (consult your official 
BIAD disability statement, for the number of extra working days 
you are allowed on an assignment of 3,000-words total). 


