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Digital Culture: Literature and Art, Ethics and Aesthetics
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ciritical understanding of digitality, its ethical and aesthetic specifities as well as of its important aesthetic and societal phenomenons in literature, art,

none

preparation (30%), participation in lecture (30%) , term paper (40%)

Monday 1.30-2.30pm
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2B H#E(2) /Learning Goal (2)
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Students are able to describe precisely what is digitality, its history and its mediality

Students can problematize textuality and authorship in digitality

Students know about various forms of digital pehonemons in art, literature and video games

Students are having an basic overview over digital economy in art, literature and media

Students acquired general knowledge about digital ethics and intellectual property
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Introduction: program N
EG X Preparation for the course
presentation
What means ‘digital'? History . )
20 oo paper on digital history
and theory of digitality
Digitalit; d media th: B
2530 IRy Gl i |a. L peper on media theory
programs, screens, interfaces
Digital Authorship and research on court cases
40| Materiality: artist and art are about intellecutal propery in
in question literature
25[E What is a digital text? paper by Jay D. Bolter
Literature and digital .
s6m diality: f o - paper on Al and creativity,
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Al
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Art and Digitality: technical
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intervention
Art as a communitarian
9 o research on r/place
project: i.a. r/place
=10m Video games as participative paper on narrativity in video
literature and art: narrativity games
=11m \/‘\'deo games in society: paper on narrativity in video
history- and mmo-games games
Economy of digital art and curated news articles on
#12E literature: NFTs, Distribution, NFTs and streaming
Streaming etc. platforms
. . . curated parts of the volume
Ethics of Copying: Authorship . . .
2130 . Schmiicker/Hicks: Ethics of
and intellectual property .
copying
%140 Open for student's wishes paper on digital media
. Summary, reflexion and final L .
215[H . ) reviewing of previous classes
discussion
#16[@ Work on final essay writing an essay
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