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Media (the plural of medium)

‘Media’ refers to technologies used to communicate messages 
and includes:
– mass media (newspapers, TV, radio), 
– popular media (film, books) and 
– digital media (computer games, the World Wide Web, virtual reality) and 

others.

'New' in this context means:
• the relative novelty of digital computing; 
• the unprecedented speed of evolution and mutation of devices and technologies; 
• undeveloped, imperfect and experimental environments; 
• subjective novelty, most of the artists and theoreticians currently studying digital 

culture have migrated from different disciplines. 

New Media are also the common denominator of such disciplines as (new) media art, 
(new) media activism, (new) media studies and journalistic media criticism; 

"New Media is not one media form, but a series of convergences - a series of 
temporary and provisional combinations of technologies and forms." Windows 
and Mirrors, Jay David Bolter & Diane Gromala, 2003.



Same Story   Different Medium;
Different Story?



Same Story     Different Medium; Different Story?

• Potential Issues with Film Adaptions

• What to cut out/change.
• Wiseguy (BOOK) to Goodfellas (FILM): Pileggi & Scorsese 

collaborated on the screenplay. They decided which sections of the 
book they liked and put them together like building blocks.

• Possible solutions to length/actor availability/different media/ 
financial considerations & other issues:

Combine minor characters into 1 main character. 

Change gender of character.

Change age of character.

Change appearance of character.



Same Story     Different Medium; Different Story?

• Plays: Based on a script, performed on a stage.

• Films: Based on a screenplay, performed on a screen.

• Both are based on a script to be performed, and are 
incomplete without performance.

• Graphic Novels: Performed on a page.

• Novels: Performed in your head.

• Both of these are complete art forms in themselves.

• Same Story    Different Medium; Different Story?

• What do you think?



A Brief History of the Internet



A Brief History of the Internet

“We are natural villagers. For most of mankind’s history 
we have lived in very small communities in which we 
knew everybody and everybody knew us.

But gradually there grew to be far too many of us, and 
our communities became too large and disparate for us 
to be able to feel a part of them, and our technologies 
were unequal to the task of drawing us together.

But that is changing.”

Douglas Adams



Communications Technology

• First, there is a need (to communicate).

• The medium is conceptualised.

• The technology is developed.

• The technology is implemented.

• Rinse & Repeat…



Communications Technology

• Written Communication Mists of Time

• Postal Service 550 BC

• The Printing Press 1041 (Guttenberg 1450)

• The Telegraph 1830’s (1858 transatlantic cable)

• The Telephone 1860’s

• The Radio 1900’s

• Television 1940’s

• The Internet 1990’s



So What?

"Communication leads to community, that is, to 
understanding, intimacy and mutual valuing.“

Existential Psychologist Rollo May



An Overview of the Conceptual 
Development of Computer Media



Timeline

• Gottfried Wilhelm von 
Leibniz

• George Boole

• Charles Babbage

• Herman Hollerith

• Alan M Turing

• John von Neumann

• Vannevar Bush

• J.C.R. Licklider

• Robert Taylor

• Douglas Engelbart

• Ted Nelson

• Alan Kay

• Tim Berners-Lee



Things to Ponder

“There are those who look at things the way 
they are, and ask why... I dream of things that 
never were, and ask why not?”

George Bernard Shaw

“Any sufficiently advanced technology is 
indistinguishable from magic.”

Arthur C. Clarke



Intellectual Property Rights



Copyright

• Copyright is a form of intellectual property that gives the author of 
an original work exclusive rights for a certain time period in relation 
to that work, including its publication, distribution and adaptation, 
after which time the work is said to enter the public domain.

• Copyright applies to any expressible form of an idea or information 
that is substantive and discrete and fixed in a medium. Some 
jurisdictions also recognize "moral rights" of the creator of a work, 
such as the right to be credited for the work. 

• Copyright is described under the umbrella term “Intellectual 
Property”, along with patents and trademarks.

• (Source: Wikipedia)



Copyleft

• Copyleft is a play on the word copyright to describe the practice of using copyright 
law to remove restrictions on distributing copies and modified versions of a work 
for others and requiring that the same freedoms be preserved in modified 
versions.

• Copyleft is a form of licensing and can be used to modify copyrights for works such 
as computer software, documents, music and art.

• In general, copyright law allows an author to prohibit others from reproducing, 
adapting, or distributing copies of the author's work.

• In contrast, an author may, through a copyleft licensing scheme, give every person 
who receives a copy of a work permission to reproduce, adapt or distribute the 
work as long as any resulting copies or adaptations are also bound by the same 
copyleft licensing scheme. A widely used and originating copyleft license is the 
GNU General Public License.
Creative Commons provides a similar license called ShareAlike.

• Copyleft can also be characterized as a copyright licensing scheme in which an 
author surrenders some but not all rights under copyright law. (Source: Wikipedia)



Creative Commons

• Creative Commons (CC) is a non-profit organization 
headquartered in San Francisco, California, United States, 
devoted to expanding the range of creative works available 
for others to build upon legally and to share.

• The organization has released several copyright-licenses 
known as Creative Commons licenses for free to the public. 
These licenses allow creators to communicate which rights 
they reserve, and which rights they waive for the benefit of 
recipients or other creators. 

• Wikipedia is one of the notable web-based projects using one 
of these licenses. (Source: Wikipedia)



Public Domain

• “Works in the public domain are those whose intellectual property rights 
have expired, been forfeited, or are inapplicable. Examples include the 
works of Beethoven, most of the early silent films, the formulae of 
Newtonian physics, and the patents on powered flight.”

• Expired: The plays of Shakespeare have been used in more than 420 
feature-length films.

• Forfeited: When “No Right Reserved” is applied.

• Inapplicable: “The idea–expression divide limits the scope of copyright 
protection by differentiating an idea from the expression or manifestation 
of that idea…The U.S. Supreme Court stated "Unlike a patent, a copyright 
gives no exclusive right to the art disclosed; protection is given only to the 
expression of the idea—not the idea itself.”

• (Source: Wikipedia)



Public Domain

• James Joyce (2 February 1882 – 13 January 1941) was an Irish novelist and 
poet, considered to be one of the most influential writers in the modernist 
avant-garde of the early 20th century.

• He Expired: 13 January 1941

• The work and life of Joyce is celebrated annually on 16 June, Bloomsday, in 
Dublin and in an increasing number of cities worldwide, and critical 
studies in scholarly publications, such as the James Joyce Quarterly, 
continue.

• Both popular and academic uses of Joyce's work were hampered by 
restrictions placed by Stephen Joyce, Joyce's grandson and executor of his 
literary estate.

• On 1 January 2012, these works entered the public domain.

• Rights Expired: 1 January 2012

• (Source: Wikipedia)



Applications of Copyright Law

• As the plays of Shakespeare are public domain, and have been used in 
more than 420 feature-length films, why is downloading a digital copy of 
“Shakespeare In Love” illegal?

• How is it that The Beatles do NOT own the rights to The Beatles’ back-
catalogue?

• How are the (copy)rights of creative artists protected?

• http://www.youtube.com/watch?v=TmHuc2XErjE May 1997

• https://www.youtube.com/watch?v=1lyu1KKwC74 June 1997

• https://www.youtube.com/watch?v=wBi5pQoJFPY 2004/2008

• https://drive.google.com/file/d/0B_6Qi-
nfUVi7LUFHa0NSWDRMMkU/edit?usp=sharing

http://www.youtube.com/watch?v=TmHuc2XErjE
https://www.youtube.com/watch?v=1lyu1KKwC74
https://www.youtube.com/watch?v=wBi5pQoJFPY
https://drive.google.com/file/d/0B_6Qi-nfUVi7LUFHa0NSWDRMMkU/edit?usp=sharing


The 4 major conditions of the Creative Commons

There are : 

– Attribution (BY), requiring attribution to the original 
author; 

– Share Alike (SA), allowing derivative works under the 
same or a similar license (later or jurisdiction version); 

– Non-Commercial (NC), requiring the work is not used 
for commercial purposes; and 

– No Derivative Works (ND), allowing only the original 
work, without derivatives.

• As of the current versions, all Creative Commons licenses allow the "core 
right" to redistribute a work for non-commercial purposes without 
modification. The NC and ND options will make a work non-free.

• Additional options include the CC0 option, or "No Right Reserved.“ This is 
when a work is placed in the public domain.



Creative Commons

• How do you find these ‘free’ assets?

• http://search.creativecommons.org/

• For example, let’s search for an image of the “Eiffel Tower”.

• https://www.flickr.com/photos/alarzy/3103295856

• “…for any purpose, even commercially.” ???

• http://www.eiffel-tower.com/the-eiffel-tower-image-and-brand/image-
rights-the-eiffel-tower-brand.html

• “The Eiffel Tower, built in 1889, falls within the public domain. Daytime views from the Eiffel Tower are 
rights-free. However, its various illuminations are subject to author’s rights as well as brand rights. Usage 
of these images is subject to prior request from the Société d’Exploitation de la Tour Eiffel”

• As opposed to this entirely commercial asset site:

• http://www.istockphoto.com/stock-photo-20825483-the-great-blue-hole-
of-belize.php?st=8533ed2

http://search.creativecommons.org/
http://www.eiffel-tower.com/the-eiffel-tower-image-and-brand/image-rights-the-eiffel-tower-brand.html
http://www.istockphoto.com/stock-photo-20825483-the-great-blue-hole-of-belize.php?st=8533ed2


In a nutshell…

• Intellectual Property (IP) refers to creations of the mind for which 
owners are granted certain exclusive rights to these intangible assets. 

• Copyright gives the author of an original work exclusive rights for a 
certain time period in relation to that work, after which time the 
work is said to enter the public domain.

• Copyleft can also be characterized as a copyright licensing scheme in 
which an author surrenders some but not all rights under copyright 
law.

• Creative Commons licenses allow creators to communicate which 
rights they reserve, and which rights they waive for the benefit of 
recipients or other creators. 

• Public Domain is when intellectual property rights have expired, 
been forfeited, or are inapplicable. 



The Open Culture



Intellectual Property Rights

• All Rights Reserved

• Creative Commons

• Open Culture



Intellectual Property Rights

• All Rights Reserved



Intellectual Property Rights

• Creative Commons



Outline

• From Free Software to Open Source Software

• Open Content/ Open Access

• Open Education

• Open Standards

• Open Licenses



Open Culture

• …a concept according to which knowledge 
should be spread freely and its growth should 
come from developing, altering or enriching 
already existing works on the basis of sharing 
and collaboration, without being restricted by 
rules linked to the legal protection of 
intellectual property. 



Free or Open?

• The two terms describe almost the same category of 
software, but they stand for views based on fundamentally 
different values.

• Open source is a development methodology; free software is 
a social movement.

• For the free software movement, free software is an ethical 
imperative, essential respect for the users' freedom.

• By contrast, the philosophy of open source considers issues in 
terms of how to make software “better”—in a practical sense 
only. Most discussion of “open source” pays no attention to 
right and wrong, only to popularity and success.



Free or Open?

• ''Free'' should sometimes be understood with the 
meaning it has in “free speech” & not “free beer”.

• The word ''open'' refers to the fact that the 
original author has not closed the source code 
which can be reproduced or modified without the 
author's previous authorization.

• Thus, the popular software ADOBE READER may 
be downloaded at no cost (contrary to other 
applications, such as PHOTOSHOP), but its source 
code cannot be modified.

• It is therefore ''free'', but not ''open''.



The motivation of developers

• Learning
• Altruism
• Community sharing
• Ego
• Creative expression
• Recognition

• However, there is no wrong in programmers' 
requesting payment for a proposed project.

• Restricting and controlling the user's decisions on use 
is the actual violation of freedom.



Open Resources

• Audacity
• WordPress
• VLC Media Player
• OpenOffice
• GIMP
• Handbrake
• Blender
• Linux
• Ubuntu
• Chromium is the open-source web browser project from which 

Google Chrome draws its source code. 
• Firefox is a free and open-source web browser developed for 

Windows, OS X, and Linux.



Sustainability



Sustainability

• What is Sustainability?

• Why is it important?

• Is it important to you?

• What are the causes of the issues we face?

• What are the solutions to the issues we face?

• Are there any solutions?



Sustainability

The concerns & issues surrounding the 
global consumption of resources as 
consumption reaches a critical point.



Sustainability

• David Suzuki said that “sustainability means 
doing things better – not doing without” 
(Boyd 2004). 

• As every major assessment regarding the 
Earth’s resources has concluded that we are 
“eating into natural capital, rather than living 
off its interest” (Jucker 2002), then without 
doing better, we may soon have to do without.



Our Population

• Population in 2014: 7,000,000,000

• Population in 1804: 1,000,000,000

• Population in 1000: 300,000,000

• Population in 2090: 14,000,000,000!



Collapse Informatics

• It is self-evident that infinite consumption of finite 
global resources is impossible. Therefore, a 
fundamental change in how we consume these finite 
resources is approaching, desired or not.

• This is why Sustainable Interaction Design is not 
simply an academic discipline, where people write 
papers, point out problems and discuss philosophical 
issues.

• There may/will come a point in the near future when 
change is inevitable. 



Collapse Informatics

• Then, “prevention is no longer possible and 
adaptation is required”. Waiting until it is too late to 
manage this change smoothly cannot be an 
acceptable option, but so far, practical solutions to 
these complex issues have proved elusive.

• To reinforce the immediacy of the problem, we 
simply need a reminder that for much of the world’s 
population, “crises of scarce resources, inadequate 
housing, deplorable conditions of health, and 
starvation are already at hand” (Tomlinson et al. 
2012). 



Neo-Liberalism

• Neoliberalism prioritises economic prosperity over 
ideals such as equality or social justice and then 
defends this position by arguing that market forces will 
ensure “the greatest good for the greatest number of 
people” (Dourish 2010, Harvey 2005).

• An example of how this political outlook exerts an 
influence is the throwaway culture we live in, where 
people buy smartphones and portable media players 
“with the expectation that they will be replaced within 
a period of a few years” (Huang and Truong 2008).



Choreographed Obsolescence

• That sustainability can be “more than just recycling” 
and become “a cultural paradigm shift away from 
technology novelty and induced consumption, 
toward an aesthetic of well-cared-for systems” 
(Blevis 2007) remains an aspiration for now, and will 
remain so while designers are…

“complicit in the unsustainability of current 
interactive products” (DiSalvo et al. 2010).



Sustainable HCI

• Sustainable Thinking,

which leads to;

• Sustainable Design,

which leads to;

Sustainability!

• Or not.



Sustainable
Human Computer Interaction

• For years, researchers and practitioners in 
Sustainable Interaction Design have 
attempted to reverse resource consumption 
trends by focusing on the individual (Petkov et 
al. 2012, Pierce and Paulos 2012) and 
attempting to change their behaviour. 

• …this has proved problematic as, “people 
don’t use energy, they use products, which 
use energy” (Holmes 2007). 



Sustainable
Human Computer Interaction

• The lack of a sustainable solution is partially 
because of the researcher’s mind set, seduced by 
Modernism, as they strive to find simple technical 
solutions to complex social problems 
(Brynjarsdottir et al. 2012, Heslop et al. 1981). 

• The arresting finding that “raised awareness and 
increased knowledge do not automatically lead to 
more sustainable behaviour” (Jucker 2002) 
reiterates the problem, but without suggesting a 
straightforward solution.



Digital Fabrication

• In the remote rural village of Pabal in 
Maharashtra, India, the Vigyan Ashram 
educational community run a Fab Lab.



Sustainability

• Is it possible?

• It has to be....



The Make Culture,
Hackerspaces & FabLabs



The DIY/Make Culture

• The Homebrew Computer Club – 1975

• The Whole Earth Catalog – 1968-1972

• MAKE Magazine – 2005

• Maker Faires – “the Greatest Show (and Tell) 
on Earth—a family-friendly festival of 
invention, creativity and resourcefulness, and 
a celebration of the Maker movement.”

• The 1st Maker Faire – 2006-San Francisco



“people who buy things are suckers”

https://www.youtube.com/watch?v=XDNwISwkqRk
https://www.youtube.com/watch?v=XDNwISwkqRk


Hackerspaces

• Community-operated physical places, where 
people can meet and work on their projects.

http://hackerspace
s.org/



miLKlabs - Project Ideas:

• Luppp 

• Ogham Cutting Robot 

• Telepresence Robot 

• Kinect - Natural User 
Interfaces 

• High Vis Jacket with Indicators 

• Physical Data Artefacts 

• Intelligent Sensing Clothes 

• Personal Library with ISBN 
Scanner 

• High-Speed Photo Taker 

• Surface Touch Table 

• Open Data Visualisations for 
Limerick 

• Augmented Reality Layers for 
Limerick 

• All-Terrain Long Distance 
Robot (Farmboz)

http://gallery.digi.com/2012/06/12/farmboz/
http://gallery.digi.com/2012/06/12/farmboz/


What is a FabLab?

• Fabrication Laboratories - personal fabrication - aka 
small-scale manufacturing enabled by digital 
technologies.

• Not mass production. 

• Potential to empower individuals to create smart 
devices for themselves. 

• These devices can be tailored to local or personal 
needs in ways that are not practical or economical 
using mass production. 



The worldwide FabLab network



The principles behind FabLabs

3 important principles for operating a FabLab:

• a FabLab has to be open to the public, and 
offer facilitation and guidance;

• all the designs are uploaded in a library shared 
with all the other labs worldwide;

• it has to adhere to the Fab Lab charter. 

http://fab.cba.mit.edu/about/charter/


The Tools

• A computer-controlled laser cutter, for press-fit assembly of 
3D structures from 2D parts;

• A sign cutter, to produce printing masks, flexible circuits, and 
antennas; 

• A precision (micron resolution) milling machine to make 
three-dimensional molds and surface-mount circuit boards; 

• Programming tools for low-cost high-speed embedded 
processors; 

• A larger (4'x8') numerically-controlled milling machine, for 
making furniture- (and house-) sized parts (not all the FabLabs 
own this large machine).



FabLabs at work



Establishing a FabLab at the 
University of Limerick 

Ultimaker 2 FORM-1

https://www.ultimaker.com/products/ultimaker-2?gclid=CKfrtu3jwsECFSKg2wodjJcAIg
http://formlabs.com/en/products/form-1-plus/


Smart Cities - Smart Citizens



What is a Smart City?

• How a city performs depends not only on the city's physical 
infrastructure  but also on the availability and quality of 
knowledge communication and social infrastructure. 

• The “Smart City” concept - an attempt to bring together 
modern urban production factors in a common framework 
and to emphasise the growing importance of ICTs, social and 
environmental capital in assessing the competitiveness of 
cities.

• Previously – digital cities, intelligent cities.



Fix my Street



Crowdmap (Ushahidi)





Cycle Atlanta

Project of  the Participatory Publics Lab at Georgia Tech

http://participatorypublicslab.net/projects/cycle-atlanta/


Example: HittheRoad.ie

• Polling Stations dataset was 
released on Fingal Open Data-
2011

• Hit the Road incorporated the 
data into their website. Hit The 
Road is a public transport 
journey-planning service, which 
you can use to find directions in 
and around Dublin. 

• Launched in May 2010, and 
supports Dublin Bus, Luas and 
DART



Urban technologies

• How can digital technologies enhance and 
augment life in a city?

• How can they support active citizenship and 
community involvement?



Urban Technologies in use in Limerick

• Traffic monitoring
• Real time bus displays
• Water supply monitoring
• CCTV cameras
• Urban screens
• Websites dedicated to local matters (Limerick.ie, 

LimericksLife.com)
• Newspaper & radio stations web presence
• Social Media (I Love Limerick, Limerick Local 

Heroes)



We love Plassey Riverbank
(Limerick Riverpaths Volunteers)

• Group of volunteers 
initiated river & canal 
bank clean-up in 
January 2012;

• Later on, started to 
organise guided walks, 
harvest fests

• Supported by Limerick 
City & County Council



In Search of Old Limerick

• Android app

• Proof-of-concept 
developed by 3 
students

• User evaluation in situ

Avram, Festl, Slattery, Ryan -On Oral Histories, Communities and Annotating the City -Paper presented at the 

Digital Cities 8 event in Munich, Germany, 29 June 2013



Ubiquitous Computing

Ambient Intelligence



Computing Evolution



Pervasive (Ubiquitous)
Computing Vision

“In the 21st century the technology revolution 
will move into the everyday, the small and 
the invisible…”

“The most profound technologies are those 
that disappear. They weave themselves into 
the fabrics of everyday life until they are 
indistinguishable from it.”

Mark Weiser (1952 –1999), XEROX PARC

 Small, cheap, mobile processors and sensors
 in almost all everyday objects
 on your body (“wearable computing”)
 embedded in the environment (“ambient intelligence”)



Goals of Pervasive (Ubiquitous) Computing

• Ultimate goal:

– Invisible technology

– Integration of virtual and physical worlds

– Throughout desks, rooms, buildings and life

– Take the data out of environment, leaving behind 
just an enhanced ability to act



Smart Objects (cont.)

• Can remember pertinent events
– They have a memory

• Show context-sensitive behavior
– They may have sensors

– Location/situation/context
awareness

• Are responsive/proactive
– Communicate with environment

– Networked with other smart objects



Smart Objects (cont.)



Interactive Map

• Foldable and rollable

You are here!



Smart Clothing
• Conductive textiles and inks

– print electrically active patterns 
directly onto fabrics

• Sensors based on fabric

– e.g., monitor pulse, blood pressure, 
body temperature

• Invisible collar microphones

• Kidswear

– game console on the sleeve?

– integrated GPS-driven locators?

– integrated small cameras (to keep 
parents calm?)



UbiComp- where will we be?

• “The Invisible Computer” by Donald Norman (1998)

• Why Good Products Can Fail, the Personal Computer Is So Complex, and 
Information Appliances Are the Solution

• “In a few years there'll be enough computers in your 
home that getting hacked and being haunted will be 
functionally indistinguishable.”              Someone on Twitter



UbiComp- where will we be?

• Nest Labs. Who are they?

• Nest Labs is a home automation company in California, that 
designs and manufactures sensor-driven, Wi-Fi-enabled, self-
learning, programmable thermostats and smoke detectors.

• The company introduced its first product, the Nest Learning 
Thermostat, in 2011. 

• On January 14, 2014, Google acquired Nest Labs for 
$3.2 billion and left Nest Labs to use its own brand. 
Nest Labs continues to grow...

https://nest.com/ie/


Past the Ubicomp era?

• “ubicomp is no longer a niche research topic, 
but is best seen as the intellectual domain of 
all of computing.”                           (Abowd, 2012)

To be continued…



Identity, Ethics and Big Data



Identity

• Offline identity versus online 
identity

• “On the Internet, nobody

knows you’re a dog”



Big Data

• Big data is a broad term for data sets so large or complex that 
traditional data processing applications are inadequate. Challenges 
include analysis, capture, data curation, search, sharing, storage, 
transfer, visualization, and information privacy.

• The term often refers simply to the use of predictive analytics or other 
certain advanced methods to extract value from data.

• Analysis of data sets can find new correlations, to "spot business 
trends, prevent diseases, combat crime and so on.”

• Data sets grow in size in part because they are increasingly being 
gathered by cheap and numerous information-sensing mobile devices, 
aerial (remote sensing), software logs, cameras, microphones, radio-
frequency identification (RFID) readers, and wireless sensor networks.



Facebook & You

“The truth though, is that Facebook (and the internet at large) is 
making its own rules as it goes along. Putting 1.25 billion people 
– that’s getting on for one fifth of the world’s population – within 
a mouse click of each other was always going to have far 
reaching consequences. And with hindsight it was a bit silly to 
have ever expected it to be manageable within established social 
and legal boundaries.”

“Don’t forget - although it now seems to be dipping its toes into 
psychological experiments, Facebook’s main motivation for 
collecting and analyzing our data has always been to sell us 
adverts.”

http://tinyurl.com/zp38glg



Online Security

• What if privacy, secrecy or anonymity was 
impossible?

• No Trolling…without consequences.

• No threatening behaviour…without 
consequences.

• No phishing!!!

• No Political protest…



Introduction to 
Digital Media: Review

• Part 2 next Tuesday…


