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Description

What is media archaeology? As Jussi Parikka describes, it is a
subfield of media history that scrutinizes contemporary media
culture through investigations of past media technologies and
creative media practices. Media archaeology takes a special
interest in recondite and forgotten apparatuses, practices and
inventions. At an historical moment when our own media
technologies become obsolete with increasing rapidity, the
study of residual forms and practices provides valuable
context for analysis, and perhaps the possibility for the
emergence of something new.

This course deals with the theory, current practice, and
possible trajectories of media archaeology as a discipline.
Our object of study will be the research collection of the new
Residual Media Depot of the Media History Research Centre at
the Milieux Institute. Work will consist of a mix of writing,
thinking, talking, and hands-on encounters with materials from
the collection, according to student skills and preferences.

Structure

This intensive one-week graduate course (5 days, Monday -
Friday 9 am — 5 pm) will run for the first time in August
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2016. It will consist of approximately 14 graduate students
(PhD level preferred), 7 from Concordia and 7 from the EU and
the USA. Dr. Darren Wershler (CURC in Media & Contemporary
Literature), Dr. Stephanie Boluk (UC Davis) and Dr. Patrick
LeMieux (UC Davis) will lead the course.

During the actual course, mornings will follow a seminar
model. Course members will receive their reading packages
digitally in July, and they will be expected to arrive ready
to discuss this material. We will make frequent use of
breakout groups of various kinds, concept mapping and daily
individual blog posts to structure our conversation. In order
to provide further context, all seminar members will also
spend time locating media examples for in-class screenings in
order to provide further contextual information.

Afternoons will consist of work time for a collective project
in applied media archaeology. This project will take the form
of a “book sprint”; our goal will be to produce a working
first draft by the final afternoon of the week. Our
theoretical touchstones will come from the morning readings.
We will decide collectively how to structure the form and
content of the draft, and what its eventual publication venue
will be. Students will have access to a full range of Milieux
workspaces and equipment during this period.

Students

Interested students will be invited to submit a short (500-750
word) statement outlining their field of study, their
projected doctoral project, and a description of how this
course fits into their intellectual program. Please send all
queries to d.wershler@concordia.ca ASAP.

Evaluation

Eligible students will receive 3 credits for this course. They
will be graded according to the standard Concordia grading
scale, based on the quality of their contributions to the
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morning seminar (50%) and their research and writing for the
book sprint (50%). This will take the form of daily working
notes (blog entries) of 750-1000 words per day.

Readings

Readings consist of major texts from media archaeology,
material media studies, cultural technique theory, video game
studies and articulation theory. All seminar participants will
arrive having completed the primary readings in advance. We
have made some secondary readings available as well, and will
add more over the duration of the course.
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