Remediation, Hypermediacy, Inmediacy
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Remediation
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- Comes from the Latin ‘Remederi’ which means recovery, healing.
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- The representation of one medium in another. Refashioning of a medium.
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What is medium?

The formal, social, and material network of practices
that generates a logic by which additional instances are
repeated or remediated, such as photography, film, or
television.

- Take an existing text, film, sound, etc. and change it into another media form or

style without changing meaning of the original
=il 2|0 & HHIX| BN 7|E HAE, P AR E 5= 7rM2FA CHE O|C| 0 FA0|Lt AETE 2 Hil= A



Remediation
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- continuum between old and new media
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- old media and new media connected, dependent on each other
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- no media can operate in isolation, it needs other media in order to
work and remake itself
O DIC[OE SE A2 2t & 4= QI 0, 21&5t 1l A& e =
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- continuum, remaking, development
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Remediation Example
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@ Digital Camera

Books into Movies

ex) Jane Austen’s Pride and Prejudice...

Movies into Games
ex) Harry Potter, E.T, SpidermanZ2...

Comic Books to Movies

ex) Marvel Comics...

@ Original nttps;//youtu.be/7PCkvCPvDXK

CoVer https://youtu.be/BuyGVhQFLbs



https://youtu.be/7PCkvCPvDXk
https://youtu.be/BuyGVhQFLbs

Remediation _ The two principle styles
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Immediacy
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To be refashioning media in a successful way,
it should include both of these principles



Hypermediacy
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Hypermediacy
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Style of visual representation whose goal is to remind the viewer of the medium



Hypermediacy
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A heterogeneous space

- The opposite of transparent immediacy Iin that hypermediacy’s goal is not
transparency, but rather to be very apparent so that the user may interact with
the interface

- Interactive
- Images, sounds, texts can be brought together into a combination
- No physical beginning, middle, or end

- Representations that are not expected to be accepted as “real”

Ex) CNN website



Hypermediacy
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Hypermediacy
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Hypermediacy
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Hypermediacy Examples
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Flight Simulator Simulator Game
Monitor the dashboard and control the Game Screen itseH—
flight  7jme U E sl u3 == Hypermediacy;oi xpx| — s}0|m 07|

m) The hypermediation that is experienced through some ‘window’ is conspicuous
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Hypermediacy Examples
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https://youtu.be/2SrZCeRnCtw

b

In Psyco, when Wwe see an extreme close-up of Norman Bate’s eye as he watches Marion
Crane through the peephole, then find ourselves looking through it ourselves,

Hitcheock foregrounds the act of seeing implicating the viewer in the voyeurism that is at
the root of Norman's (and our?) psychosis. Hitchcock's is an act of hypermediacy.



https://youtu.be/2SrZCeRnCtw

Hypermediacy
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Desktop Movie theater Screen

=) \Vhich one is more hypermediated?
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Immediacy
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Form of representation that allows a person who does not see
the media itself, or who does not feel that the media exists,
to pay attention to or draw in the media representations,
as If they are looking at the landscape beyond the window
through a very transparent large window.



Immediacy
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technology should closely reflect the real world in order to create a
The ldea f
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How?
The Desire | Experience without mediation its graphic space should be
| o o1 e continuous and full of objects and
l SH7HElE 8 should fill the viewer’s field of vision
without rupture.”

But never quite succeeds. Why?

no matter how hard media tries to makes itself invisible,
there are always moments in which we are reminded
that we are using media




Immediacy
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Demands transparency  (zinterfaceless)

An interface that erases itself so that the user can “stand In an immediate
relationship to the contents of the medium?”.

AFEALZEONM 2| L0 S4H QI 2AE 7A & 4= UA AidlE X[ 2= BT 0]
m Why?

The way a user reacts in a movie or a drama or in a virtual reality
permeates the media and feels like a part of the content.

Not only digital tech, but also painting, photography, film and television had the
same desire.



Immediacy _Three Techniques
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Raffaello ‘The School of Athens’

- Linear perspective is a system for creating the
illusion of a three-dimensional space on a two-
dimensional, flat surface.

- Necessary for transparency but not sufficient.

- By using perspective in the flat canvas, those who
see it immediately will forget the ‘canvas interface’
and meet ‘content’, the ‘school’.



Immediacy _Three Techniques
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Michelangelo ‘Aedicula Sixtina’

- The continuity between depicted and “real space”

- Hard work of trying to make the surface disappear resulting in the
artist becoming a mark of his skills and therefore his presence

- Those who enter the space of the Aedicula Sixtina forget the
‘canvas interface’ of the semi-cylindrical ceiling and fall into the
story of God and mankind.



Immediacy _Three Techniques
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Automaticity x=z

- The invention of photography represented
the technique of linear perspective

- Transparency through automatic reproduction

- Removed the artist as an agent

Camera Obscua



Immediacy
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Latest expression of the desire for immediacy
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Domin Lee, Autumn ‘02



Immediacy
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Algorithms used in digital graphics Mathematics has the following
characteristics in that designers operate without ‘human intervention’ at
the moment of creating a program through an algorithm.

@ The results of repeated deletes and runs
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@ Human subject (developer)is cleared
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=) Same method for obtaining transparency
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Immediacy
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Paintings and photographs have a ‘fixed’ viewpoint.
The media, such as TV or film, provide a more diverse perspective.



|mmedla()y https://youtu.be/WGtOv8ou-94
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Immediacy Examples_trickery art
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Continuity between depicted and real space



Immediacy Examples_Apple’s facetime
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attempts to erase the mediation of the phone and makes it appear
as if you are having a face-to-face conversation



Immediacy Examples
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Computer Game

Virtual Reality



Benefits of Immediacy
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- more exciting, lively and realistic
- effective communication



Difference between Hypermediacy and Immediacy
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