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14.00  Welcome Stefano Baschiera and Federico Pagello  
 
 
14.15 Dr. Catherine Grant (University of Sussex) ‘Film Studies Plays Itself?’ + Q&A 
 

 
15.00  Coffee Break – QFT Foyer 
 
 
15.15  Dr. Sarah Atkinson (University of Brighton) ‘The Deep Film Access Project’ + Q&A 
 
 
16.00  Dr. Colin Harvey (King’s College London) ‘Adventures in Space and Time: 
Intersections between Digital Cultures, Game Studies and Film Studies’ + Q&A 

 
 

16.45  Round Table “digital approaches to film studies” 
 
 
  

The workshop will take place on the 22nd April 2015 at the School of Creative Arts (QUB)  
Venue: Screen 2, Queen’s Film Theatre (QFT), 20 University Square, Belfast.  

  



Abstracts and Bio 
 
FILM STUDIES PLAYS ITSELF?  
 
“[C]riticism… an experiment performed on the work of art” [Walter Benjamin]* 
 
In the last ten years, digital videographic forms of film and moving image criticism have 
become more numerous and more prominent, featuring frequently, these days, at video-
sharing websites, as well as in online scholarly and journalistic publications. In her presentation 
Catherine Grant will examine how this digital audiovisual turn - the generation of video essays 
that, as Adrian Martin and Cristina Álvarez López have put it, stand “between and amidst 
audiovisual poetry, fan tributes, and semiotic analysis” - is both related to and draws upon the 
traditions of the essay film, and at the same time forges its own, new path in the context of 
internet aesthetics and distribution. She will speak from the perspective of someone curating, 
publishing and also making such work for a variety of contexts and she will screen some short 
examples of it. 
 
*Der Begriff der Kunstkritik in der deutschen Romantik, 1919. Cited by Vinzenz Hediger, ‘What makes 
an excerpt? The video essay as an experiment performed on the work of art [FRANKFURTPAPERS]’, 
The Audiovisual Essay: Practice and Theory of Videographic Film and Moving Image Studies, 
September 2014. Online at: http://reframe.sussex.ac.uk/audiovisualessay/frankfurt-papers/vinzenz-
hediger/ 
 
Biography  
Catherine Grant teaches Film Studies at the University of Sussex and runs the Film Studies 
For Free, Audiovisualcy and REFRAME websites. She has published widely on theories and 
practices of film authorship, and has edited volumes on world cinema, Latin American cinema, 
digital film and media studies, and the audiovisual essay. A relatively early and prolific adopter 
of the online video essay form, she is founding co-editor of [IN]TRANSITION: Journal of 
Videographic Film and Moving Image Studies. This new peer-reviewed publication was 
awarded the Society for Cinema and Media Studies’ Anne Friedberg Innovative Scholarship 
Award of Distinction for 2015. 
 
 
THE DEEP FILM ACCESS PROJECT 
 
The Deep Film Access Project (DFAP) is a Big Data, Digital Transformations themed project 
funded by the UK Arts and Humanities Research Council (AHRC). A collaboration between film 
researchers, computer scientists, archival institutions and a film production company,  the 
DFAP took the case-study of both the making and subsequent archiving of Sally Potter’s 
Ginger & Rosa as its focus. Through digital archival methods, the entire life cycle of Ginger & 
Rosa was interrogated from idea to distribution, through to audience reception and archiving, 
including interviews with every single person involved in its making.  
 
By sequentially combining the automated data of the film production process with the 
qualitative, descriptive, contextual and expert knowledge generated by film professionals, the 
project evolved new ways of integrating these currently disparate sources into the primary 
digital film asset, allowing them to be re-explored in the future.  
 
The project reveals the often hidden working practices and cultures that underpin 
contemporary filmmaking during a compelling period of analogue/digital transition. This paper 
specifically considers how digital transformations are impacting upon industrial filmmaking and 
reveals that despite the affordances and efficiencies offered by new technologies - analogue 
practice, terminology and analogies continue to persist. 
 



 
Biography: 
Dr Sarah Atkinson’s research work examines narrative, text, process, apparatus and audience 
to map new spaces and modes of cinematic spectatorship. Her recent monograph Beyond the 
Screen: Emerging Cinema and Engaging Audiences presents an expanded conceptualisation 
of cinema, one which encompasses the ways film can be experienced beyond the auditorium 
by a networked society. The book includes considerations of mobile, web, social media and 
live cinema through case studies of recent and near-future developments. Sarah is currently 
Principal Investigator on two AHRC-funded projects: DEEP FILM Access (DFAP) which aims to 
unlock latent opportunities that exist within big and complex data sets generated by industrial 
digital film production; and Tracking IP Across the Creative Technologies (TRI-PACT) which  
aims to advance the research agenda and stimulate creative and strategic thinking around the 
management, protection, sharing, access, use and reuse of Intellectual Property (IP) within 
and across the domains of Film, Broadcast and Games. 
 
 
The Deep Film Access Project (DFAP) : 
http://arts.brighton.ac.uk/projects/deep-film-access-project-dfap 
. 
Beyond the Screen: Emerging Cinema and Engaging Audiences  
bloomsburycp3.codemantra.com/widgets/9781623568238/BeyondTheScreen.html 
 
Tracking IP Across the Creative Technologies (TRI-PACT): 
http://arts.brighton.ac.uk/projects/tri-pact 
 
 
ADVENTURES IN SPACE AND TIME: 
INTERSECTIONS BETWEEN DIGITAL CULTURES, GAME STUDIES AND FILM STUDIES 
 
As a discipline media and communication studies has struggled with the challenges presented 
by the digital for some time. Early academic engagements included highly positivist 
approaches which, for example, saw the potential of interactive fiction as a means of liberating 
audiences from the tyranny of authors, to those which perceived in the virtual a transcendental 
power that utterly redefined the body. At a more pragmatic level, those higher education 
institutions which engaged in media practice struggled to keep up with the translation from 
analogue production techniques – slicing quarter-inch tape, three-machine editing – to digital 
production techniques articulated through the likes of packages like Cubase, Final Cut Pro and 
‘multimedia’ software like Macromedia Director and Flash. 
A later, more specialised engagement with the digital emerged in the early years of the 21st 
century with the advent of Game Studies. Games and play had of course been studied prior to 
this, but while there had been some specific engagement with videogames, up until this point 
this had tended to be fairly isolated. Game Studies was characterised initially, in true 
videogame fashion, by a ‘battle’ between those that believed videogames could be analysed 
using attenuated theory drawn from the study of narrative, to those that believed videogames 
were something different to films and novels, that they were instead rule-based and 
experiential. This debate raged for a few years until Gonzalo Frasca suggested the whole 
argument was founded on a fundamental misconception, and more recent approaches have 
sought to explore the manifold tensions between rules and representation without recourse to 
the ‘ludology-narratology’ battle. 
Digital Cultures might be seen as the latest attempt to engage with the digital, but in a fashion 
which brings together techniques from media and communication studies with tools of analysis 
derived from the field of Digital Humanities, itself a shifting, emergent field subject to competing 
definitions. Steven E. Jones has suggested that Game Studies ought to be considered an 
integral component of Digital Humanities, and so we might therefore expect to see some of 
those same ideas playing a key role in the hybrid discipline Digital Cultures. 



In each of the strands I’ve discussed, the ways in which the digital reshapes narrative and how 
we understand narrative are constantly present. In this paper, then, I want to explore some of 
the key intersections between the three academic areas of Digital Cultures, Game Studies and 
Film Studies through the prism of narrative. I’ll argue that not only digital techniques but related 
transmedial techniques have fundamentally shifted ideas of temporality and spatiality in 
relationship to how we understand film and its role in the wider mediascape. 
 
Biography: 
Dr Colin Harvey is shortly to take up a role as Narrative Designer with Rebellion 
Developments, a British game developer and publisher of novels and comics. He is currently a 
Senior Lecturer in Transmedia and Digital Cultures at King’s College, London and the author of 
the forthcoming book Fantastic Transmedia (Palgrave 2015). As a fiction writer and narrative 
designer he has worked on various franchises including Doctor Who, Highlander and Judge 
Dredd, and across multiple media including prose, games, audio and comics. 
 
 

 
 
 
 
 


