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This course plans to examine some of the most important aspects of the digital
turn in film production processes that shape the visual style of contemporary
movies. With the help of some theoretical texts, short clips and case studies,
we will explore such issues raised by the shift from analog to digital flmmaking
practices as analog nostalgia; the changing nature of cinematic spectacle; the
digital’s relationship to the real; changes in methods of production and acting;
and the development of computer generated imagery, effects, and animation.

1. Presentation: Each participant has to hold an in-class analysis of a chosen
clip specified by the instructor during the semester.

2. Written analyses: During the year, students will write one in-class film
analysis of a screened scene chosen by the instructor.

3. Class participation: Continuous attendance and in-class activity is
required. Four or more absences result in an incomplete for the course.
Students arriving more than 10 minutes after the class starts will be marked as
not presents. No student will receive a final grade without an in-class the
presentation and film analyses.

* To learn to analyze these works in terms of form, content, and context.

» To explore the relationships between past and present cinematic forms and
practices.

* To articulate how digital filmmaking has shaped the production and
consumption of cinema.
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