Chapter Six

Other Screens: The Future of the Image

The truth is that film is an old technological and aesthetic form. Even now, the visual and narrative content of film is changing with the advent of digital graphics. They allow so much more flexibility and economy in the creation of visual effects that they have largely replaced older forms of visual fabrication like rear-screen projection and matte shots. Almost any film, from a science fiction film laden with special effects to a simple melodrama that uses digital graphics to create the texture of the sky, is influenced by new technologies.

So are viewing habits. It would be interesting (and the results surprising) to ask your class what kinds of screens occupy their attention. How much computer time or television time do they put in, compared with time spent at the movies?

This chapter investigates those other screens, briefly comparing the television and the motion picture experience and then talking at some length about the various things taking place on the computer screen, from games to Internet communities.

The chapter stands alone, so that if you are using Film, Form, and Culture for an Introduction to Film course, it can be left out. However, if you are doing a broader media studies course, you may find it very useful as a means to integrate film with other, more recent mass communication and popular culture phenomena.

Questions and Topics

· Investigate and compare the properties of resolution—of detail and sharpness on the movie, television, and computer screen.

· Think about resolution in broader terms. Is there a finer resolution of information—visual, narrative, factual—on any of the three major screens?

· What is the difference in emotional response before the three different screens?

· Define interactivity and how the processes of passive film viewing and active computer use differ. Is film or television viewing completely passive? Is the use of the computer active in different ways?

