
The work of the Brazilian media and cultural philosopher 
Vilém Flusser (1920-1991), author of innumerable essays 
in several languages and of influential and wide-ranging 
books such as Towards a Philosophy of Photography, 
The Shape of Things, Vampyrotheutis Infernalis, Post-
History, The History of the Devil, Into the Universe of 
Technical Images, and Gestures – all published in the 60s, 
70s and 80s - has garnered renewed and vibrant interest 
in academia and beyond. Flusser’s entire œuvre addresses 
many of today’s most poignant issues, including (digital) 
technology, design, identity and subjectivity, media old and 
new, communication, and our personal engagement with 
history and (auto)biography.

“Remediation”, a term coined by Jay Bolter and Richard 
Grusin in their book from 2000, refers to the process by 
which “media achieve their cultural significance precisely 
by paying homage to, rivaling, and refashioning such earlier 
media as perspective painting, photography, film, and 
television.” Such refashioning is the purpose of merging 
Flusser’s concepts on design and media with a discussion on 
things: Flusser’s concepts will be applied to help shape one 
thing into a new thing – digital, dynamic and material. The 
overarching questions for this workshop are as follows: Can 
ideas become material objects? How does one experience 
theory in a technologically-situated age? How do we think 
about things in an age that has dematerialized, pixelated 
them? What role do the senses play in this process? And 
does this change the way we think in general – about things 
and about how we interact with things?
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Remediating Things 
 —
Translating Ideas – 
Designing Knowledge 
 —
A Flusser Workshop



The workshop will take place over two days (2×3 hours), 
starting with a debate on theoretical texts and on the 
meaning of “thing” (what is a thing anyway?) that interlaces 
both with Flusser’s main ideas on creativity and design and 
with media epistemology in general (two mornings). On the 
two afternoons we will each focus on a particular concept 
(Creativity; Design; Gestures), with the expressed goal of 
producing designs of knowledge – in digitized form. 

To facilitate both the theoretical and the applied processes, 
each participant will work with a particular “thing” s/he 
will bring along – a chosen item that will help focus our 
work. This “thing” is to be remediated in digital form, and 
its “thingness”, its materiality, will be changed accordingly. 
The goal of the workshop is to reflect on “thingness”, on the 
phenomenology of perception, and on how we think about 
things in the digital age; and to produce a new (digital) 
thing, to remediate an object, based on something real and 
haptic that has been re-theorized and, as such, re-made: 
rethinking is retheorizing is remediating is remaking.

Day 1 and Day 2 will consist of a mix of readings, 
discussions, field-observations, exercises and rapid making 
stuff. There are no prerequisites besides a laptop and an 
open mind ready to adventure. A summary of the workshop, 
in combination with selected works will be submitted to a 
special issue of Visible Language (“Critical Making: Design 
and the Digital Humanities”) by January 2015.

Venue
Hochschule Luzern 
Design & Kunst 
Baselstrasse 61b
Room 206/207
CH-6003 Luzern

The number of participants 
is limited to 20.

Registration
is kindly requested by e-mail until Oct. 31st, 2014 to
noemi.schaefer@fhnw.ch  
with subject “SDN Flusser-Workshop”.

Each day will be guided by the international team of experts on Flusser, and on 
media epistemology and practice: Jamie Allen (Canada), Prof. Dr. Anke Finger 
(USA), PD Dr. Christiane Heibach (Germany), Rodrigo Maltez Novaes (Brazil).

Day 1

Morning 9:00–12:30
Theory and Play

Guiding questions: 
What is a thing? What is a thing not? 
Readings by Flusser and Brown
Discussion, with brainstorming for afternoon

Afternoon 13:30–17:00
Practice and Play

Guiding questions: 
What is MY thing? How is MY thing to become 
another thing or non-thing?
Disruption: Emotion

Day 2

Morning 9:00–12:30
Theory and Play

Guiding questions: 
What is the remediation of a thing? 
What do things do to our minds?
Readings by Bolter/Grusin and Malafouris
Discussion, with brainstorming for afternoon

Afternoon 13:30–15:30
Practice, Play and Realization

Guiding questions: 
How has MY thing become something else? 
What has MY thing become? 
What’s my mind got to do with it?
Disruption: Senses

16:00–17:00
Summary and Plans

Discussion of products and placement 
(web views, Visible Language) 


