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 Jay David Bolter’s writing on Remediation: Understanding New Media, discusses the 

topics of remediation, immediacy, hypermediacy, and transparency in digital media. Some topics 

discussed are: the role of media today and the attempt to create media that transfers all sense 

experiences from one person to another, how digital media continuously revisits past styles or 

mix with new media, and the role digital media plays in our saturated mediated culture. I will 

discuss the aspects of remediation along with our society’s need for efficiency. 

Bolter discusses the relationships between television, film, computer graphics, digital 

photography, and virtual reality and how they reform, remediate and relate to one another. A 

medium ‘rivals’ or ‘refashions’ the techniques, forms and social significance of other media. It 

will always have some type of relationship with other media. This representation of one medium 

in another is called remediation, which is the defining characteristic in new digital media. It is 

the process of reforming reality and ‘reforming’ what has come before. An example of 

remediation is the digitization of images, or the downloading of images on the World Wide Web.  

The notable topic of remediation is essential as the American artist is constantly 

surrounded by a sea of media whose goal is to envelop and captivate its viewer. This is what we 

are constantly seeing, experiencing, and learning from. It would be impossible to create 

something that did not have some type of remediation of media when, genealogically, everything 

has stemmed from something else. However, digital media also emphasizes the experience and 

the authenticity that brings immediacy and hypermediacy together. Immediacy attempts to 

achieve a sense of ‘liveness’ where the representation is transparent making the representation 
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‘more real’ in a unified visual space.  Hypermediacy places the viewer directly into a place, or 

immediate experience of a sense. It offers a mixed space of existing forms of prose, graphics, 

animation, and video that have been recombined to create a new space.  

However, digital cultures want to ‘deny the mediated character of digital technology’ by 

making things transparent, as if the viewer is interacting with something real and not ‘simulated’ 

such as in the computer games Myst, Doom, and instances of virtual reality. The digital medium 

wants to erase itself and make things seamlessly available. But as much as new digital media 

wants to be or become transparent, its presence is always felt in some way. For example, looking 

at a real painting is not the same as viewing the painting on your screen. Although the image of 

the painting has been remediated, it can never achieve the quality of the real painting. 

The accessibility of reproducible media is the result of remediation in a society that is 

constantly striving to be 100% efficient. Bolter discusses the first computers from the 1940’s and 

50’s that were remediating handwriting and printing. The goals created by the programmers of 

these early computers were to create efficiency. Bolter states that the computer does not become 

a medium until the 1980’s where it then entered the social and economic fabric of business 

culture. However, Bolter’s definition of a medium - which ‘rivals’ or ‘refashions’ the techniques, 

forms and social significance of other media and is always in relationship with other media - 

means that when a media reforms a previous technique (handwriting and printing), it is therefore, 

a medium. Bolter later states that a medium must have social and cultural functions but it is 

unclear exactly what these functions are. Perhaps the cultural significance of the first computers 

was not apparent immediately, but they did, eventually, have a huge cultural significance. Even 

these earlier computers were a sign of remediation, just as many other objects throughout history 

were remediated again and again. I suggest that the subject of efficiency be included as a 

significant motivator for constant remediation. 
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 Bolter’s writing reveals the tension created by remediation between mediated visual 

spaces and ‘real’ space. This is important to consider when creating artistic work in new digital 

media and to ask the significance of making the medium recognizable as a medium or erasing the 

surface of the medium to create a continuity of ‘real’ space. It is important for the artist to 

question the medium used and what role does she want them to play in its intended space. The 

artist should consider the history of her medium in order to create a dialog about how she has 

remediated it for her own purposes. Understanding how the chosen medium was remediated 

reveals a historical progression that has passed through the remediation process to arrive in its 

current temporary state, which will be remediated again. 

 


