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Abstract 
Teaching electronic arts in art schools and universities has always 
involved temporal experimentation, as educators seek ways to 
evoke interrelated histories of technologies, genres, disciplines, 
movements, subcultures, and communities of practice that are con-
stantly remediated, rediscovered, and reborn.  This temporal exper-
imentation is further intensified as electronic artist/teachers reach 
outside the classroom, to partner with communities on pedagogical 
explorations that also engage with radically different local under-
standings of history, time, and place, through “resonant” ap-
proaches to ecology, environment, and cultures in change. At the 
School of Art, Media, Performance, and Design, at York Univer-
sity, Toronto, Canada, the past five years have been marked by new 
kinds of partnered learning and research experiences in electronic 
arts, taking place across our fine arts departments, and shaping our 
brand-new Creative Technologies program (launching in Septem-
ber 2024). This institutional presentation shares new initiatives at 
AMPD and invites ISEA delegates and their local partners to im-
agine new kinds of connections between our programs and their 
own work. The institutional presentation showcases electronic arts 
work from our resource sharing, pedagogical partnering, and tech-
nology management, and shares some of our current global com-
munity-based partnerships.    
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Introduction 
Teaching electronic arts in art schools and universities has 
always involved temporal experimentation, as educators 
seek ways to evoke interrelated histories of technologies, 
genres, disciplines, movements, subcultures, and communi-
ties of practice that are constantly remediated, rediscovered, 
and reborn. Garnet Hertz suggests, for example, that under-
written histories from areas such as “DIY electronic art re-
vive[s] these lessons from the past to point a new path for-
ward for artistic practice and design work.” [1] This tem-
poral experimentation is further intensified as electronic art-
ists/educators reach outside the classroom, to partner with 
communities on pedagogical explorations that also engage 
with radically different local understandings of history, 
time, and place, through “resonant” approaches to ecology, 

environment, and cultures in change.  [2] As Indigenous 
scholar Dylan Robinson reminds us, “the “fevered” place of 
consumption for knowledge resources” can be “placed aside 
in favour of new temporalities of wonder, dis-oriented from 
antirelational and nonsituated settler colonial positions of 
certainty.” [3]  
 

New Directions 
At the School of Art, Media, Performance, and Design, at 
York University, Toronto, Canada, the past five years have 
been marked by new kinds of partnered learning and re-
search experiences in electronic arts, taking place across our 
fine arts departments, and shaping our brand-new Creative 
Technologies program (launching as part of the new Mark-
ham campus of York University in September 2024).  
  Digital/new media artists in our School have been 
bringing their students and colleagues along in an un-
charted journey into ‘The Everywhen’. Our artist/teachers, 
for example, are examining what kinds of new temporali-
ties can emerge through partnered education programs co-
creating augmented reality layers for First Nations land-
markers, or from building a new youth and Elder-led 
metaverse that shares community stories for Indigenous 
culture and language learning. [4] 
  Through mentoring our students to place 360-degree 
cameras in the hands of disadvantaged youth in our neigh-
bourhood to capture the histories and present realities of 
social housing, AMPD artists have been playfully co-dis-
rupting traditional temporal narratives of diasporic place-
making. [5] 

  New course design builds opportunities for stu-
dents and professors to create new "Futurism from the Mar-
gins” together. They can make work that responds to con-
temporary artists who mix old and new ideas of linearity, 
continuance and intercultural notions of time in their mate-
rial approaches to 3D printing and VR; where “technologi-
cal innovation and expression is a vehicle for ancestral ways 
of knowing and infusing the diasporic community with 
decolonial understandings of their subjectivity amid the 
pressures of global migration and a vision of a future of 
possibility.” [6] 
  Award-winning VR and XR works and exhibitions 
bring together makers from inside and outside the academy 
to present media artworks at the intersection of art, science, 
Indigenous worldviews, and technology that speculatively 
and poetically use multimodal storytelling as a vehicle for 



interpreting, mattering, and embodying more-than-human 
ecologies. [7] 
  New research partnerships are starting which support 
new kinds of intergenerational communities of practice in 
BIPOC digital asset creation. Others have begun to examine 
the new forms of attentiveness possible with AI tools, that 
can listen across and between disparate understandings of 
spatiality and temporality. 
  Our School is also working on international research 
partnerships in electronic arts including a $318.4M 
CAD initiative called Connected Minds, which aims 
to mobilize transdisciplinary expertise to develop socially 
responsible technologies. [8]    
  Through new forms of pedagogical design and devel-
opment, and our local, national and global research partner-
ships, our School asks: How can wider communities of mak-
ers (students, professors, local artists, community leaders) 
collaborate to diversify electronic arts to better reflect, re-
spond to, and challenge linear and colonial ideas of 
knowledge, art, and technology? What might new forms of 
pedagogy mixing art, engineering, and social engagement 
offer our field, to train new kinds of electronic artists and 
scholars to be confident navigators of/in The Everywhen? 
  This paper (and its presentation and accompanying re-
ception event at ISEA 2024) documents some of these new 
initiatives at AMPD and invites ISEA delegates and their 
local partners to imagine new kinds of connections between 
our programs and their own work. We mobilize electronic 
arts and research work from our teachers/artists/researchers, 
graduate and undergraduate students and partnered pro-
jects, detail our experiments with space and resource shar-
ing, pedagogical partnering, and technology management, 
and share some of our current global community-based part-
nerships. We invite delegates to continue connect with rep-
resentatives from AMPD to discuss future networking, ex-
change and partnership possibilities.  
 

More About the School of the Arts, Media, 
Performance and Design at York University  

  
Our world increasingly needs creative thinkers to ignite bold 
new ideas, invent transformative experiences and develop 
innovative solutions for global challenges. As one of North 
America’s premier centres for education in the arts, York 
University’s School of the Arts, Media, Performance and 
Design (AMPD) unleashes creativity and prepare students 
to thrive in a world where the single most valuable asset is 
creativity.  
  Debra Brown (Cirque du Soleil choreographer), David 
Quilico (Vice-President of Sony/ATV Music Publishing 
Canada), Georgiana Uhlyarik (Associate Curator of Cana-
dian Art, Art Gallery of Ontario) and Hael Kobayashi (Ex-
ecutive Director of Creative Intelligence, University of 
Technology, Sydney), are all York AMPD graduates, 
uniquely defining what creativity means today and how it 
will be imagined tomorrow. Our School is committed to ex-
cellence, experimentation and leadership. Learning by doing 
is the hallmark of our programs. We offer intensive 

professional training and in-depth academic studies in 
dance, design, digital media, film, music, theatre and visual 
arts. 
  But disciplinary rigour is only one part of the AMPD 
experience. Guided by award-winning artists and leading 
scholars with real-world experience, we push the boundaries 
between artistic media, explore emerging technologies and 
discover the creative side of other fields.  AMPD’s new Cre-
ative Technologies program is a partnered program launch-
ing in September 2024, where students, faculty and partners 
focus on collaboration and explore electronic arts, social 
justice and ethics, and project management towards reshap-
ing the creative industries. You can find out more details 
about AMPD’s award-winning research, teaching, and im-
pact in our annual report, available online. [9]. 
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