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Course Description 
This course explores the disruptions and creative possibilities that realtime emerging media 
provides through the lens of learning how to design, create, produce and perform in real-
time. Students will be learning how to design and produce for real-time interactive audiences, 
understand the modern streaming media pipeline, the fundamentals of virtual production, 
digital content creation and the basics of game engines and other software - all in the service 
of delivering a more engaging and intimate connection between audience and performer. 
Students will design and perform 2 distinct real-time performances as well as work together 
with peers to conceptualize, design and produce a short realtime ‘pilot’ using the tools and 
techniques you’ve learned in the first two projects. 

Day/Time 
Tuesdays 3:45 PM - 5:00 PM (PST) 
Thursday 3:45 PM - 4:35 PM (PST) 

Instruction Mode  
In-person 

Lecturer Contact Information 
Archana Kumar 
apk284@nyu.edu 
Office Hours: Thursday 5pm - 6pm 

Prerequisites 
None 

Units earned 
2 



Classroom Etiquette 
To optimize the experience in a blended learning environment, please consider the following:  

• Please be mindful of your microphone and video display during synchronous class 
meetings. Ambient noise and some visual images may disrupt class time for you and 
your peers.  

• Please do not eat during class and minimize any other distracting noises (e.g. rustling 
of papers and leaving the classroom before the break, unless absolutely necessary). 

• If you are not using your cell phone to follow the lesson, cell phones should be turned 
off or in silent mode during class time. 

• Make sure to let your classmates finish speaking before you do.  
• If deemed necessary by the study away site (ie COVID related need), synchronous 

class sessions may be recorded and archived for other students to view. This will be 
announced at the beginning of class time. 

• Students should be respectful and courteous at all times to all participants in class. 
 

Course Objectives 
After completing this course, you should have: 

• A deeper understanding of real-time media production technologies, 
distribution economies and audience techniques, 

• the skills to conceptualize, design and produce content that's distributed and 
consumed in real-time 

Weekly Schedule 
Week 1: Introduction 

Session 1: Jan 25, 2022 

• Real-Time vs delayed time 
• Live Broadcast Radio and TV 
• Digital Distribution (Downloads) vs Streaming vs Live Streaming 
• Live streaming as a practice and the streamer as product. 
• Course breakdown: 

o Production Technologies 
o Distribution Economies 
o Audiencing Techniques 



o The end and the future 

Session 2: Jan 27, 2022 

This class we will look at some examples of real-time performances/experiences and discuss 
them  to help with ideas for assignment 1 

Week 2: Chat 

Session 1: Feb 1, 2022 

Instantaneous online Chat is ubiquitous today and is integrated into a plethora of platforms. 
By learning about how online chat started and evolved, the protocols that govern how it 
works and its impact on writing and communication we can see how it has laid the foundation 
of real-time virtual interactions. 

• Talkomatic  
• From Message boards to Text-only Chat rooms 
• Instant messengers and IRC 
• Multimedia rich real-time communication apps 

o Slack  
o Discord  

• Online communication protocols  
• Chat culture  

Session 2: Feb 3, 2022 

Explore: 
• mIRC 
• Discord or Slack 
• Web Sockets Chat 

Week 3: Live Streaming Video 

Session 1: Feb 8, 2022 

A deeper dive into how the internet shaped the rise of streaming, the initial technical 
limitations and the later breakthroughs show how we got to where we are today. 

• Trojan Room coffee pot 
• RealNetworks and baseball 
• First Presidential Webcast 



• YouTube and YouTube Live 
• Restream, Periscope, TikTok, Facebook and Instagram Live 
• OnlyFans 
• Zoom 

Session 2: Feb 10, 2022 

Explore: 
• YouTube/Vimeo Live 
• Instagram/Facebook/TikTok Live  

Week 4: Gaming  

Session 1: Feb 15, 2022 

Streaming platforms like twitch that are dedicated to streaming gamers have not only had a 
huge impact on the gaming industry by popularizing relatively obscure games, they’ve also 
contributed to a resurgence of old games and introduced new modes of playing them like 
“pacifist play” and “speed running”. Is just a webcam and a headset really all you need? What 
risks are at stake? 

• Justin.tv 
• Twitch 
• YouTube Gaming 
• Let’s Play 
• Mixer 
• Steam 
• eSports 

Session 2: Feb 17, 2022 

Explore: 
• Twitch 
• Steam Broadcast 

Week 5: Virtual Worlds 



Session 1: Feb 22, 2022 

Virtual worlds immerse users into a computer-simulated environment populated by many 
other  users represented by avatars, with whom they can have real-time actions and 
communication.  

• MUDs and MUSHes 
• Habbo 
• Massively multiplayer online games (MMOGs)  
• Collaborative virtual environments (CVEs) 
• Massively multiplayer online real-life games (MMORLGs) 
• Open Simulator 
• Second Life 

Session 2: Feb 24, 2022 

Explore Second Life 

Week 6: Virtual Reality and Augmented Reality 

Session 1: Mar 1, 2022 

Virtual reality (VR) relies on simulators to immerse users in a real-time 3D virtual world and 
Augmented reality (AR) involves adding virtual elements to the real world around us.  

• Virtuality 
• UnReal Engine 
• Oculus Rift and other headsets 
• Metaverse 
• ARToolkit 
• GoogleGlass and Microsoft Hololens 
• Streamlabs Face Masks 

Session 2: Mar 3, 2022 

Explore Oculus 

Week 7: ASSIGNMENT 1 

Session 1: Mar 8, 2022 

Students Present Assignment 1 



Session 2: Mar 10, 2022 

We discuss learnings and provide feedback to one another on Assignment 1 

Week 8: SPRING BREAK 
No Classes 

Week 9: Creative Network and Communities 

Session 1: Mar 22, 2022 

A host of modern problems of digital labor have risen along with streaming platforms. While 
Partnered streamers are able to access insights into some of the platform’s business, the 
vast majority aren’t guaranteed wages or benefits and individually, have little leverage. Yet 
collectively, their content drives the profits of platforms.   

• Popularity 
• Networking 
• Raiding 
• YouTuber’s Union 

Session 2: Mar 24, 2022 

Workshopping Final Presentation with relevant explorations, helpful tutorials, Q&A. 

Week 10: In-Platform Monetization 

Session 1: Mar 29, 2022 

A lot of streaming platforms are free to join but offer various ways to monetize the content. 
What are the pros and cons for streamers? What risks and rewards are in store for them? 

• Third Party Advertisements  
• Channel Subscriptions 
• Bits 
• Gifting 

Session 2: Mar 31, 2022 

Workshopping Final Presentation with relevant explorations, helpful tutorials, Q&A. 

Week 11: Other forms Monetization 



Session 1: Apr 5, 2022 

How do content creators diversify their monetization? What extra work does this entail and 
what are the implications of doing it? 

o Donations 
o Merchandise 
o Owned platform 
o Sponsored Promotions 
o Affiliate links   

Session 2: Apr 7, 2022 

Workshopping Final Presentation with relevant explorations, helpful tutorials, Q&A. 

Week 12: Feedback Loops 

Session 1: Apr 12, 2022 

How do streamers know who their audience is?  
• Chat and Live Interactions 
• Audience Metrics and Analytics 
• Building a picture of your audience 
• Micro Audiences  

Session 2: Apr 14, 2022 

Workshopping Final Presentation with relevant explorations, helpful tutorials, Q&A. 

Week 13: Social Listening 

Session 1: Apr 19, 2022 

Social Listening is the process of understanding and analyzing the conversations and trends 
and then reacting to it. Streamers have to keep with up with social listening so they are 
relevant and fresh to their audiences  

• Memes 
• Vocabulary and streaming Subculture  
• “Never miss a mention” - Social Listening tools 
• Marketing campaigns  
• Social Activism 



Session 2: Apr 21, 2022 

Workshopping Final Presentation with relevant explorations, helpful tutorials, Q&A. 

Week 14: Fandom  

Session 1: Apr 26, 2022 

The relationship between live streamers and their fans is complex and warrants more 
attention. 

• Fan motivation  
• Gift giving 
• Trust 
• Patronage and fan expectations  
• Moderation  
• Burnout and Mental Health  

Session 2: Apr 28, 2022 

Workshopping Final Presentation with relevant explorations, helpful tutorials, Q&A. 

Week 15: The End and the Future 

Session 1: May 3, 2022 

What does it take to end or delete your streaming account? What could be better? Where will 
the future of live streaming take us? 

• Real-time ML 
• AI powered bots 
• Growing beyond Entertainment into other industries  

Session 2: May 5, 2022 

Workshopping Final Presentation with relevant explorations, helpful tutorials, Q&A. 

Week 16: FINAL ASSIGNMENT 

Session 1: May 10, 2022 

Students present Final Assignment 
 


