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Media technology plays a signi� cant role in ad-
dressing the di� erent sense modalities of the re-
cipient or user. � is role seems to deeply in� u-
ence our concepts of time and space: � e more a 
media technology is becoming a trigger for sen-
sory and perceptual experiences, the bigger is the 
in� uence on temporality and spatiality. Image 
Temporality could be one part of the temporality 
discourse to connect the concepts of static and

dynamic images with the approaches in mod-
ern media theory, philosophy of mind, percep-
tual theory, aesthetics, and � lm studies as well 
as the complex range of image science. � is vol-
ume monitors and discusses the relation of time, 
space and visual media within the perspective of 
an autonomous image science.
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