Electronic Arts 613 

Presentation & Representation 

Overview

This unit introduces students to a variety of important notions in the analysis and design of creative works.  They are not presented in any particular order and are interrelated.  The intention is that students will consider one topic a week, with week 12 open for discussion/summary with staff.

1
New Media Gallery: White Cube, Black Box & New Media Lounge
2
New Media Art 
3
Artists’ Work – BD (Before Digitazation)
4
Artists’ Work – AD (After Digitazation)
5
Distributed Systems
6
Interactive Art: Virtual & Augmented Reality 

7
Themes in Digital Art & Festivals
8
Digital Aesthetics
9
Architectural space – Memory space
10
Future Vision/Neurocinema
11
Future Agents/Blade Runner
12
Open for discussion
Assessable outcomes

After undertaking each week’s Primary Reading, the student should produce a response to the topic by applying the notions to an existing human constructed “thing”. This “thing” could be a specific created work of art, a genre, a period in history, a social phenomenon, etc. The response can be in the form of a written journal, or as a creative work. In the case of a written journal, this will be a five hundred word entry per week. In the case of a creative work, it could be a separate weekly work, or a single, larger, evolving work.

In either case, the response has to be recorded in a distributable format for formal assessment ie: a word document, a paper based folio, A DVD, a Website, A CD-Rom, etc.

1
New Media Gallery: White Cube, Black Box & New Media Lounge

Overview

New Media art poses challenges to presentation, collection & preservation to a gallery space based on the White Cube model.  This model of art museums predates the type of works being generated by New Media artists and was not developed with it in mind.  The interactivity inherent in much of the new media art challenge the status of gallery as a space of sanctity and alter the roles of curators, artists, and audiences towards more collaborative models of production and presentation. The materiality of the equipment or hardware used in media art, poses more practical problems including successful operation.  Alternative approaches to integrate new media art within the institution and gallery have been explored. It’s inclusion in Festivals preceded presence in galleries. More recently larger scale museums were developed, dedicated exclusively to showcasing and promoting new media art.  Media Lounge is another highly debated alternative to traditional gallery model. It functions not only as a platform for exhibitions but also as a lab or a library.  A common characteristic of new media exhibitions is that they tend to undergo transformation each time they are re-exhibited. Questions arise beyond the fundamental where to present new media art but also what is the work of art in new media art, if its form varies from exhibition to exhibition. 

Primary Reading

O’Doherty 2000 Inside the White Cube.  The Ideology of the Gallery Space, Expanded Edition, UC Press, Berkeley 

Paul, Christine The Myth of Immateriality – Presenting & Preserving New Media Refresh! Conference

More

Manovich, Lev 2006 The Poetics of Urban Media Surfaces First Monday, Special Issue #4: Urban Screens: Discovering the potential of outdoor screens for urban society 

Whitkin, Andrea Interactivity: Thinking Beyond in Macdonald, Sharon (ed) 2006 A Companion to Museum Studies, Blackwell Publishing
Paul, Christiane Challenges for a Ubiquitous Museum: Presenting and Preserving New Media

Tesla A media art lab founded by Andreas Broeckmann, Detlev Schneider & Carsten Seiffarth

An Interview with Peter Weibel by Sarah Cook at ZKM, September 2000

Gagnon, Jean Collecting, preserving and archiving the media arts
Depocas, Alain Digital preservation: recording the recoding the documentary strategy, Daniel Langlois Foundation for Art, Science, and Technology
Gagnon, Jean Research at the Foundation: Between prospective and retrospective inquiry, Daniel Langlois Foundation for Art, Science, and Technology
Media-Space 

Tara McDowell & Linda Wilson Your Show Here 2001 at Masmoca 

An audience curated show within the museum context

Marek Walczak and Martin Wattenberg Apartment – a variable, customisable presentation 

Paul, Christiane 2002 Collaborative Curatorial Models and Public Curation
Plug-in, media lounge, Switzerland

Dietz, Steve Curating (on) the Web
Hybrid Media Lounge database and archived material of the Hybrid Workspace, begun during Documents X (1997)

Migone, Christof Volume of confinement and infinity
Australian Centre for the Moving Image (acmi)

Duncan & Wallach  The Museum of Modern Art As Late Capitalist Ritual: An Iconographic Analysis, Marxist Perspectives, 1:4, 1978, pp 28 

CRUMB – Curatorial Resource for Upstart Media Bliss

Sturken, Marita 1983 Out of Sync: Electronic Visions at the Hudson River Museum
DOCAM. Documentation and Conservation of the Media Arts Heritage

Poissant, Louise Conservation of Media Arts and Networks: Aesthetic and Ethical Considerations
Christiane Paul (ed.) Curating New Media. Berkeley: University of California Press 

Cook, Sarah 2005 Researching And Presenting A History Of New Media: Ten Years Of The Banff New Media Institute
Capturing Unstable Media
The Walker Art Center - galleries for Internet art accessible only on the Web

Artport website Institutional online curation (very filtered) (Whitney Museum)

LOW-FI Network Locator, Independent online curation, curatorial database

Digital Art Museum (dam)

Data Dynamics (2001), an exhibition at the Whitney Museum and on the Web

online exhibition CODeDOC (2002) for artport, the Whitney Museum’s online portal to Internet art 

Dowden, R 2005 Podcasting museum audio tours – the sanctioned an authorised 
2
New Media Art
Overview

The new media art is in the process of being mapped.  There is a consensus about no definitive theory of new media being in existence.  There are few writers who chose to discuss new media at the time of its inception in 1960s through to 1990s. Among those are Jack Burnham, Gene Youngblood and Frank Popper.  Some of the best writing on new media came from artists themselves: Roy Ascott, Lev Manovich, Dieter Daniels, Ars Electronica & Transmidiale sites, provide some of the main proposed frameworks attempting to characterise and classify new media art and shape the way in which it is understood.  Although immateriality has been identified as one of its main characteristics there is a presence of the sculptural form permanating the new media art.  Nam June Paik, who has been identified as the grandfather of video art, has set that precedent when he exhibited Participation TV in 1963.  The question ‘What is new about new media articulates an aspect of the dilemma found when trying to situate this field of art within the existing cultural theories including theory and history of art.

Nam June Paik
Primary Reading

Daniels, Dieter What is the point of art in the media age?
Lev Manovich  1996 Death of Computer Art
Couchot, Edmond Media Art: Hybridization and Autonomy
More

Electronic Arts Intermix, Nam June Paik
Burnham, Jack 1968 Beyond Modern Sculpture, G. Braziller, NY

Youngblood, Gene 1970 Expanded Cinema, A Dunton Paperback, NY

Popper, Frank 1993 Art of the Electronic Age, Thames & Hudson, London
Rush, Michael 2003 New Media in Late 20th-Century Art
Hill, Chris Attention! Production! Audience – Performing Video in the First Decade, 1968-1980
Ross, Christine Slow Time in Contemporary Media Arts, Refresh! Conference

Rees, AL 1999 A History of Experimental Film and Video, UC Press, Berkeley

synopsis
Flusser, Vilem 2002 Writings, University of Minneapolis Press, Minneapolis

UbuWeb: Film & Video an archve of avant-garde films and videos

Theories of Media
Kellner, Douglas Baudrillard: A New McLuhan?
3
Artists’ Work – BD (Before Digitization)
Overview

Early new media art operated outside the mainstream art scene.  1965 marks a crucial moment when Sony released the first portable video recorder – Portapak in America.  It provided the artists with an easy access to new tools of artistic production and facilitated the creation of a new language of representation.  These developments were taking place against the background of TV encroaching and taking over the ground that previously belonged to cinema, Many video artists reacted against this development and devised a new model of cinema that rejected its traditionally illusionistic space. Focus was placed on process and the way in which video could access reality. The film loop was a device by which immediate camera feedback – realtime – could be incorporated into the artwork.  (Physical space was emphasised and the situating of the body within it).
Allan Kaprow, Nam June Paik , Billy Kluver, VALIE EXPORT, Vito Acconci, Chris Buren, Ed Emshwiller, Steina & Woody Vasulka, Bruce Nauman, Dara Birnbaum, Andy Warhol, Myron W. Krueger, Peter Weibel

Primary Reading

Gaberbocchus Common Room 1957-1959

18 Happenings in 6 parts at the Reuben Gallery, NY in 1959 

9 Evenings: Theatre & Engeneering 1966

1971 Steina & Woody Vasulka founded The Kitchen, NY

Radical Software
More

Krauss, R 1976 Video: The Aesthetics of Narcissism, October, Spring 1976, vol 1, p50-64

Shaw, Jeffrey & Weibel, Peter Future Cinema, The MIT Press, Cambridge/Massachusetts, London/England

Russolo, Luigi 1913 The Art of Noise
Lacerte, Sylvie Experiments in Art & Technology: a Gap to Fill in Art History’s Recent Chronicles, Refresh! Conference

1977 Documenta 6 – international video scene made appearance in Kassel 

Cybernetic Serenpidity
Le Grice, Malcolm 2002 Experimental Cinema in the Digital Age, UC Press, Berkeley

Le Grice, pioneer of structural film in the 1970s, account of his experiments in video and computer art.  Synopsis
Funcke, Bettina Robert Whitman’s Telecommunication Projects
Graham, Dan TV Camera/Monitor Performance 1970

Gill, Joanna Video: State of the Art
Tambellini, Aldo A Brief History of “6673”
Aldo Tambellini: Black Spiral
Wooster, Ann-Sargent 1985 Why Don’t They Tell Stories Like They Used To?
Fernandez, Maria Gordon Pask: Cybernetic Polymath
Dreher, Thomas Valie Export/Peter Weibel.  Multimedial feminist art
4
Artists’ Work – AD (After Digitization)
Overview

What distinguishes New Media art as it is practiced now from the way it was practiced before is that it has gained more recognition as an art form in itself. Although the gap between the White Cube and the festival situation does still exist, the inclusion of video art at major exhibitions such as in 1987 Documenta 8 in Kassel has benefited the popularisation of the medium. It continues to be found in a hybridised form along side other practices and the look it assumes depends on technological developments. Since the second half of the 70s montage techniques, like fades and image mixing, made the footage look more refined.  The digitazation of the image, which replaced the analogue recording in the 1990s with numerical codes, made the images endlessly open to manipulation and editing more seamless.  The interest in real time that characterises so much of earlier video art, became replaced with an increasing interest in manipulation of time, Layered time, multiple large projections and screens, integration within installations, projecting over other materials or real architecture to create their own illusionistic space can now be all encountered in viewing New media.  The materials of new media has also expanded to include other electronic communication devices as well as genetically engineered biological matter.  The role of the artist practicing within this context has shifted towards that of a researcher, and the artists are more likely to develop their work as part of scientific team.

· Tony Ousler, Paul McCarthy, Pippilotti Rist, Diana Theter, Bill Viola, Charlotte Davis, Mona Hatoum, Sam Taylor-Wood, Venessa Beecroft, Stan Douglas, Gary Hill, Bill Seaman, Rosmarie Trockel, Bill Seaman, Stelarc, Lynn Hershman, Jeffrey Shaw, Karin Sander, Sarah Sze, Yuan Goang-Ming, Radical Software Group, Camille Uttenback, Asymptote Architecture, Entropy8Zuper! 
Primary Reading

Bill Viola Will There Be Condominiums in Data Space, originally published in Video 80, no. 5 (Fall 1982). Reprinted in Packer, R & Jordan, K (eds) 2001 Multimedia: from Wagner to virtual reality, W.W. Norton & Co, New York, p. 287-98.

Penny, Simon Bridging Two Cultures: Towards an Interdisciplinary History of the Artist Inventor and the Machine Artwork, Refresh! conference

010101 Exhibition

Daniels, Dieter Art as Research/Artists as Inventors, Refresh! Conference

Carroli, Linda 2004 Intimate Transactions: Transmmute
More

Carroli, Linda 2004 Intimate Transactions: Transmmute
Czegledy, Nina On Cross Cultural Initiatives and Collaborative Practice
New Media Encyclopedia  produced by the Centre Georges Pompidou, Paris
Sturken, Marita 1982 Denman’s Col (Geometry): Mary Lucifer, Afterimage, Vol 9, No 7

Le Grice, Malcolm 2002 Experimental Cinema in the Digital Age, UC Press, Berkeley

Le Grice, pioneer of structural film in the 1970s, account of his experiments in video and computer art.  Synopsis
Harris, Craig 1999 Art and Innovation. The Xerox PARC Artist-in-Residence Program, MIT Press, synopsis
Townsend, Chris (et  al) (eds) 2004 The Art of Bill Viola

Stiles, Kristine and Selz, Peter (eds) Theories and Documents of Contemporary Art

A Sourcebook of Artists' Writings, ch5 ART AND TECHNOLOGY
synopsis
Czegledy, Nina On Cross Cultural Initiatives and Collaborative Practice
5
Distributed Systems
Overview

Internet art or other forms of art involving distributed systems (GPS, mobiles, radio, wecasting) render the traditional art distribution systems and markets obsolete, yet at the same time, they can be incorporated into these settings.  Internet provides a platform for discussing, presenting and archiving of art, including new media art.  Internet can be seen as an emodiment of Constant’s ‘concrete dream’ and a model for the museum of the future, a museum structured on transcience.  It also acts as an extended studio.  Whereas video art provided a new way of production and presentation, Internet is equally a broadcasting medium and as such provides an opportunity for distribution. It is inherently a collective system, and as observed by Lev Manovich, it materializes social networks.  

During the 80s when Cyberfeminism was at its height, the Internet was celebrated by writers such as Sadie Plant as a utopian space - a site of liberation where an identity could be forged independent of the gendered body.  The nature of connectivity made available via Internet now, does not escape questioning.  For example, the question of access undermines Internet’s claim to being an egallitarian and democratising tool potentially utilised by anyone.  At the same time it has been used successfully by communities, as in the case of net activism by the Zapatista, to bring about political change. Andreas Brockman examined the politics of Cyberspace networks in terms of topology of agency. Regardless of its perceived autonomy, Networks are part of infrastructure, and as such subject to set protocols. As a presentation mode it allows for global coverage.

Roy Ascott, Don Forsta, Annette Bergerow , Douglas Davies,  Bill Bartlett, Gene Youngblood, David Ross, Kit Galloway & Sherry Rabinowicz, Robert Adrian, Knowbotic Research, Marko Peljhan and Carsten Nicolai, Ulrike Gabriel, Atau Tanaka, Critical Art Ensamble, Jodi.org, Paul Vanouse, Kate Rich ,Bureau of Inverse Technology, Christof Migone, Wayne Clements, we make money not art, deviantArt
Primary Reading

Net_condition 

Broeckmann, Andreas Notes about Art Production and Collaboration in the Age of Post-Media 
Baudrillard, Jean 1998 The Ecstasy of Communication, Semiotexte, The MIT Press, synopsis
More

Broeckmann, Andreas 1998 Networked Agencies
Ascott, Roy 1983 Art and Telematics In Grundmann, Heidi (ed)  1984 Art Telecommunication  Vancouver, A Western Front Publication, Canada & BLIX, Wien, Austria, 

Sadie Plant 1997 Zeros + Ones : Digital Women + the New Technoculture, Doubleday, NY

Chandler, Annmarie & Neumark, Norie (eds) 2006 At a Distance.  Precursors to Art and Activism on the Internet, The MIT Press synopsis 

Basualdo, Carlos (et al) Dark matter into light: a round-table discussion, Art Journal, Fall 2005

Hobbes’ internet Timeline at Media/culture.org.au 

Web Stalker  browser that dissects web masters and demystifies art as a site of economic & political interests

McLuhan, Marshall 1992 Global Village: Transformations in world life and media in the 21st century, Oxford University Press, NY

Dion, Dennis 2006 Policing the Convergence of Virtual and Material Worlds, ctheory

Calcutt, A 1999 White Noise: An A-Z of the Contradictions in Cuberculture, MacMillan Press, London

Assemblage. The Women’s New Media Gallery 

Neumark, Norie Introduction: Relays, Delays, and Distance Art/Activism in Chandler, Annmarie & Neumark, Norie (eds) 2006 At a Distance.  Precursors to Art and Activism on the Internet, The MIT Press

Blais, Joline & Ippolito, Jon 2006 At the Edge of Art, Thames & Hudson, London

Baumgartel, Tilman Net Art: On the History of Artistic Work with Telecommunications Media in Weibel, Peter & Druckery, Timothy 2001 net_condition_art and global media, MIT Press, Cambrigde, Mass.

Galloway, Alexander R 2006 Protocol. How Control Exists after decentralization, MIT Press 

Druckrey, Timothy 1994 Iterations, MIT Press synopsis
6
Interactive Art: Virtual & Augmented Reality 

Overview

Immersion like interaction is not unique to media art.  In an immersive environment the immersant experiences a collapse of psychological and physical space.  The staging of this kind of art often requires the audience to have an active input and addresses processes of perception.  In 1896 people were running out of cinema fleeing the filmed train and in the 1960s Sensorama attempted to engage other than visual senses to give a convincing illusion that the reality presented is experienced as real.  There are two major ways in which the Virtual worlds are presented: one, it is constructed as in computer games in such a way that the participant enters that world metaphorically via an interface which allows for navigation through that world, and two, where a space is customised or build from scratch to create a literal possibility for a full physical immersion/interaction. The Shadow Dance, an engraving dating back to 1675, shows magica laterna at play, a precursor to augmented reality involving incorporation of actual and illusionistic or virtual space. In a work such as Raphael Lozano-Hemmer’s Vectoral Elevation, a direct reference is made to this pre-cursive example.  In 2004 interaction was defined in new media art to also engage system interaction, when Listening Post by Ben Rubin and Mark Hansen won the Golden Nica at Ars Electronica.

Simon Penny, Lynn Hershman, Jeffrey Shaw, Myron Krueger, David Rockeby, Ken Feingold, Agnes Hegedues, Grahame Weinbren, Luc Courchesne, Mark Cypher, Christa Sommerer & Laurent Mignonneau, Perry Hobermann, Paul Sermon, Toshio Iwai , Judith Barry, Zoe Beloff, Charlotte Davis, Janet Cardiff. Alexei Shulgin,Decosted & Rahm, Entropy8zuper!, Jane Prophet, Diller + Scofidio 

Primary Reading

Weibel, Peter Expanded Cinma in Shaw, J & Weibel, P 2003 Future Cinema:  The Cinematic Imaginary after Film, The MIT Press, Cambridge/Massachussetts, London/England, p110-125

Huhtamo, Erikki Trouble at the Interface
Druckery, Timothy Real Telepresence, receiver #9 connecting to the future
More

Polaine, Andrew Lowbrow, High Art: Why Big Fine Art Doesn’t Understand Interactivity
Gunning, Tom Illusions Past and Future: The Phantasmagoria and its Specters
Wagner’s Gesamkunstwerk
Descrate’s First Meditation 

Adorno, Theodor 2005 In Search of Wagner, Verso, London

Benjamin, Walter discussions of World Expositions

Goldberg, Ken (ed) 2000 The Robot in the Garden: Telerobotics and Telepistemology in the Age of the Internet, MIT Press, Cambridge, Mass

Electra exhibition 

Huhtamo, Erikki Silicon Remembers Ideology, or David Rokeby’s meta-interactive art
Betsky, Aaron The Age of the Recursive in SFOMA 2001 010101: Art in Technological Times, Hemlock Printers, Canada 
Forde, K Step into the Frame , in SFOMA 2001 010101: Art in Technological Times, Hemlock Printers, Canada, p89-93 

Baudrillard, Jean 2005 Simulations, Semiotexte, synopsis
Deleuze, G & Guattari, F 1983 On the Line, The MIT Press, synopsis
Durlach, N & Slater, M (eds) Presence. Teleoperators and Virtual Environments, The first journal for serious investigators of teleoperators and virtual environments, incorporating perspectives from physics to philosophy.
Moser, M A & MacLeod (Eds) 1996 Immersed in Technology. Art and Virtual Environments, MIT Press  synopsis
Mary E & Kendrick, Michelle R 2003 Eloquent Images. Word and Image in the Age of New Media, MIT Press, synopsis
Cyberdrama in Wardrip-Fruin, Noah & Harrigan, Pat (eds) 2006 First Person. New Media as Story, Performance, and Game, MIT Press synopsis
Popper, Frank 2006 From Technological to Virtual Art, MIT Press, ch5

synopsis
Mikas, Matt 2004 Tune(In))): Radio Community in Microcosm
Pias, Claus Zombies of the Revolution, refresh! Banff, Oct 2005
Hansen, Mark 2006 Bodies in Code, Routledge, NY

7
Themes in Digital Art & Festivals

Overview

· The body and identity theme, while not exclusive to new media, is characteristic of it.  The way in which we can represent ourselves on the net, remake/redefine our bodies and its boundaries, has opened up new ways of engaging with this theme.   New media’s distributed networks provide an additional platform for disseminating information and enable political mobilization.  The theme of collective liberation is pursued by Net-activists and hackerists. Artificial Intelligence, telematics, database aesthetic, games and hypermedia narration are more media specific themes.  The types of thematic explorations, which can be distinguished, often arise from a direct involvement with the materiality presented by the medium and a lot of the themes deal with overcoming boundaries such as distance or consciousness. 

· The new media festivals are a main source of seizing new developments in what is of interest in new media art.  Often for curatorial reasons, an all encompassing theme is chosen meant to embrace a lot of different approaches/concerns of the artists practicing in this field.  This has implications for what gets to be emphasised and recognised and consequently theorised as new media.

Primary Reading

Paul C 2003 Digital Art, Thames & Hudson, UK, ch3

More
Festivals & Biennales:

Ars Electronica, BEAP (Biennale of Electronic Arts Perth), Transmediale, Boston Cyberarts Festival, DEAF (Dutch Electronic Arts Festival), EMAF (European Media Arts Festival), ISEA (Inter-Society for the Electronic Arts), Korea Web Art Festival, Multimedia Art Asia Pacific, Next 5 Minutes, Read_Me_Festival, Stuttgarter Filmwinter. VIPER, International Festival of Film Video and Media Arts
Body & Identity:

Tina LaPorta, Stelarc, Victoria Vesna, Monika Fleischmann, Wolfgang Strauss & Christian-A Bohn, Eduardo Kac. Shu Lea Cheang, Stahl Stenslie, Scott Snibbe 

Stone, Allucquere Rosanne 1995 The War of Desire & Technology, Mit Press, Cambridge, Mass.
Hayles, Katherine How We Become Post-human, excerpt

· Paul, Barbara Media Art Sciences & Feminist Theories: New Alliances?
(net)activism & hackerism

Paper Tiger Television, Downtow Community Access Center, Video in (Vancouver),

Amelia Productions, Electronic Café Intersection, The Western Front, Critical Art Ensamble, Applied Autonomy, Josh On, Natalie Jeremijenko, Mongrel, Irrational.org, The Electronic Disturbance Theater, Etoy, R TMark, Vuk Cosic, Mongrel, 0100101110101101.org  

Limux operating system initiated in 1991 by Linus Thorvald, Philosophy of free data & info exchange is driving force behind the open source (& copyleft) movement

Open_Source_Art_Hack 

Paul, C Political Activism, Hacktivism and Taktical Media
Kingdom of Piracy at Ars Electronica

Artificial Intelligence

Karl Sims, Christa Sommerer & Lautrent Migmonneau, Thomas Ray, Rebecca Allen, Kenneth Rinaldo, Kenneth Feingold, Robert Nideffer, Lynn Hershman 
Haraway, Donna 1991 Simians, Cyborgs & Women, Routledge, NY

Wiener. Norbert 1948 Cybernetics: or Control & Communication in the Animal & the Machine. Wiley. NY

Licklider, JCR 1960 ‘Man-Computer Symbiotics’
Burnham. Jack 1968 Beyond Modern Sculpture: The effects of Science & Technology on the Sculpture of this Century, G Braziller, NY, p146

Turning, Alan 1950 Computer Machinery & Intelligence 

Alien Intelligence exhibition at the Kiasma museum in Finland in 2000

Eliza
Telepresence, telematics & telerobotics

Laszlo Moholy-Nagy, Roy Ascott, Ken Goldberg & Joseph Santarromana, Eduardo Kac, Masaki Fujihata, Nina Sobell & Emily Hartzell, Adrianne Wartzel, Fakeshop 

Data Dynamics exhibition in The Whitney Museum of American Art

Dietz, Steve 2001 Telematic connections: the virtual embrace, travelling exhibition 

Databases aesthetic

Martin Wattenberg & Marek Walczak, Benjamin Fry, W Bradford Paley, George Legrady, Alex Galloway & RSG, Nancy Paterson, John Klima ecosystem, Warren Sack, Judith Donath & Fernanda B.Viegas
Once upon a time there was a database
Veel, Kristin Once upon a time there was a database…
Alternative browsers: I/O/D’s WebStalker, Maciej Wisniewski netomat. Andmid Kerne Collage Machine, Mark Napier’s Riot

Hypertext & narration 

Masaki Fujihata, Camille Utterbeck & Rony Achituv, John Maeda, David Small, Jim Gasperini & Tennessee Rice Dixon ScruTiny, Judy Malloy
Games

Natalie Bookchin, Cory Arcangel, Jodi, Olia Lialina, Feng Mengbo, Anne-Marie Schleiner, Joan Leandre & Brody Condon, Velvet- Strike, Rebecca Cannon
Paul, Christiane Public Cultural Production Art (Software)
Kera, Denisa Game & art engine
Killer Instinct Panel Discussion
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Digital Aesthetics

Overview

According to Weibel the essence of the digital image is not to create reality but to generate images of new reality – more than reality.  In this sense the digital image is seen as a liberated image and one which stays open to manipulation. Aesthetics of flux, interchangability, mutablanes – or a rhizomatic aesthetic proposed by Deluze & Guatari, characterise a lot of new media art.  There is a movement towards art taking on a life of its own, due to the shift of authorship. As the viewer is turned into a participant and more recently curator, the system aesthetics, which underlies and sets limits on what is consequently possible, needs to be considered.  

Primary Reading

Weibel, Peter On the History and Aesthetics of the Digital Image in Druckery, T (ed) 1999 Ars Electronica: Facing the future. A Survey of Two Decades, The MIT Press, Cambridge, Massachusetts & London, England, p51-65

Broeckmann, Andreas 1996 Towards an Aesthetics of Heterogenesis
Munster, Anna 2001 Digitality: Aproximate Aesthetics, ctheory.net

More

Blinn, James F 1970 Image Processing: The Future Link, Jet Propulsion Laboratory, California

Broeckmann, Andreas 2005 Image, Process, Performance, Machine, Aspects of a Mechanic Aesthetics, Refresh! conference, Banff/Canada

Kluetsch, Christoph Digital Computer Art
Technoetic Aesthetics: 100 Terms and Definitions for the Post-Biological Era (1996) in Ascott, Roy 2003 Telematic Embrace.  Visionary Theories of Art, Technology, and Consciousness, UC Press, Berkeley synopsis
Dennis Del Favero, Neil Brown, Jeffrey Shaw, Peter Weibel 2005 T_Visionarium: the aesthetic transcription of televisual databases, in Urusla Frohne and Mona Schieren (Eds) Present, Continuous, Past. Springer, New York, 2005

Manovich, Lev 2001 The Language of New Media, Cambridge Press, London 

Couchot, Edmond Digital Hybridisation: A Technique, an Aesthetic, Convergence

The International Journal of Research into New Media Technology, Special issue: What is Intermedia?, Luton 2002

Murray, Timothy 2000 Digital Incompossibility: Cruising The Aesthetic Haze of the New Media, ctheory.net

Munster, Anna 2001 Digitality: Approximate Aesthetics, ctheory.net

Kluetsch, Christoph Digital Computer Art
Sutherland, Ivan E 1963 Sketchpad-A Man-Machine Graphical Communication System, Proceedings of the Spring Joint Computer Conference, Detroit, Michigan, May 1963
Burgin, Victor 1969 Situational Aesthetics 

Sondheim, Alan 1991 Video, Perforations 2

Paul Virillo 1991 The Aesthetics of Disappearance, Semiotext(e), synopsis
Khatri Himanshu Aquaplay
Couchot, Edmond Towards the Autonomous Image, Refresh! Conference

Fishwick, Paul A 2006 Aesthetic Computing, MIT Press, synopsis
Dunne, Anthony 2006 Hertzian Tales. Electronic Products, Aesthetic Experience, and Critical Design, MIT Press

synopsis
The Electronic as Post-optimal Object
DiMarco, Danette & Barta-Smith, Nancy Same Difference: Evolving Conclusions about Textuality and New Media in Hocks, Mary E & Kendrick, Michelle R 2003 Eloquent Images. Word and Image in the Age of New Media, MIT Press

Vantage Point & Image-Worlds in Burnett, Ron 2004 How Images Think, MIT Press also ch8 Computer Games and the Aesthetics of Human and Nonhuman Interaction

Whitelaw, Mitchell 2004 Metacreation.  Art and Artificial Life, MIT Press

synopsis, Introduction
Hansen, Mark B N 2004 New Philosophy for New Media, MIT Press, synopsis
Friedberg, A 2006 The Virtual Window. From Alberti to Microsoft, The MIT Press

synopsis
Chesher, Chris 2002 Why the Digital Computer is Dead, ctheory.net

Rombes, Nicholas 2005 The Rebirth of the Author, ctheory

Burroughs, W S The Cut-Up Method of Brion Gysin
Clark, Tim Computation, Aesthetics and Representation, Refresh! conference

9
Architectural Space - Memory Space

Overview

Hypertext data storage systems and interface design is based in classic mnemonic method of loci et imagines, the invention which Cicero ascribed to the Greek poet Simonides of Keos, The Art of Memory was devised in the oral tradition where the topographical arrangements of mental images were used as clues that trigger recollection, The development of press and computing technologies remembers for us and can be viewed as a system of prosthetics. The unrelisable project of developing a total knowledge base as begun by Camellio in his conception of Memory Theatre, was revisited by Cyberspace. As the model of understanding the human memory shifted, a parallel shift took place in the way computers were viewed.  The function that the digital technology had to store & retrie has changed to that of performative actions of images in motion. The revival of interest in space as an organizing principle in computing brought the issue of presentation of knowledge on board and opened it up critisicm.  The Art of Memory or Memory Theatre offers a model for the non-text based organization of multimedia presentation. Computers as allegorical machines can provide semantic contexts within which communications are intelligible.

Bill Viola, Robert Edgar, Agnes Hegedus  & Jeffrey Shaw, Emil Hvratin, Mikael Thejll, Robert Edgar, Toni Dove, Judith Barry & Brad Miskell
Primary Reading

Bill Viola 1983 Will There be Condominiums in Data Space? in Violette, Robert 1995  Reasons for Knocking at an Empty House, MIT Press, Cambridge, Mass., Thames and Hudson, London

Laurel, Brenda 1991 Computers as Theatre Reading, Mass.
The Renaissance of the Theatre of Memory
More

Peter Matussek The Computer as Theater of Memory Vortrag 27.11.1999, Max-Planck-Institut für Wissenschaftsgeschichte Berlin.

McCullough, Malcolm 2004 Digital Ground:  Architecture, Pervasive Computing, and Environmental Knowing, MIT Press, Cambridge, Mass, synopsis
A Computer, A Universe Mapping an Online Cosmology, Originally appeared in the Voice Literary Supplement, March 1993

Umberto Eco, MS-DOS ist calvinistisch: Über die Religion der Betriebssysteme, Spiegel-Spezial 3 (1995): 38.

Matussek, Peter Return of the Memory Theatres – Cure or Symptom of the Storage Culture?
Peter Matussek The End(s) of Intertextuality 

Davis, Erik 1994 Techgnosis, Magic, Memory, and the Angels of Information 

Yates, Frances 1966 The Art of Memory, The University of Chicago Press. Chicago
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Future Vision/Neurocinema

Overview

Video is the latest step in a process that is destroying the spectacular ritual in art – the going out to the temple to see it – but by no means the last.  The next step is to get rid of the intervening structure, the cameras, the monitors, and telecasting circuity… so that I can transmit to and receive from your mind instantly without the need for the tape or the camera. Douglas Davis 1976  from 010101: Art in Technological Times, p16
The Brain is the Screen – Gilles Deleuze

The next step in advancing the technology depends on the developments in neuroscience. The MIT and Bell Labs/Lucent Technologies are conducting research aimed at evolving currrent interfaces, to neuro interfaces. The only reason why Neourocinema is not a reality yet is because the hardware/wetware gap has not been overcome. The sentiment to do away with a lot of matter associated with display and presentation of digital art, such as expressed above by Douglas Davies, is encroaching on reality.   Experiments in laser film by Michael Schmid showed that it is possible to project without using other technical means.  Developments in Artificial Intelligence (AI), such as cybernetic communication system that could be inserted behind the eyes and ears, also lean towards descretion. Rene Stettler, a curator, proposed a theory that the nervous systems process and organize information, in a most effective way, and how this knowledge could be applied to the making of machines.  Peter Weibel sees all technology as a man made nature and refers to it as genetic art.  A direct interface between artwork and the brain facilitates interaction and disposes of the viewer as spectator.  As the interface becomes more disceate and the potential of it becoming integrated with our bodies increases, will our subjectivity and our experience of time alter?  
Edward Steichen, Eduardo Kac, Critical Art Ensemble, Adam Ross, George Gessert, Donald Burgy 
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Future Agents/Blade Runner

Overview

Scott Ridley’s sci-fi film Blade Runner, made in 1982, proposes a bleak scenario for the future.   In this film, which has since acquired a cult status, a question of what it is to be human is explored within the context of a society in which production of highly sophisticated autonomous robots called replicants has taken place.  In this scenario the line between human and machine has become blurred.  The theme of AI found in Blade Runner have been popularised in past through the stories such as Hoffmans’ The Sand-Man, Mary Shelley’s Frankenstein, and theories such as Norbert Wiener's and J.C.R. Licklider's man-machine symbiosis and Donna Haraway's cyborgs.  When in 1950 Alan Turing was devising a test – called the Turring Test - to distinguish if the machine is conscious, technology that would make this possible was thought to become available in 50 yrs.  

Jaron Lanier (VR pionier) condemned the idea of intelligent agents/machines in his seminal 1995 essay The Trouble with Agents.  Using advertising as an example of possible future application of AI, he pointed out that the way in which the machines make the lowest common-denominator-approach decisions coupled with our willingness to asign higher capability to computing, actually stupifies us.  
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