SCALE EFFECTS

Siegen / october 18 / 2007
 

Dr. Lev Manovich

Professor, Visual Arts Department,

University of California – San Diego www.uscd.edu
Director, Software Studies Initiative softwaretheory.net,

California Institute of Information and Telecommnication www.calit2.net
CONTACT: 
email: manovich {at} ucsd {dot} edu 
myspace: www.myspace.com/lev_manovich
Flickr: www.flickr.com/photos/manovich  
AIM: levmano 
Yahoo! Messenger: levmano12  
Skype: levmano12 

 mailing address:  University of California, San Diego, 
 Professor Lev Manovich,  Visual Arts Department, 
 9500 Gilman Drive. #0084,  La Jolla, CA 92093-0084, U.S.A
Scale as the key category of media theory

McLuhan:  media - scale

new media theory in the 1990s - focusing on qualitative diffirences and "new media" as opposed to quantitative changes in existing media which led to new cultural forms

example: focus on mythical "interactive cinema" and missing the emergence of graphic cinema / motion graphics

importance of scale:

1970s: minituarization / grouth in storage capacity (now doubles every 2 years) / grouth in RAM capacity / grouth in graphics card capacity

2009: 4 TB drive in a desktop computer / 1 TB in a laptop

science today: dozens of PB data sets 

2000s:

"collective intelligence" (P. Levy, 1994) / "wisdom of crowds" (see also Massive software)

web 2.0 

social media  / user generated content 

colloborative mapping

crowdsourcing (Wikipedia, Google - all users implcitly contributing, "wikeconomics")

design as a new diffirentiator (because of global competition)

NEXT:

from 2 bil to 4 bil mobile phone users by 2010

china internet usage:  2007 / 111 mil - 2010 / 232 mil

more does not mean basic

(according to Nokia: main motivators in mobile market in India and China: individuality, exclusivity, originality, uniqueness, glamour)

"internet of things" / see Bruce Sterling's Shapings Things)

ambient intelligence / 

from discreet communication / discreet recording / analysis of past data to near continuos communication connections and recording / real-time analysis:

cinema: Timecode, Russian Arc 

etnographic research: continuos recording of users' activities / MIT's Reality Mining


“art after compression”

(modernism – new techniques of compression – photomontage, montage, abstraction; Joyce’s Ulysses as both continuos recording a novel takes place over 24 hr – and a new media interface allowing to acees history, other places. )

communication: "live blogging" [life blogging?]  / always on Skype connections and video chats

MyLifeBits project / Microsoft's lifecam

Business intelligence: from analysing data from past years to analysing data of the last few days and hours

"real-time society" / costant ajustment as opposed to fixed rules, prices, connections, etc. 

from efficiency (industrial society) to flexibility (global economy) / "control society" = cybernetic society (but not in Virilio's sense) - numerous networks adjusting connections (think of Amazon's - building commerce on a planeray scale - only throuh botttom-up approach and redundance)  

Historical examples:

perspectival image -> cinema

computer-generated perspectival image - interactive virtual space

Example: Image

500 megapixel displays (build now @CALIT2)

why? seeing details and context in the same time

large dispays + optical networks + grid computing(Optiputer)

example: manipulating 37k x 77k image remotely

from depth (layers) to surface / "surface as the new depth"

How to study global digital culture?
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