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				To speak of ‘digital culture’ is to invoke ‘dematerialisation’, willingly or not. And despite our zeitgeist’s rabid obsession with the idea, dematerialisation has long been theorised in relation to art and culture. The term first gained momen-tum in light of Lucy Lippard and John Chandler’s The Dematerialisation of Art in relation to ‘ultra-conceptual art—art that is said to almost exclusively accen-tuate thought to the extent of its material becoming antiquated—and saw its philosophical underpinnings taken to the extreme in the work of Arthur Danto. But Walter Benjamin’s famous The Work of Art in the Age of Technological Repro-ducibility could retrospectively be said to first touch on the concept in its semi-nal claim that art’s aura is dead in the age of technological reproduction. 

				Yet there is something inherently different in dematerialisation as these theorists conceive it and how we interact with dematerialised culture today. Seeing tourists huddled around the Mona Lisa, basking in the warm glow of the camera’s flash and the security offered from their waist-wrapped fanny packs, and one can instantly understand what I mean here: my dematerialised culture—that which I played a hand in creating—finds an existence in the material world through a sort of ‘instance’ that bestows it with an artificial corporeality; if dematerialised culture has anything like an aura, this might just be it. Simulta-neously, the genesis of dematerialisation coincides with further commodifi-cation of art in the guise of entertainment industries, and in this later instance one sees no semblance of productive ownership like that found at the Louvre. 

				Human beings have a tricky time with imagining the immaterial: that we signify the end of life as we know it with reference to environmental quotas is telling enough. And this is where the metaphysical and political potentiality of dematerialisation lies today, that is in realising the imagination as explicit, or, in its inverse expression, inteorising the exterior world. If language can be said to reflect thought on a collective level, then its historical development must necessarily be tied to what we encounter in the world; if what we can encounter today is no longer limited to such a material base, then the doors that define our conceptual limitations have been blown open. Thus, digital culture isn’t any-thing new per se, but with it comes a difference in emphasis, or the potential for a repetition of difference, perhaps. In other words, with dematerialised cul-ture comes the chance to read the world anew, that is the chance to read that which was never written, through manifesting the previously unrealisable. Towards a radical and demythicised dematerialisation we trod.

			

		

		
			
				[image: ]
			

			
				
					01

				

			

		

		
			[image: ]
		

		
			[image: ]
		

		
			[image: ]
		

		
			
				2

			

		

		
			
				SLANTED #37—ARTIFICIAL INTELLIGENCE

			

		

	
		
			
				DEEP—FASTER FASHION

			

		

		
			
				THE FABRICANT

			

		

		
			[image: ]
		

		
			
				[image: ]
			

			
				
					NED

				

			

		

		
			
				[image: ]
			

			
				
					2018

				

			

		

		
			
				[image: ]
			

			
				[image: ]
			

		

		
			[image: ]
		

		
			
				P. 282 ← 

			

		

		
			[image: ]
		

		
			[image: ]
		

		
			
				3

			

		

		
			
				SLANTED #37—ARTIFICIAL INTELLIGENCE

			

		

	
		
			
				4

			

		

		
			
				P. 282 ← 

			

		

		
			[image: ]
		

		
			[image: ]
		

		
			[image: ]
		

		
			[image: ]
		

		
			
				DEEP—FASTER FASHION

			

		

		
			
				In his seminal 1968 sci-fi novel that inspired the movie Blade Runner, Philip K. Dick posed the question “Do Androids Dream of Electric Sheep?” If a machine can dream, create and empathize, where does humanity end and a robot begin? 60 years later, digital fashion designer Amber Jae Slooten has brought that thinking up-to-date, turning science fiction into science fact. In a first of its kind creative experiment she used artificial intelligence algorithms to create her latest collection—essentially asking a computer to dream, learn 

				and create. Slooten, working in collaboration with 3D animation specialists The Fabricant, asked a computer to learn a visual represen-tation of a large dataset of images taken at Paris Fashion week in September, 2017. They let it imagine entirely new pieces of clothing that it hadn’t seen before. The computer’s dreamed-up images served as inspiration for a brand new fashion collection, manifesting hypnotizing 3D animations of the outfits walk-ing through uncanny landscapes that contain remnants of the fashion industry. 
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				Information overload is destroying our psy-che. The lack of sleep is destroying our health. We need new technology to help our bodies and brains adapt to the new world. Endel is a tech-aided bodily function. It is designed to enhance our natural capabilities, create a private sound environment to reduce stress, and help us be more present and involved. None of the essential bodily func-tions require manual activation: your breath-ing, heart-rate, sleep and nervous systems’ responses happen and adjust to the situa-tion without any conscious effort. Similarly, Endel takes in various internal and external inputs and creates an optimal environment for your current context, state and goal. Great 

				technology is indistinguishable from magic. We are fusing science, art and technology to bring back the magic in our lives. To be mindful is to be more present and aware. To be more present is to have more space to evolve and more attention to see the magic in everyday life. Endel is a technology that helps people focus, relax and sleep. It cre-ates A.I.-powered soundscapes with proven effectiveness. The soundscapes are adaptive in real-time to your location, weather, heart-rate and motion. Endel is available on mobile devices, desktops, wearables, and voice assistants. Get a free month of Endel using the code SLANTED at code.endel.io 
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				“We are used to believing that machines are built, while human beings grow, that machines only move as directed, while human beings move autonomously. These assumptions no longer correspond to reality. Human beings are moving less and less autonomously, relying more and more on technical pros-theses, while machines are learning to learn and becoming endowed with powers of selfreplication” — Franco Bifo Berardi. For those notfamiliar with the book Landscapes Between Eternities (2018), CROSSLUCID are masters at imagining how our future will look. Through sixty-nine portraits and twenty-eight still lifes, the artistic duo portraits the mutant land-scapes of endless fluidities between what we still identify as human and the multiplic-ity of textures, technologies, and artificiali-ties of the post-race, post-gender cyborgs inhabiting the world(s) of tomorrow. In 2018, regarding Landscapes Between Eternities, CROSSLUCID wrote: “the body is examined, idolized, but also appears in a state of emer-gency: it is unstable, seamlessly slipping 

				between one virtual avatar and the other. Circulating in a transitional reality, elements previously captured in conservation phases are set free and unexpected new combina-tions emerge, thus uttering an urging invita-tion to re-imagine new forms for our being in the world.” Three years later, we find ourselves enraptured by the mystery of 5,000 images between portrait, still life and expressionist topography, reminiscent of CROSSLUCID’s aesthetic, but alien to our comprehension of what is human, natural, artificial, digital. The encounter between the two artists and the two data alchemists, Martino Sarolli and Emanuela Quaranta, transmuted an imagi-native and aesthetic process into theological research, that is, a study of patterns we can’t understand, but we know are part of us. The four collaborators engaged in an in-depth conversation about the project, inclusive of its challenges and the discoveries it led to, hosted on Berlin’s Cashmere Radio.
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				The coronavirus pandemic has shown us the vulnerability of humankind and has presented a unique opportunity for a sustainable reset. Can the technologies of the fourth industrial revolution offer new tools for better stewardship of our planet?

					By integrating new technologies into large-scale projects before they’re built, we can prototype futures with new tools such as A.I., which can help to expand human creativity—intellectually, physically, and emotionally. As the digital world merges with the physical one, blurring virtual and physical space, the robots are becoming smarter, evolving from arbiters of factory-style automation to sophisticated agents of transformation, changing our daily lives. Maximizing the potential of digitalization, technologies of the virtual realm present an opportu-nity to rethink the experience of space, society, and culture. Cities designed with integrated smart technologies and sustainable energy sources can improve urban life. Artificial intelligence can transform the environment we live in, and cities are facing the rise of urban intelligence (U.I.). Mobile sensors and handheld devices, referred to as “urban tech,” allow cars, buses, bicycles, and citizens to collect data about air quality, noise pollution and the urban environment at large. Smart urban infrastructures can address issues such as crime, environmental pollution and public health, and help improve quality of life. 

					As the Internet of Things (IoT) migrates into the urban environment, twenty-first-century architecture can find a new purpose by adopting a coherent vision of the future. Virtual space can function as a mediating layer between the real and the yet to come, between cultural identities and a truly global technological exis-tence. Prop tech and climate tech are innovative ways to use intelligent systems in real estate, promoting energy efficiency and building decarbonization. A.I. can lead to autonomous buildings that help tackle climate change and contribute to a sustainable and resilient future. These technologies go beyond automation and toward autonomy. A.I. will drive our cars and it will also do so much more: cap-ture reality, accurately construct buildings and infrastructure, and learn from the data collected by sensors. Digital twin is a term used to describe a virtual replica of a physical object or phenomenon. With the potential that lies in digital sensing, data 
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				collection and A.I., cities and the lives of all those who inhabit them will benefit from improved air quality, efficient mass transit, and globally networked com-munications systems. As the implementation of digital technologies has become prevalent, cities are serving as global hubs for data-driven innovation. Once aggregated, this data can be captured, processed and made accessible to urban communities and stakeholders. Visualizing the data aggregated by smart city technologies—capitalizing on the feedback loop between human sensing and machine sensing—permits the development of new modes of urban analysis predi-cated on bottom-up participatory models rather than top-down ones. 

					As technological evolution defines the modern city, it is inevitable that artificial intelligence will continue to transform public and private space. These technologies promise a means of creating urban environments that are sensitive to the needs and desires of their communities by enabling architects and urban planners to design responsive structures rather than continuing to merely install static technical systems. With growing populations, global metropolises are hubs for cultural, social, artistic, economic, technological and political discourse. To run and manage these cities, humans have become ever more reliant on digital tech-nologies to help efficiently process tasks and amass and share information. This acceleration has signaled a need to anticipate future developments and sustain a workable, environmentally conscious strategy in order to ensure the well-being of residents of urban centers, all while embracing digitalization and collective experiences to build more resilient communities. Sustainable urbanization can find a new purpose by adopting a coherent vision of the future that’s concerned with modes of existence and innovation evolving out of the Digital Industrial Revolution. By guiding that transformation in a way that maximizes benefit and minimizes social cost, artificial intelligence can help governments and citizens to implement the Green New Deal globally, as humanity strives toward climate neu-trality and a clean economy by cutting pollution and supporting the efficient use of resources. A.I. can make cities more sustainable, reduce greenhouse gas emis-sions, and contribute to the well-being of the planet at large.
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				Generated from millions of data images, texts and sounds found on the Internet, Terre Seconde by Grégory Chatonsky, an artist captivated by the imaginary fields opened by digital technology, takes the form of an evolv-ing installation. Following experiments with deep learning software, Grégory Chatonsky’s project was inspired by the observation that the machine was becoming capable of auto-matically producing a phenomenal quantity of realistic images from the accumulation of data on the Web. This realism is similar to theworld we know, but it is not an identical repro-duction. Species metamorphose into each 

				other, stones mutate into plants and the shores of the ocean into unseen organisms. The result: This second Earth, a reinvention of our world, produced by a machine that wonders about the nature of its production. A world to visit in an exhibition that the artisthas designed to be progressive: a modularstructure welcomes new sculptures with strange organic shapes imagined by the machine every day. Dream in a dream, space in space: for Grégory Chatonsky, the instal-lation must sensitively make renderable the ambiguity of this artificial imagination which radically doubts its status.
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				The digital world is merging with the physical one, blurring virtual and real space. Intelligent machines, systems, and algorithms have formed a new hidden layer, and technologyis embedded into the fabric of our lives, becoming part of our bodies and surrounding environment. Digital space is creating newinteractions between physical space, users and interfaces. The Urban (Un) Seen is a dy-namic spatial installation with physical and aural illustrations of urban noise data. Visitors can experience the installation by walking, sitting, taking a rest or contributing 

				to the project with their own noise data. This audiovisual layer invites interactions while blurring physical space with “unseen” digitalspace, incorporating elements of the Internetof Things (IoT), networks, V.R. / A.R. and sen-sor technology for sound. Integrated speak-ers transmit real-time data and an A.I.-driven sensor network captures urban soundscapes. The noise data is powering the audiovisual installation and the audience is enabled to explore the city beyond time and space; it is not just what we see but also what we hear—and eventually what we feel.
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				 The Urban (Un) Seen “Artificial Intelligence as Future Space”
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				What is our motivation for A.I.? Is it aligned with the best long-term interests of humanity?

				Bettina Zerza: Scientific and technological advances have brought both huge benefits and profound social costs for humanity. There is potential for A.I. to be used to create positive impact in the world, although ethical and techni-cal challenges have to be overcome. In fact, we are cre-ating an entirely new world. 

				Pamela C. Scorzin: A.I. and the rise of super-intelligence are the natural evolution of homo sapiens. 

				Tobias Rees: You mean whether I like A.I.? I do, espe-cially in its form of machine learning. The reason for this is philosophical and practical.

					The modern notion of the human, which was first articulated in the 1630s, was grounded in two differ-entiations. On the one hand, humans were said to be more than mere nature and, on the other hand, they were said to be more than just amachine. The rationale be-hind these distinctions was that humans have what nature and machines lack: a mind capable of reason and thus intelligence.

					One could call this the very baseline of human ex-ceptionalism. Here the human, endowed with intel-ligence, there everything else.

					I think there can be little disagreement with the obser-vation that this conception of the human was a disastrous invention. It was disastrous for humans: the suggestion that humans are more than nature quickly led to the argu-ment that some humans are still close to nature to be con-sidered fully human. And it 

				was disastrous for the planet: From anthropogenic cli-mate change to environmen-tal pollution to mass species extinction.

					In my lens, machine learning has the potential todisrupt the human and to undifferentiate humans from machines and nature—and maybe also nature and machines. For example, ML undoes the exclusive link between humans and intel-ligence that served as anchor for human exceptionalism: Call it a powerful, a possibly positive disruption of the human and an invitation to think again.

					I add that this positive potential of ML is not going to realize itself automati-cally: we have to seize the potential and articulate it as opportunity. The way I try to do that is to create projects that bring philosophers, art-ists, and engineers together.

				How are the technological,economic, and social implica-tions of A.I. understood by those involved in its creation?

				Bettina Zerza: Is ethical A.I. even possible? A.I. has been finding its way into a wide range of human endeavors—science, industry, the built environment, even the arts—and is poised to change every sector of the economy. In the midst of the fastest and most consequential tech-nological disruption in his-tory, activists and researchers are voicing concerns over the rise of A.I. An emphasis on responsible governance, oversight, and corporate principles to ensure that A.I. systems are designed and deployed in an ethical way will be crucial, so that A.I. canmaximize its value for hu-manity and the planet. Howdo we ensure that this tech-nology will augment, not replace, humans?

				Pamela C. Scorzin: Co-evo-lution—question: Can robots and humans exist together?

				Philipp Thesen: The trium-phant advance of A.I. has been met with fears and reservations, which, viewed historically, is similar to what happens with any other new technology. Every day in a risk-taking society, hu-mans have to assess dangers, whether they be in genetic engineering, nuclear energy or prenatal diagnostics. Yet experience shows that progress cannot be stopped. Scientists, programmers and engineers are always one step ahead. There’s always been a lag in discussions about technology as society fails to keep pace. But it is the development of A.I. that opens up the opportunity for us to join in the discussion at the cutting edge. Designers have an important role to play here: they can moderatethis discourse, as well as serve as user advocates and fight for the humanizationof technologies. This, how-ever, requires a shift in power. If people experience them-selves only as passive objects that are permanently mea-sured, scanned and evaluatedas a source of data by over-powering corporations often enough, we will never over-come their skepticism. It is in the industry’s own interest, then, to give people back their data sovereignty and, just to draw on one example, design robots in such a way that they are perceived as genuine colleagues and not as omnipo-tent controllers.
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				Envisioning the ambiguity of both a utopian and dystopian future. This exhibition will take you on a journey through different plat-forms and devices (desktop, smart phone, virtual reality headset). You will be able to walk through our online exhibition space andexplore what kind of variety the virtual can provide. The virtual exhibition Expanded Realities and Networked Voices reflects on the relationship between ourselves and contemporary new media. The online show focuses on virtual art that challenges the medium and pushes the limits of technology while critically reflecting on the power and the impact that digital tools have on our society. In times of mass use of social media, online tools and the corporations behind them gain unprecedented power but so can our voices 

				and our online actions. By taking space and occupying the metaverse, our voices inter-connect, intersect, and become a network. Expanded Realities and Networked Voices. explores the consequences of virtuality and even looks beyond our digital screens. The exhibition becomes a place to experience virtual art in its native environment while also being a vehicle to learn and understand our analog world and global society AFK (away from keyboard). Five chapters contextualize the works by nineteen international digital artists while questioning the contemporary reality we are all living in. Instead of a conclu-sive statement, the exhibition proposes open questions and creates space for dialog, in-spiration and process.

			

		

		
			
				CIVA—Expanded Realities and Networked Voices.
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				The Area for Virtual Art hosts exhibitions, discourse formats and social events. It pre-sents current digital artistic approaches, suchas X.R., interactive and A.I.-based (art)works

				and uses web V.R. tools and the Internet in its hyperlink-based nature, as the perfect new exhibition and communication environment.
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				Morehshin Allahyari

			

		

		
			
				The Laughing Snake. She who sees the unknown retells the story of the Laughing Snake figure, a mythological jinn that can only be killed by holding a mirror in front of her so that she would laugh for days and nights until she self-destructs and dies. Allahyarireflects on a series of personal and imagined 

				stories in relationship to hysteria, delirium, sexual abuse, impositions of morality and the experience of living in a female body in theMiddle East. Here the snake’s laughter be-comes power, her self-destruction an act ofultimate agency over her own body and image.
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				The Laughing Snake. She who sees the unknown
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				do nothing & swipe is an interactive digital artwork that utilizes the algorithms and the impact of social media platforms. A digitalindustrial ballet moves by swiping, while how the performance is perceived and when a change of direction needs to happen is 

				measured by the swiper’s facial expression. So permanent swiping is demanded and the swiper becomes the voluntary co-author in this addicting dialog between humans, social media and the digital.
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				“I start using a scanner, and then ask: how and why did this thing appear? That is how my project MoMA’s Baby started.” Russell Kirsch, a former engineer at the U.S. National Bureau of Standards, developed the first digital image scanner in 1957, thus laying the groundwork for satellite imagery, barcode, digital photography and A.I. Due to her visual expertise, art historian Joan Levin Kirsch, who worked at the Museum of Modern Art, New York and the Hirshhorn Museum and Sculpture Garden, Washington D.C., played a

				crucial role in her husband Russel’s tech deve-lopments. A portrait of Walden Kirsch, Joan and Russell’s son, who was three months old in 1957, was the first scanned and digi-tal photograph ever made. In 2018, Bizumic emailed Walden, whose suggestion was to speak to his mother. In a gracious, eloquent and generous manner, Joan brought to light the everyday technology’s hidden story.With the artist’s photographic installation,MoMA’s Baby, he expose the love story be-tween art and technology, Russell and Joan.
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				Over 2,000 years ago Plato, in Meno, pondered the origins of new knowledge, that is, how new concepts can emerge from those already established in the brain. How can a system produce results that go far beyond the material it has to work with? This is the problem of creativity.

					My studies of highly creative people have led me to define creativity as a two-step process: the production of new ideas and objects from what already exists, accomplished by problem-solving. This definition applies equally to the brain as an information processing system and to the computer. It takes into ac-count both the final product and the process of producing it.

					But what drives the creative process? What are the dynamics of creativity? Among the characteristics of creativity which have emerged from my studies of highly creative people are: perseverance, inspiration, a high degree of competitive-ness, unpredictability, being ‘out there’ in the world and having worldly experiences, problem discovery and finding connections between apparently disparate concepts. Can machines have these characteristics of human creativity and thus be creative like us? The answer is yes, I contend. Machines running algorithms such as AlphaGo, DeepDream, Generative Adversarial Networks and Creative Adversarial Networks have already shown glimmers of creativity. But they will only be truly creative when they have evolved emotions and consciousness.

				A.I.-Created Art

				Today computers are creating an extraordinary new world of images, sounds and stories such as we have never experienced before. Gerfried Stocker, the outspoken director of Ars Electronica in Linz, says provocatively, “Rather than asking whether machines can be creative and produce art, the question should be, ‘Can we appreci-ate art we know has been made by a machine?’” 1
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				Alexander Mordvintsev’s DeepDream algorithm sees things we don’t and conjures up images merged in extraordinary and, to the human eye, sometimes nightmar-ish ways. Ian Goodfellow’s Generative Adversarial Networks (GANs) provide a way for computers to assess their creations without human intervention. As he puts it, they give A.I. a form of imagination. Computer scientist Ahmed Elgammal’s Creative Adversarial Network (CAN) creates art styles that are not only definitively new but appealing to human eyes. Pix2pix–creating fully developed images from an outline—and CycleGANs, merging two photographs, have created images never seen or even imaginable before. 

					Throughout history, when an artist breaks boundaries, creating art that can-not be classified within established styles, it sparks a brand new school, as Picasso did with Cubism. Computer art too does not fit within any of the traditional styles. It pushes the frontiers of art forward. “Computers are changing the way human artists paint,” says Alberto Barqué-Duran, an artist and performer who uses artificial neural networks in his work.2

				A.I.-Created Music

				In music, Google’s Project Magenta created the first melody composed by a com-puter which had not been programmed in any way to do so. Artificial neural networks, such as Magenta’s NSynth, explore new sonic vistas, producing sounds never heard before. Presently there is a huge difference between music created by an artificial neural network, which teaches itself with minimal programming, and music created by computers which have been programmed to do so along with huge data bases of music (rule-based or symbolic machines). At the moment the rule-based approach produces melodic music of complex structure and is more efficient at helping musicians play and compose music. 

				A.I.-Created Literature

				Computer-generated literature is even more of a frontier. The question of whether and how machines can have and express emotion throws the problems into stark relief. Most difficult of all is the complex human facility of humour. Even at the most basic level, like Knock Knock jokes, machines don’t know they are joking. They don’t have awareness, though this does not detract from the fact that they sometimes do the charming and unexpected which—to human eyes—hints at a personality, such as when the A.I. which wrote the script for the film Sunspring (created by Ross Goodwin and Oscar Sharpe) suddenly said, “Call me Benjamin.” 

					At the moment rule-based machines tend to generate more sophisti-cated plots and stories than those created by more autonomous artificial neural networks. But this gap is being closed by the artificial neural network GPT-3, the most powerful language model produced to date.

					While most programmed—i. e., rule-based-systems have constraints to pre-vent them from producing text that doesn’t work in the way we expect language to 
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				work, artificial neural networks generate poetry and prose which frequently pass over into that realm, such as the script for Sunspring and the image-inspired poetry of Goodwin’s word camera. 

					Poets like Nick Montford and Allison Parrish use algorithms to tread the fine line between sense and nonsense in their explorations of semantic space, the space of meaning. Parrish looks into the question of what nonsense actually is: is a word nonsensical simply because we’ve never heard of it? Thus with the help of computers they are able to expand our horizons, our sense of what is and is not acceptable and interesting.

					How we interpret such gnomic prose can provide hints on how we will respond to computer-generated prose of the future, prose written by a machine, which is after all an alien life form. In future we can expect computers to produce literature different from anything we could conceive of. Our instinct will be to try to make sense of it. But when a new form of writing appears, generated by sophis-ticated machines, we may not be able to. 

					For the moment the great stumbling block is that computers cannot appre-ciate the art and music they themselves produce and are unaware of the quality of the moves they make in chess and Go. Basically they lack awareness.

				INTO THE FUTURE

				In art, literature and music, we would like machines to produce extraordinary new artefacts beyond anything we can imagine. This will only be possible if they develop creativity. Computers already show creativity when they play games, in particular Alpha Zero which plays Go, chess and shogi and is being used for medical research as well. There are also glimmers of creativity in A.I.-created art, literature and music. Project Magenta is trying to accomplish this with end-to-end training, with the computer teaching itself and being programmed as little as possible. The alternative—a great deal of programming and a huge database in a symbolic machine—is, so its proponents claim, closer to the way the human brain works, accumulating information and building up ways to handle it from experience.

					Computers already exhibit some of the characteristics of human creativity. In the future they will possess all of them, which will require them to have emotions and consciousness. The neuroscientist and psychologist Michael Graziano suggests a way to generate consciousness in a computer, in parallel to the way we use atten-tion to develop awareness by processing information. Along with consciousness will come emotions such as happiness and suffering, which computers will one day perhaps become able to experience and use as inspiration. Machines already exhibit the very human trait of competitiveness.

					In time there will be computers capable of entertaining each other and us. Some people might even come to prefer computer generated art, literature, music.

			

		

		
			
				1	Gerfried Stocker, author interview, September 7th, 2017.

				2	Quoted from his presentation, My Artificial Muse, at the A.I. Meetup, London, July 2nd, 2018.
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				Inspired by Douglas Coupland → P. 238 / 239
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				With the rise of digitisation and Artificial Intelligence, technology permeates all areas of life. For decades, countless technological futures have been imagined and visualised. Literature and Hollywood films have given rise to romantic yet critical cyborg visions. However, as the human-machine continuum becomes more and more digitised, real life is set to truly change. How work and home life blend is the most relevant issue with regard to this digital transformation. When society begins to run out of jobs due to automation, the human race will face radical change. Artificial Intelligence will determine our future. The crucial question is: will it serve (and be of service to) humans, or will it rule almightily over us? 

					This digital transformation of the economy, including all of its business models and products, could serve as the foundation for a new, consistently suc-cessful global prosperity paradigm. But in order to achieve this, the industry must finally start thinking radically differently, that is, from a human perspective. We will only succeed if we change our priorities. We do not wish to make machines appear harmless. Instead, we want to increase transparency regarding the effects of new technologies on our society. We should avoid reducing customers to products and instead celebrate them as sovereign consumers. We should not turn humans into passive objects of rapid economic and social changes driven by digitisation. On the contrary. We need to enable them to become self-determined agents in the useful application and smart use of these wonderful technologies. 

					We’re talking about nothing less than the comprehensive humanisation of technology. Artificial Intelligence must become civilised. It must be brought to a level of social, cultural and moral development that chimes with current social progress. The relatively recent debate about machine ethics with regard to autono-mous vehicles and autonomous weapons shows that we are only beginning to 
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				explore this field. Many might object that the demand to domesticate the machine sounds quite archaic. However, one thing must be clear: the digital dog should never be allowed to bite its owner, or else the plug will be pulled. 

					In the long history of technology, all human inventions have been exten-sions of the human body and its skills. Numerous technological developments have reacted positively to human limitation: the hammer allows humans to extend force, automobiles allow us to travel further and faster. We must not forget that, for it to remain valuable, technology must be created with people in mind. Consider the history of computers. When they were initially created, they existed as huge, electronic, mainframe devices, sometimes filling whole rooms. Then, as technology progressed, we were able to make them smaller and completely alter their appearance. They broke free from huge cabinets and, in the guise of personal computers, settled on our desks. The computer transformed from being a heavy device for large-scale industrial application into a light and ubiquitous tool for per-sonal and private use. 

					Artificial Intelligence must complete a similar transition, to what we call Personal Intelligence. Whereas it is currently a tool used only by the elite, Artificial Intelligence must become a tool for everyone—a technology that helps, not hin-ders, humans in becoming sovereign agents and users who can profit directly from technological progress. Personal Intelligence stems from applying methods derived from user experience processes to Artificial Intelligence in a radical way. With User Experience (U.X.) we have a large toolbox at our disposal. U.X. enables us to look at things from the perspective of the user in a new and helpful way. We propose a new formula for Personal Intelligence:

				(P.I.): A.I. + U.X. = P.I. 

					In the near future, almost everyone will have a digital twin consisting of all their user experiences and interactions with digital services and products. The digital twin will represent the unique choices and tastes of every single user. Brands will speak to individuals directly, changing their offer depending on any one person’s specific needs. When this happens, brands won’t appeal to huge demographics as they have done previously, but will target customer segmenta-tions of one: the individual. 

					That is why the discipline of design must take on a crucial societal role: it must humanise technology. Innovators and designers will become mediators between technology and the living environment. As moderators within com-panies, they must mediate between the various entities involved. They must ensure that all development processes look beyond what is technically feasible: the consumer’s needs must come first. As the consumer’s advocate in our indus-try—an industry largely driven by engineering—the designer is in charge of empa-thy, of understanding what people need and creating ways to best meet their requirements. 
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				To explore the question of whether the mu-seum experience of the future could be made more inclusive and accessible for vis-itors with the help of new A.I. technologies,the ZKM | Center for Art and Media Karlsruhe and the Deutsches Museum have devel-oped the project The Intelligent Museum. An artistic-curatorial experimental field for ‘Deep Learning’ and visitor participation. This project, which has been funded by the Fonds Digital of the German Federal Cultural 

				Foundation since the beginning of last year until the end of 2023, aims to break new ground in museum communication and medi-ation. By means of various approaches to dig-ital art, the topic of artificial intelligence is to be critically examined and investigated from different perspectives. Experimenting with new digital aesthetics and forms of expres-sion enables new museum experiences—themuseum space becomes a forum, an envi-ronment of experience and critical exchange.
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				CRAWLERS is an anonymous collective of social bots crawling user data and estab-lishing an uncanny parallel social network of warped truths and stolen personal informa-tion. The army of disguised fake identities acts like human profiles in order to scrape text, data and information from the befriended user accounts. They gather information and images from the user profiles which are then immediately transformed by artificial intel-ligences. Based on this transformed data, a mirror website of the social profiles is cre-ated step by step. Artificial intelligences are 

				incorporated to alter, modify and enhance theinformation of the user profiles. The conceptbehind CRAWLERS deals with the ubiq-uitous behavior of undercover bot agentsand the sensation of stolen personal data. The altered profile is a digital parallel world, adark illegal space of uncanny parallels. CRAWLERS is a hybrid work developed during an artistic fellowship as part of The intelligentMuseum and can be experienced both on-siteat ZKM | Center for Art and Media Karlsruhe as well as online via crawl3rs.net.
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				Q&A 

				Digital Culture

				How does our culture change in times of predominantly digital human interaction?

				Bettina Zerza: As the digital world merges with the phys-ical one, blurring virtual and real space to the point where reality itself becomes the mode of our choosing, virtual space can serve as a medi-ating layer between cultural identities and a truly global technological existence. While some argue that our culture has suppressed emo-tions and touch as the world becomes more automated, many believe that humanity will strive to imbue A.I. with emotions, thought, and em-pathy to better humankind.

				Carlo Ratti: As a designer, I am particularly interested in investigating how our experience of the built envi-ronment is changing due to digital technologies. Thanks to advances in sensing and Artificial Intelligence, archi-tectural space is acquiring the unprecedented ability to “see.” Imagine that any room,street or shop in our city can sense you, or even recog-nize you, and autonomously respond to your presence. Not just human beings, but also buildings and streets will have the ability to detect and react to life unfolding in front of them. Such a sce-nario is full of opportunities and threats—that’s why we chose it for the “Eyes of the City” section we curated at the 2019 Bi-City Biennale of Urbanism \ Architecture (UABB) in Shenzhen.

				Omar Kholeif: There are two forms of culture, one with a lower “c,” i. e. the culture of our everyday lives and existence and the capital C—the culture of artists and institutions. Since the advent of the glo-bal pandemic, we have witnessed what I have called a “thickening” of the digital sphere. Digital platforms and devices have become ap-pendages, extensions of and intertwined with human consciousness (not too dis-similar from early visions of the Cyborg). Accordingly, culture is increasingly con-sumed “on the go” in mi-crobytes; small fragments found on RSS feeds, shared through messenger inboxes or electronic mail chains. Institutions and the artists whom they exist to sup-port continue to play a vital role in sifting through the torrential overflow of digital content, offering critical perspectives but also an op-portunity as Walter Benjamin once wrote to “experience the intensity of the moment” through physical interac-tions with art. That said, the overflow of digital currency requires that one be nimble and responsive to the chang-ing nature and means by and which we collectively see the world.

				Pamela C. Scorzin I’d rather interact with a smart robot than a stupid human. Deal with it.

				Philipp Thesen: Our culture is based on social interaction between people. Studies already show that young peo-ple in particular complain of loneliness in the digital age. They may be best connected to each other digitally, but the longing for real human 

				encounters has become much greater as a result. This long-ing is especially apparent now, after a year of a pan-demic. The original euphoria about digital conferencing options has long since given way to structural fatigue. People have grown tired. They want to meet again. This clearly proves that digital com-munication simply cannot replace human interaction. We designers have to make sure that the human-machine interface does not complete-ly dominate everyday life. Digital technologies are a tool to make human interaction even better. They must never become an end in them-selves.
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