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Digitalization as a
Challenge for AE

Changes in arts & creativity
Changes 1n student’s cultures

,2Network”/, Next“/, Digital” Society
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Changes in arts &

,,10 create
projects which
move
seamlessly

from

physical
representation to
Internet
representation”

Artie Vierkant, The Image Object
Post-Internet (2010)

creativity

Artie Vierkant: Image Objects. 2011 http://artievierkant.com/imageobjects.php



Changes in arts &
creativity

ﬂ.

Lawrence Abu Hamdan: Earshot (2015)

http://lawrenceabuhamdan.com/
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CHRISTIE’S AUCTIONS  RESULTS
1 SALE 16388
/}/w _ Prints & Multiples
av ” New York | 23 -25 October 2018
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DEPARTMENTS STORIES SERVICES :
Search art and objec
Browse Sale
e
LOT 363

Edmond de Belamy, from La Famille de Belamy

Price realised
USD 432,500

Estimate
USD 7,000 - USD 10,000

Follow lot

<+ Add to Interests

Edmond de Belamy, from La Famille de Belamy

generative Adversarial Network print, on canvas, 2018, signed with GAN model loss
function in ink by the publisher, from a series of eleven unique images, published by
Obvious Art, Paris, with original gilded wood frame

S.27Y%2x 27 Y2in (700 x 700 mm.)
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CREATIVITY

Creativity
as a
dispositif*
of power
& everyday
imperative
IN an
aestheticized
society

Reckwitz, A. (2017). The Invention of Creativity:
Modern Society and the Culture of the New (1.;
S. Black, Trans.). Malden, MA: Polity.



Digitalization as a
Challenge for AE

Changes 1n student’s cultures

1.e.
,post-digital”
youth culture



Post-digital
Youth Culture

,JNy son once asked
how we used the internet
before computers were invented”

Baym, N. K. (2015). Personal Connections in the
Digital Age. Hoboken: John Wiley & Sons.



Post-digital
Youth Culture

- - DFRTOR Mance tion of conventional
% im Haus ¥ es between arts genres

Budk Vincems/

»(Post-) Digital Cultural Youth Worlds*
Keuchel & Jorissen, 2016-2019




Postdigitale asthetische (Medien-) Praktiken am Beispiel von Lara und Lara*

mit Minecraft Tik Tok, Smartohone und Computer

Hybrid analog-digitale Remix-Produktion und Rezeption in digital-analogen Raumen

#minecraft-Videos auf Tik Tok
wecken Laras mimetisches
Begehren.

=~ B

Lara spielt auf einem privaten Server
das Open-World-Multiplayer-Spiel
Minecraft.

—

Gemeinsam mit Nachbarin Lara und
JInternet-best-friends” trifft sie sich
online zu einer Session.

S

Innerhalb der Spielewelt wird mit den
Spielfiguren eine Szene inszeniert
/gespielt, zu der bereits eine Tonspur auf
Tik Tok vorhanden ist

Lara filmt das Geschehen in Minecraft
mit der Handykamera Uber die App
vom Computermonitor ab...

.

...und verknipft das Video mit
einer Tonspur (hier: mit einem
Dialog, siehe Sprechblase)...

...das Video wird Uber die Plattform
TikTok eingestellt, mit Tags versehen,
geteilt und als weiteres Ab- / Vorbild

zur Verfligung gestellt.

Hybride Produktions- und
Rezeptionsmomente:
Gleichzeitigkeit von Schauen und
Produzieren; von Vor- und
Abbildern

,Sehen Sie sich

doch meine Snapchatstory
an. Dann sehen Sie meine
ganzen versauten Bilder und

Videos.”
(leicht lispelnde, eher kindliche
Stimme; Satzteil aus einem Dialog,
den Tik Tok zur Verfiigung stellt )

Die abgefilmte Bildqualitat
ist sehr gering

Hybrid analog-digitale
Produktion:
Das Abfilmen des Bildschirms
ermaglicht eine raumliche
Interaktion beider Welten.

Sichtbarkeitsappell:
Die Nutzung der App erzwingt
und produziert Sichtbarkeit;
Gleichzeitigkeit von Sichtbar-
Werden und Geworden-Sein.

TikTok

Der Algorithmus als Akteur:
Das Video wird Laras Followern
und Freunden angezeigt und
Uiber Metainformationen anderen
Benutzern vorgeschlagen.

Laras Vorgehen:

Augmentiert, kollaborativ,
kollektiv, ludisch.

Problemhorizont | — Digitaler “Zwang zur Sichtbarkeit” wird verhandelt
Problemhorizont Il — (Makro- und Mikro-) Generationale Differenzen werden verhandelt

*Die Namen wurden wissenschaftlich anonymisiert.

,(Post-) Digital Cultural Youth Worlds*

ibk

Keuchel & Jorissen, 2016-2019

*

Institut fiir Bildung
und Kultur e.V.
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Federal Ministry
of Education
and Research

Deeply integrated
digital/non-digital
creative practices

Production/reception
are intertwined

,onscreen‘“ + ,in life“ =
,onlife* (hybrid)

App (TikTok) enforcing
non-controlled visibility

Algorithm as actant
(networking, ranking)

mode of action:
augmented, collaborative,
collective, ludic




Emerging new aesthetic &
performative paradigms

T Tube

MY BIRTHDAY IS RUINED

6.871.186 Aufrufe + 17.05.2018

15 Wy emma chamberlain

8,5 Mio. Abonnenten

<«

may 22. don't forget.



JUGEND/YOUTUBE/ N =800 (age 12-19)

KULTURELLE BILDUNG.
HORIZONT 2019

I »,lhe classic educational constellation of

STUDIE: EINE REPRASENTAT teaching, learning and knowledge is

oot A b fundamentally changing as a result of
digitisation.”

s,YouTube is the leading medium and digital
cultural venue for young people.”

»~web videos are stimulating for young people
to become culturally active themselves.*

,YouTube vs. classical educational
institutions: Young people identify strengths
e and weaknesses.”

KULTURELLE
BILDUNG

https://www.rat-kulturelle-bildung.de/fileadmin/user_upload/pdf/Studie_YouTube_Webversion_final.pdf



,2Network"/,Next“/,,Digital”
Soclety

Manuel Castells (1999)
Dirk Baecker (2007)
Armin Nassehi (2019)



Structural elements of digitality:

Code/Software

executive aspect

Protocols & Networks
Data Formats relational aspect

formative aspect

Hardware & Interfaces
matenal aspect



Interdiciplinary complexity of digitality:

Code/Software
Computer Science Software Studies
Media Sociology
Protocols & Studies Networks
Data Formats Cultural Studies

Epistemology
Design Studies

Hardware & Interfaces
Engineering



Interdiciplinary complexity of digitality:

Code/Software

Protocols & Networks
Data Formats

Hardware & Interfaces



Digitahization &
.,The Distribution of the Sensible'"*

Software as ,Logos’ (immediate execution of rules)
Softwareization as Environmentalization
Data Formats as (Im-) Perceptual Capital
Solutionism as a Regime of the Computable
Algonthmic Aesthetics, Algornthmic Thinking

De- & Rematenalization of the Sensible



Digitahization &
.,The Distribution of the Sensible'"*

Software as ,Logos’ (text as execution)

Softwareization as Environmentalization
Data Formats as (Im-) Perceptual Capital

Solutionism as a Regime of the Computable

Algornthmic Aesthetics, Algorithmic Thinking
De- & Rematernialization of the Sensible

Ranciere, J. (2015). Dissensus: On Politics and Aesthetics. Bloomsbury Publishing.
Chun, W. (2011). Programmed Visions: Software and Memory. Cambridge, MA: MIT Press
Kitchin, R., & Dodge, M. (2011). Code/space: Software and Everyday Life. MIT Press.
Sterne, J. (2012). MP3: The Meaning of a Format. Duke University Press.
Morozov, E. (2013). To Save Everything, Click Here: The Folly of Technological Solutionism. PublicAffairs.
Parisi, L. (2013). Contagious Architecture: Computation, Aesthetics, and Space. MIT Press.

Cubitt, S. (2016). Finite Media: Environmental Implications of Digital Technologies. Duke University Press.



solutionism

W...] reduces all human problems to

technical problems. [..] It divides the

world in that what ,counts’, i.e. what can

be technologically identified, and the rest.”

Morozov, Evgeny (2013): To Save Everything, Click Here:
The Folly of Technological Solutionism, Philadelphia: Public Affairs.



Digitalization &
.,The Distribution of the Sensible'"*

(re-) — an-—
aestheticization aestheticization



Digitahization &
.,The Distribution of the Sensible'"*

(re-) — an-—
aestheticization aestheticization

= new Vvisibilities = new Invisibilities



,2Network"/,Next“/,,Digital”
Soclety

& ,,Post-digital” Culture

Post-digitality =

a state 1n which formerly digitally
related structures (forms, semantics,
practices) become universal.

e.g. e.g. hybrid
distributed e.g. aesthetics, e.g. modes of materialities (cars,
problem solving patterns of movement communication airports ...)

(WhatsApp) (videogames) (memes)



The digital web 1s a mycelium.

bac. yqe/zk)m et 4/6’11}135’5
3 .‘.3500}’95' A CLIMPLgRONS

.J/DO T

aépf'-":‘/x(

2. — Schéma du dévelepnement du Champignon de couche.




Digitalization as a
Responsibility for AE

Irmtation & Innovation of Arts Education itself:

— Catching up with post-digital arts
— Catching up with new learning cultures
— Catching up with post-dig. youth culture



Digitalization as a
Responsibility for AE

Irmtation & Innovation of Arts Education itself:

— Catching up with post-digital arts
— Catching up with new learning cultures
— Catching up with post-dig. youth culture

New Responsibilities of AE:
— cntically reflecting patterns of aestheticization

— empowerment with & against the
digital regimes of sensible



Digitalization as a
Chance for AE
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- 13 Interdisciplinary Research
Projects on Digitalization in
Arts & Cultural Education

- 24 Universities involved
- Funding: about 10 Mio. €

- biggest research context on the
topic of digitalization in arts
education in germany
(probably in Europe, too)

SPONSORED BY THE

N1 Federal Ministry
Federal MlﬂlStI‘Y % of Education
of Education and and Research
Research:

Research Focus Area
,Research on Digitalization in
Arts and Cultural Education®

S

eta-Project conducted by the

FRIEDRICH-ALEXANDER
UNIVERSITAT _
ERLANGEN-NURNBERG

Part 1: Theory development,
qualitative methods, PR:
Prof. Dr. Benjamin Jorissen

Part 2: Quantitative methods &
quantitative research synthesis:
Prof. Dr. Stephan Kroner



How should a ,,virtual museum of
the future* look like?

How do social media change our
relationship to the [urban] spaces
we live in?

Anyone can write a review on
literature and art online today:
How does this change the way we
deal with culture?

An online platform to collectively
explore the diversity of digital
cultures.

What opportunities does e-learning
offer for musical learning?

How does digitalization change the
offers of arts & cultural education at
adult education centres?

How is digital technology changing
the way people create
art and culture?

Playing music together over wifi:
What is changing?

How is (post-internet) art education
changing in the context of
digitalization?

Making music with Apps:
What's new with it?
How do you make music with apps?

Making music with silicone and
software: How digital
materialities change creativity.

What new possibilities do music
apps offer people with (complex)
disabilities?

Dancing algorithms: How digital
tools can change dance practices.

Cultural youth education and the
digital challenge: How young

SPONSORED BY THE

Federal Ministry

people and institutions deal with it. B | of Education

and Research
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Jorissen et al. (eds.) (2018):
Spectra of Transformation.
Munster, New York: Waxmann

Benjamin Jorissen / Stephan Kroner /
Lisa Unterberg (Hrsg.)

iiiiiii

Jorissen, B., Kroner, S., & Unterberg, L. (Eds.). (in print).
Forschung zur Digitalisierung in der kulturellen
Bildung. Munchen: kopaed. (open access)
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Structural elements of digitality:

Code/Software

executive aspect

Protocols & Networks
Data Formats relational aspect

formative aspect

Hardware & Interfaces
matenal aspect



Interdiciplinary complexity of digitality:

Code/Software
Computer Science Software Studies
Media Sociology
Protocols & Studies Networks
Data Formats Cultural Studies

Epistemology
Design Studies

Hardware & Interfaces
Engineering
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Software as ,Logos’ (immediate execution of rules)
Softwareization as Environmentalization
Data Formats as (Im-) Perceptual Capital
Solutionism as a Regime of the Computable
Algonthmic Aesthetics, Algornthmic Thinking

De- & Rematenalization of the Sensible



Digitahization &
.,The Distribution of the Sensible'"*

Software as ,Logos’ (text as execution)

Softwareization as Environmentalization
Data Formats as (Im-) Perceptual Capital

Solutionism as a Regime of the Computable

Algornthmic Aesthetics, Algorithmic Thinking
De- & Rematernialization of the Sensible

Ranciere, J. (2015). Dissensus: On Politics and Aesthetics. Bloomsbury Publishing.
Chun, W. (2011). Programmed Visions: Software and Memory. Cambridge, MA: MIT Press
Kitchin, R., & Dodge, M. (2011). Code/space: Software and Everyday Life. MIT Press.
Sterne, J. (2012). MP3: The Meaning of a Format. Duke University Press.
Morozov, E. (2013). To Save Everything, Click Here: The Folly of Technological Solutionism. PublicAffairs.
Parisi, L. (2013). Contagious Architecture: Computation, Aesthetics, and Space. MIT Press.

Cubitt, S. (2016). Finite Media: Environmental Implications of Digital Technologies. Duke University Press.



solutionism

W...] reduces all human problems to

technical problems. [..] It divides the

world in that what ,counts’, i.e. what can

be technologically identified, and the rest.”

Morozov, Evgeny (2013): To Save Everything, Click Here:
The Folly of Technological Solutionism, Philadelphia: Public Affairs.
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aestheticization aestheticization



Digitahization &
.,The Distribution of the Sensible'"*

(re-) — an-—
aestheticization aestheticization

= new Vvisibilities = new Invisibilities



,,code is law"
VS.
,,code as logos"

Lawrence Lessig (2000). Code Is Law. On Liberty in Cyberspace. http://harvardmagazine.com/2000/01/code-is-law-
html! [20.6.2015]
Wendy Hui Kyong Chun: Programmed Visions: Software and Memory. MIT Press 2011.



rule = hermeneutics (judge) — conclusion

,,code is law"
VS.
,,code as logos"

rule (= compilation) — execution

Lawrence Lessig (2000). Code Is Law. On Liberty in Cyberspace. http://harvardmagazine.com/2000/01/code-is-law-
html! [20.6.2015]
Wendy Hui Kyong Chun: Programmed Visions: Software and Memory. MIT Press 2011.
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becoming a software user"
Involves
radical interpellation
through
radicalized affordance



solutionism"’

Morozov, Evgeny (2013): To Save Everything, Click Here: The Folly of Technological Solutionism, Philadelphia: Public
Affairs.



Jock-in'

(e.g. MIDI' becoming standard)

* Musical Instrument Digital Interface

Lanier, J. (2010). You Are Not a Gadget. Knopf Doubleday Publishing Group.






a) understanding matenal-digital things

as design-things

b) understanding the transactional

processes and modes of subjection
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