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The digital web is a mycelium

What you see.

What you get.
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Code/Software



„What is surprising is the fact that software is 

code; that code is – has been made to be – 

executable, and this executability makes code 

not law, but rather every lawyer’s dream of 

what law should be: automatically enabling 

and disabling certain actions, functioning at 

the level of everyday practice“

Chun, W. H. K. (2011). Programmed Visions: Software and Memory. Cambridge, 
MA: MIT Press, p. 27
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• „perceptual technics monetizes the 

︎flow of media in terms of a 

measured, estimated, and modeled 

perceptual capacity“

Sterne, Jonathan (2012). MP3. The Meaning of a Format. Duke Univ. Press (p. 52)  
Lovink, G., & Sterne, J. (2014). Reflections on the MP3 Format: Interview with  

Jonathan Sterne. In: Computational Culture.  
http://computationalculture.net/reflections-on-the-mp3-format/

• „It would have been more 

accurate to call perceptual 

capital IMperceptual capital, 

because AT&T was trying to 

make money from people not 

hearing.“



solutionism

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

„[…] 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.“







„Humankind has accumulated Go knowledge from millions 

of games played over thousands of years, collectively 

distilled into patterns, proverbs and books.  
In the space of a few days, starting tabula rasa, AlphaGo 

Zero was able to rediscover much of this Go knowledge, 

as well as novel strategies that provide new insights into 

the oldest of games“ (Silver 2017, 358). 
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Hassabis, D. (2017). Mastering the game of Go without human knowledge.  

Nature, 550(7676), 354–359. https://doi.org/10.1038/nature24270
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