
DAC09: After Media: 
Embodiment and Context
Volume Editors: Lanfranco Aceti and Simon PennyD A C  0 9
after media :
e m b o d i m e n t
a n d  c o n t e x t

VOL 17 NO 2  VOLUME EDITORS LANFRANCO ACETI AND SIMON PENNY 

CONTRIBUTORS STEPHANIE BOLUK, MAURO CARASSAI, KENNY CHOW, 

SHARON DANIEL, KRISTEN GALVIN, FOX HARRELL, SNEHA VEERAGOUDAR 

HARRELL, GARNET HERTZ, JI-HOON FELIX KIM, PATRICK LEMIEUX, 

ELISABETH LOSH, MARK MARINO, MICHAEL MATEAS, CHANDLER B. 

MCWILLIAMS, CARRIE NOLAND, ANNE SULLIVAN, NOAH WARDRIP-FRUIN, 

JICHEN ZHU

LEA is a publication of Leonardo/ISAST.

SPECIAL ISSUE



L E O N A R D O E L E C T R O N I C A L M A N A C  V O L  1 7  N O  2 I S S N  1 0 7 1 - 4 3 9 1       I S B N  9 7 8 - 1 - 9 0 6 8 9 7 - 1 6 - 1

Copyright 2012 ISAST

Leonardo Electronic Almanac

Volume 17 Issue 2

January 2012

ISSN: 1071-4391

ISBN: 978-1906897-16-1

The ISBN is provided by Goldsmiths, University of London

lea publishing & subscription information

Editor in Chief

Lanfranco Aceti lanfranco.aceti@leoalmanac.org

Co-Editor

Özden Şahin ozden.sahin@leoalmanac.org

Managing Editor

John Francescutti john.francescutti@leoalmanac.org

Art Director

Deniz Cem Önduygu deniz.onduygu@leoalmanac.org

Graphic Designer

Zeynep Özel

Editorial Assistant

Ebru Sürek

Editors

Andrea Ackerman, Martin John Callanan, Connor Graham, 

Jeremy Hight

Editorial Board

Peter J. Bentley, Ezequiel Di Paolo, Ernest Edmonds, Felice 

Frankel, Gabriella Giannachi, Gary Hall, Craig Harris, Sibel Irzık, 

Marina Jirotka, Beau Lotto, Roger Malina, Terrence Masson, 

Jon McCormack, Mark Nash, Sally Jane Norman, Christiane 

Paul, Simon Penny, Jane Prophet, Jeffrey Shaw, William 

Uricchio

Contributing Editors

Nina Czegledy, Susan Collins, Leonardo Da Vinci, Anna 

Dumitriu, Vince Dziekan, Darko Fritz, Marco Gillies, Davin 

Heckman, Saoirse Higgins, Jeremy Hight, Denisa Kera, Frieder 

Nake, Vinoba Vinayagamoorthy

Editorial Address

Leonardo Electronic Almanac

Sabanci University, Orhanli - Tuzla, 34956 

Istanbul, Turkey 

Email

info@leoalmanac.org

Web

www.leoalmanac.org

www.twitter.com/LEA_twitts

www.flickr.com/photos/lea_gallery

www.facebook.com/pages/Leonardo-Electronic-

Almanac/209156896252

»

»

»

»

Copyright © 2012

Leonardo, the International Society for the Arts, 

Sciences and Technology

Leonardo Electronic Almanac is published by:

Leonardo/ISAST

211 Sutter Street, suite 501

San Francisco, CA 94108

USA

Leonardo Electronic Almanac (LEA) is a project of Leonardo/

The International Society for the Arts, Sciences and Technol-

ogy. For more information about Leonardo/ISAST’s publica-

tions and programs, see http://www.leonardo.info or contact 

isast@leonardo.info.

Leonardo Electronic Almanac is produced by 

Passero Productions.

Reposting of this journal is prohibited without permission of 

Leonardo/ISAST, except for the posting of news and events 

listings which have been independently received.

The individual articles included in the issue are © 2012 ISAST.

2

http://www.leoalmanac.org 
http://www.twitter.com/LEA_twitts 
http://www.flickr.com/photos/lea_gallery 
http://www.facebook.com/pages/Leonardo-Electronic-Almanac/209156896252
http://www.facebook.com/pages/Leonardo-Electronic-Almanac/209156896252


L E O N A R D O E L E C T R O N I C A L M A N A C  V O L  1 7  N O  2 I S S N  1 0 7 1 - 4 3 9 1       I S B N  9 7 8 - 1 - 9 0 6 8 9 7 - 1 6 - 1 I S S N  1 0 7 1 - 4 3 9 1       I S B N  9 7 8 - 1 - 9 0 6 8 9 7 - 1 6 - 1 V O L  1 7  N O  2  L E O N A R D O E L E C T R O N I C A L M A N A C

This volume of lea is composed of contributions 
drawn from participants in the 2009 Digital Art 
and Culture conference held at the University of 
California, Irvine in December 2009. DAC09 was the 
eighth in the Digital Art and Culture conference series, 
the first being in 1998. The DAC conference series is 
internationally recognized for its progressive inter-
disciplinarity, its intellectual rigor and its responsive-
ness to emerging practices and trends. As director of 
DAC09 it was these qualities that I aimed to foster at 
the conference. 

The title of the event: After Media: Embodiment and 
Context, was conceived to draw attention to aspects 
of digital arts discourse which I believe are of central 
concern to contemporary Digital Cultural Practices. 

“After Media’ queries the value of the term ‘Media 
Arts’ – a designation which in my opinion not only 
erroneously presents the practice as one concerned 
predominantly with manipulating ‘media’, but also 
leaves the question of what constitutes a medium in 
this context uninterrogated. ‘Embodiment and Con-
text’ reconnects the realm of the digital with the larger 
social and physical world. 

‘Embodiment’ asserts the phenomenological reality 
of the fundamentally embodied nature of our being, 
and its importance as the ground-reference for digital 
practices. ‘Embodiment’ is deployed not only with 
respect to the biological, but also with reference to 
material instantiations of world-views and values in 
technologies, a key example being the largely uninter-
rogated Cartesianisms and Platonisms which populate 
computational discourse. Such concerns are ad-
dressed in contemporary cognitive science, anthropol-
ogy and other fields which attend to the realities of 
the physical dimensions of cognition and culture. 

‘Context’ emphasises the realities of cultural, historical, 
geographical and gender-related specificities. ‘Context’ 
brings together site-specificity of cultural practices, 
the understandings of situated cognition and practices 
in locative media. The re-emergence of concerns 
with such locative and material specificity within the 
Digital Cultures community is foregrounded in such 
DAC09 Themes as Software and Platform Studies and 
Embodiment and Performativity. 

The DAC09 conference included around 100 papers by 
an international array of contributors. In a desire to be 
maximally responsive to current trends, the confer-
ence was to some extent an exercise in self-organisa-
tion by the DAC09 community. The call for papers and 
the structure of the event was organized around nine 
conference themes which were themselves the result 
of a call to the community for conference themes. The 
selected themes were managed largely by those who 

proposed them. Much credit for the success of the 
event therefore goes to these hard-working ‘Theme 
Leaders’ : Nell Tenhaaf, Melanie Baljko, Kim Sawchuk, 
Marc Böhlen, Jeremy Douglass, Noah Wardrip-Fruin, 
Andrea Polli, Cynthia Beth Rubin, Nina Czegledy, Fox 
Harrell, Susanna Paasonen, Jordan Crandall, Ulrik 
Ekman, Mark Hansen, Terry Harpold, Lisbeth Klastrup, 
and Susana Tosca, and also to the Event Organisers: 
David Familian, Michael Dessen, Chris Dobrian, Mark 
Marino and Jessica Pressman. I am particularly grate-
ful to Ward Smith, Information Systems Manager for 
DAC09, who for two years, as my sole colleague on the 
project, managed electronic communications, web de-
sign and the review and paper submission processes 
amid, as he would put it, a ‘parade of indignities’. In the 
several months of final planning and preparation for 
the event, the acumen and commitment of Elizabeth 
Losh and Sean Voisen was invaluable.

I first published on what we now refer to as digital arts 
in 1987. 1 Not long after, I was lucky enough to have 
the opportunity to attend the first IsEA conference 
in 1988. Since that date I have been actively involved 
in supporting the development of critical discourses 
in the field, as a writer, an editor and an organizer of 
events. My role as director of the DAC09 conference 
gave me a perspective from which to reflect on the 
state of digital arts discourse and its development 
over two decades. As I discussed in a recent paper, 2 
the first decade on media art theory was a cacopho-
nous interdisciplinary period in which commentators 
from diverse fields and disciplines brought their exper-
tise to bear on their perceived subject. This created a 
scenario not unlike that of various viewers looking into 
a house via various windows, none of them perceiv-
ing the layout of the house, nor the contents of the 
other rooms. In the ensuing decade, a very necessary 
reconciliation of various disciplinary perspectives has 
occurred as the field has become truly a ‘field’. 

While post structuralist stalwarts such as Deleuze 
and Derrida continue to be referenced in much of the 
more critical-theory oriented work in Digital Cultures, 
and the condition of the posthuman and posthumanist 
are constantly referenced, theoretical reference points 
for the field are usefully broadening. The emerging 
field of Science and Technology Studies has brought 
valuable new perspectives to media arts discourses, 
counterbalancing the excesses of techno-utopianism 
and the sometimes abstruse intellectualism of post-
structuralist theoretical discourses. In this volume, 
Mark Tuters provides an exemplar of this approach 
in his Forget Psychogeography: Locative Media as 
Cosmopolitics, bringing Rancière and Latour to bear 
on a discussion of HCI, Tactical Media and Locative 
Media practices. Tuters provides a nuanced argument 
replete with examples which questions the sometimes, 
superficial and dogmatic re-citation of the originary 
role of the Situationists with respect to such practices. 
At DAC09, Connor McGarrigle also took a thoughtful 
revisionist position with respect to the Situationists. 3 

In this context, the new areas of Software Studies 
and Platform Studies have emerged and have been 
nurtured in previous DAC conferences. In this spirit, 
Chandler McWilliams attempt to “thread the needle 
between a reading of code-as-text that obfuscates 
the procedural nature of code, and an overly techni-
cal description of programming that reinstates the 
machine as the essential arbiter of authentic acts 
of programming” is emblematic of the emergence 
of Software Studies discourses which are quintes-
sentially interdisciplinary and erudite on both sides 
of the science wars divide. Similarly, Mark Marino’s 
meditations on heteronormativity of code and the 
Anna Kournikova worm call for what he calls Critical 
Code Studies, here informed by queer theory. In their 
proposal for an ‘AI Hermenteutic Network’ Zhu and 
Harrell address the question of intentionality, a familiar 
theme in AI critical discourse (i.e., John Searle ‘Minds, 

Two decades of 
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Brains and Programs’ 1980). Citing Latour, Agre, 
Hayles and others, they offer another example of the 
science-wars-sidestepping technical development 
based in interdisciplinary scholarship noted in the 
discussion of Chandler McWilliams’ contribution. 

Another trend indicative of the maturation of this field 
is its (re)-connection with philosophical discourse. In 
this context, the deep analysis of Electronic Litera-
ture in terms of Wittgensteinian Language Games 
by Mauro Carassia is something of a tour de force. 
While a tendency to extropianism is here not explicitly 
discouraged, this discussion places such technologi-
cal practices squarely as indicators of transition to 
post-human subjectivity, and in the process, open the 
discussion to phenomenological, enactive and situated 
critiques as well a drawing in the relevance of pre-
cognitivist cybernetic theorisation. 

One of the aspects of contemporary media arts 
discourse which I hoped to foreground at DAC09 was 
questions of embodiment and engagement with com-
temporary post-cognitivist cognitive science. Several 
papers in the current collection reflect such con-
cerns, and indeed they were foregrounded in several 
conference themes. One example of the value of the 
application of such theory is evidenced in Kenny Chow 
and Fox Harrells leveraging of contemporary neour-
science and cognitive linguistics in their deployment 
of the concept of “material-based imagination” in their 
discussion of Interactive Digital Artworks. In a quite 
different approach to embodiment and computation, 
Carrie Noland discusses choreography and particularly 
the choreography of Cunningham, with reference to 
Mauss and Leroi-Gourhan, and with respect to digital 
choreographic tools. 

The DAC community did not choose to make Game 
Culture a focal theme in DAC09 – perhaps because 
the field has grown so quickly and has built up a struc-

ture of conferences and journals. Nonetheless, gaming 
culture was referenced throughout the event, and was 
the subject of numerous presentations, such as Josh 
and Karen Tannenbaums reconsideration of ‘agency 
as commitment to meaning’, which addressed the 
acknowledged problematic of the tension between 
authorial and user agency in terms of a critique of 
the humanist subject. Like wise, phraseology such as 
Boluk/Lemieux’s: “player performance in and around 
games has matured to the point of beginning to 
express underlying serial logics through heavily man-
nered gameplay mechanics” (in their contribution to 
this volume) signals the establishment of a mature 
and erudite critical theory of games and gaming. On 
a more technical note, Sullivan/WardripFruin/Mateas 
make an argument for enriching computer game play 
by application of artificial intelligence techniques to 
the authoring of ‘quests’. 

As Digital Arts became established as a practice the 
question of pedagogy inevitably arose – what to teach 
and how to teach it. Though rhetorics of convergence 
pretend to the contrary, one cannot dispute the 
profound epistemological and ontological dilemmas 
involved in attempting to bring together intellectual 
environments of such disparate communities as en-
gineers, artists and critical theorists, in the classroom 
and the lab. Interdisciplinarity was therefore the 
ground upon which these programs were developed, 
and each context inflected that idea with its own color. 
My own reflections on the subject are published at 
Convergence. 4 It therefore seemed timely to address 
pedagogy at DAC09. In the process of elaboration of 
digital cultural practices, such emerging practices have 
themselves come into consideration as pedagogi-
cal tools and systems. In this volume, Elizabeth Losh 
surveys and discusses various pedagogical initiatives 
(mostly in Southern California) deploying digital tools 
and environments. In a contribution which crosses 
between the pedagogy thematic and concerns with 

cognition, Harrell and Veeragoudar Harrell offer a re-
port on a science, technology, engineering, and math-
ematics (stEm) educational initiative among at-risk 
students which considers the relationships between 
users and their virtual identities.

In his essay, Garnet Hertz discusses the work of three 
artists – Reed Ghazala, Natalie Jeremijenko, and Tom 
Jennings. None of them ‘media artists’ in the conven-
tional sense, they, in different ways and for different 
purposes, re-purpose digital technologies. Round-
ing out this volume is presentation of two online 
artworks by Sharon Daniels which were presented at 
DAC09. Public Secrets and Blood Sugar are elegant 
web-based art-works, both poetic and examples of a 
committed activist practice.

In my opinion, this collection offers readers a survey of 
fields addressed at DAC09, and an indication key areas 
of active growth in the field. Most of them display 
the kind of rigorous interdisciplinarity I regard as 
characteristic of the best work in the field. While the 
science-wars rage on in certain quarters, in media arts 
discourse there appears to be an attitude of intelligent 
resolution – a result in no small measure of the fact 
that a great many such commentators and theorists 
have taken the trouble to be trained, study and prac-
tice on both sides of the great divide of the ‘two cul-
tures’, and to take the next necessary step of attempt-
ing to reconciling or negotiate ontologies traditionally 
at odds. This professional profile was very evident at 
DAC09 and is represented by many of the contributors 
in this volume. Such interdisciplinary pursuits are in my 
opinion, extremely intellectually demanding. The obvi-
ous danger in such work is of superficial understand-
ings, or worse, a simple re-citation of a new canon of 
interdisciplinary media studies. Dangers that, happily, 
none of the papers grouped here, and few of the 
papers presented at DAC09, fell victim of. ■

The electronic proceedings of DAC09 are available at this link: 

http://escholarship.org/uc/ace_dac09
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