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Softwarova studia — vznik discipliny

m Software povazovan za neutralni nastroj (instrumentalni pohled)

m medialni studia — zamereni na tvorbu, distribuci a interpretaci
medialniho obsahu

m opomijeni zasadni vlastnosti digitalnich medii —
programovatelnost

m kulturni x poCitaCova logika (Lev Manovich)
m Vliv pocCitacoveé logiky na nasi kulturu — kulturni prekodovani

m software je nedilnou soucasti nasi kultury



Priklad kulturniho prekoédova

i e Wy by ey ey
m Hra Space Invaders ﬂ ﬁ ﬁ APASAEENARARATI
s = = ™

I!I!:!!I!I!I Ili!!l!iili !!!II!!! I. I I .I I .I I.1I
S5 PRIMNT "A72O00T7IESCOEREZOO1S0OF

FESCO2S09CDDE4ACSESO2E00 1S0O7IERAEDD ...
cEZ2OloFEZ22FE "

g2 PRINT "447VECS2S1OoFE1CFECSFD
EEZ2 125475800 SE T OEFEVDEDSOCESZ2D
CTVYFEBC25C12C"

95 PRIMNT " i15o554535oocBS22007FE
AE225C 120 15033534 53500FD7Ss2 1535630 5AF T
da/7a250d2526"

100 PRINT " i1ScodS5cbDocBd22009CERD
SEREZ22FE4d 150554550 02a0005d510FE
10oFEC92AFE44

105 PRINT "SESOo2AF44438501 12000
FODEEZ212E84EFD352000TEDE 1CCETFF20 1B
CECRACEPF25 17"

112 PRINT "SHAFS44/720 145AFESd837
20l111922F444R[RTVEDS2 15175435050 0EL
CSDDE1VEFESC "

115 PRINT "2ood4lSoo lSCdFDESE20FF
CooORTVEDSE2 TV CFE4d2CEF2 1IEF 4505 1F 23
TEFESCOC2204 1 10FFO5 19 10FEC3 "

Soo LET A=15546

=12 LET S=H

=2C LET R=9CC

S350 LET ME="1100402128407ERATC20
o402 TVEFEC 120"

=S40 S0 SUE R

S50 LET ME="FR2ZS7VEDS 10070 T7ToT7074d
T2S7VEDES1CS0 12"

S5 GO0 _SUE R

S7¥Cs LET ME="152537EFEC 12C0EC25TER
ETVE2oFR23 13S0DE"

S50 GO0 SUE R

S29C LET S=USRIS)

S0 LET H=CODE (M%) -25

212 IF H=-27 THEMN RETURM

2920 LET ME=TLE (MME)

950 LET L=CODE (ME)] -25

242 POEE A, 16xH+L

950 LET ME=TLF (MF)

952> LET HA=A+1

927V S0 TO R
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Softwarova studia — vznik discipliny

m 2001 - Prvni zminka o softwarovych studiich v knize Jazyk novych médii (Lev
Manovich)

m 2006 - Software studies Workshop (Matthew Fuller)
m 2008 — kniha Sotware Studies/ A Lexicon (editor Matthew Fuller)

m 2008 — Lev Manovich — prvni akademicky studijni program — Iniciativa pro
softwarova studia na Californské univerzité v San Diegu

m 2008 — MIT Press — edi¢ni rada Software Studies

m 2011 — vznik nove publikacni platformy, recenzovany online Casopis
Computational Culture -


https://mitpress.mit.edu/topics/digital-humanities-new-media/software-studies
https://mitpress.mit.edu/topics/digital-humanities-new-media/software-studies
https://mitpress.mit.edu/topics/digital-humanities-new-media/software-studies
https://mitpress.mit.edu/topics/digital-humanities-new-media/software-studies
https://mitpress.mit.edu/topics/digital-humanities-new-media/software-studies
https://mitpress.mit.edu/topics/digital-humanities-new-media/software-studies
https://mitpress.mit.edu/topics/digital-humanities-new-media/software-studies
https://mitpress.mit.edu/topics/digital-humanities-new-media/software-studies
https://mitpress.mit.edu/topics/digital-humanities-new-media/software-studies
http://computationalculture.net/

CRITICAL ;
CODE STUDIES |

Dalsi pribuzne discipliny

m Kriticka studia kédu (Critical Code Studies): interpretace
kodu v kontextu kultury, praxe, ideologie nebo
mocenskych praktik

m Mark C. Marino, Nick Montfort

m Studia platforem (Platform Studies): analyzuji vztahy mezi
hardwarem a softwarem, pruzkum architektury hardwaru

m lan Bogost, Nick Montfort



https://criticalcodestudies.com/
https://mitpress.mit.edu/books/series/platform-studies
https://mitpress.mit.edu/books/series/platform-studies
https://mitpress.mit.edu/books/series/platform-studies

Navrh komplexni analyzy digitalniho

artefaktu

m lan Bogost - Videogames are mess, 2009

CULTURE AND CONTEXT

RECEPTIONOPERATION

INTERFACE

FORM/FUNCTION

CODE

PLATFORM



http://www.bogost.com/writing/videogames_are_a_mess.shtml
http://www.bogost.com/writing/videogames_are_a_mess.shtml

Metodologie softwarovych
studii: tri pristupy The Gedon f Foging Pate

m 1. Metoda komparace - Noah Wardrip Fruin

m systematické srovnavani dél a ideji, které priblizné
ve stejné dobé formulovali védci a umélci

m priklad — srovnani povidky Zahrada, kde se
cesticky rozvétvuji (Jorge Luis Borges, 1941) a
navrhu zarizeni Memex (Vannevar Bush, 1945)

m Vv obou dilech byla formulovana myslenka
hypertextu




2. Evropska vétev softwarovych studii - Matthew Fuller — kriticky
pristup k softwaru, interdisciplinarni vyzkum

pruzkum softwaru prostfednictvim provérenych metod tradi¢nich
humanitnich disciplin (sociologie, kriticka teorie, medialni studia,
teorie védy, teorie uméni)

odkryvani historického rozmeru softwaru a jeho moznych
budoucnosti (spekulativni software — Matthew Fuller)

koncept hackability (Anne Galloway) - otevienost softwaru pro dalsi
rozvijeni, vylepSovani Ci prizpusobovani potrebam uzivatell



3. Americka vetev softwarovych studii — Lev Manovich — zamereni
na vyvoj novych a adekvatnich nastroju k vyzkumu softwaru a
digitalni kultury

soustredéni na zkoumani kulturniho softwaru

Koncept hloubkové remixovatelnosti — smésovani vSech medii v
ramci softwaru

Specificky smer vyzkumu Kulturalni analytika



Kulturalni analytika

* Lev Manovich - text - Cultural Analytics: Analysis and Visualization of Large
Cultural Data Sets.

e zménil se zpUsob distribuce, tvorby i prezentace uméleckych dél a kulturnich
artefaktd

e obrovsky narlst mnozstvi obsahu generovaného uzivateli

Jak analyzovat mnozstvi kulturnich dat, ktera mame k dispozici?

Redeni: novy pfistup ke zkoumani uméleckych dél a kulturnich produktd sou¢asné
kultury prostrednictvim digitalnich technologii - kulturni analytika



Kulturni data

Search Millions of Videos

.,

-:Z].'-m'nrrg;_ ‘*Q

- _adtaly

kulturni analytika se zaméruje na analyzu a vizualizaci velkych kolekci vizualnich dat
zejména soucasna data dostupna na webu



* Software Studies Iniciative (2007) - Cinnost - prace s velkymi kulturnimi daty z
oblasti umeéni a kultury, vyvoj aplikaci pro zpracovani dat

* vyuziti nejmoderngjsi techniky - systém HIPerSpace
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Priklad - analyza jednoho milionu stranek
manga komiksu
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Kriticka analyza softwaru

It looks like you're writing a letter: Microsoft Word (2000)
— Matthew Fuller

m Kriticka analyza programu Microsoft Word

Save

Save As...

Save as Web Page...

File Search...
Permission
Versions...

Web Page Preview
Page Setup...
Print Preview
Print...

Send To

Properties

Ctrl+S

Ctrl+P

-------

Wo rd

Sharifabad Block-1

o — Letter

: " Rules & Types
Formal Sub— Regarding Frequent Breakdown in Electricity Supply
Info rmal

-
It looks like you're

writing a letter.

Would you like help?

® Get help with
writing the letter

© Just type the
letter without
help

[ Don't show me
this tip again



https://www.nettime.org/Lists-Archives/nettime-l-0009/msg00040.html
https://www.nettime.org/Lists-Archives/nettime-l-0009/msg00040.html
https://www.nettime.org/Lists-Archives/nettime-l-0009/msg00040.html
https://www.nettime.org/Lists-Archives/nettime-l-0009/msg00040.html
https://www.nettime.org/Lists-Archives/nettime-l-0009/msg00040.html
https://www.nettime.org/Lists-Archives/nettime-l-0009/msg00040.html
https://www.nettime.org/Lists-Archives/nettime-l-0009/msg00040.html

Kriticka analyza softwaru

It looks like you're writing a letter: Microsoft Word (2000)
— Matthew Fuller

m umélec Jaroslav Vasek

ENEE EEEEEEE EEEE EOCONEENEEEEEE BN SESESEEEEEEEE EEEE EE E | EE EEEE EROCON
EEEE EEEEE EEES EEERCCON N EEEEE SEEEEES EEEEEEEEEN SEEEEEEEEERCCONEEE
EEE EEE EEEE DOC EEEER EEEEEECOONEEEEER
EEEN § EEEN L mu slsle SEEEEEEEEERCCCONEER  EEE
lllllllllllllllll

..........
.=:=::- L] sl L L s L LLLLLLLLLLL L] ]
000 oS00




SEREEE
AR R |

Inside Photoshop —
Lev Manovich (2011

Adobe Photoshop CC 2019

sjustar | Ampliatjreduci vent. 100%  Ajustor pant Rellenar pant.

* sRGBjpg al 33,3% (RGB/8) *

Propledades

[ Propladades del documento

e e %
x0 ) ) Vifiata (seleccién]

Canal de marco, 50 plxsles
Reselueién: 300 pixeles/pulgade 3 Marco de madecs, 80 pir..

e > m O

Adobe RGE {1988) (8buc)

m Kriticka analyza programu Adobe
Photoshop


http://computationalculture.net/inside-photoshop/
http://computationalculture.net/inside-photoshop/
http://computationalculture.net/inside-photoshop/
http://computationalculture.net/inside-photoshop/

File Edit Image layer Type Select Fiter 3D View Window Help
z‘n - B3 vode [homsl S Opacty: 100% [ = @ Sl TightShert = Area: sopc  Tolerance: 0%

2006-volkswagen-golf-r32-2-588x441.jpg @ 200% (Background copy, RGB/B#) * =

sth!yBrushTm‘ ¥
= G4 "Nt History Brush Tool Y

File Edit Image Layer Type Select Filter 3D View Window Help
& e Resize Windows to Ft Zoom All Windows Scrubby 2 Actual Pixels

Fade.jpg @ 112% (RGB/BY) * >

Adjustments.
Add an adjustment
0 i

Inside Photoshop —
Lev Manovich




& Photoshop CC  Archivo Edicién Imagen Capa Texto Seleccidn Filtro 3D Vista Ventana Ayuda @ donce @ O LDF a @

Mavegador
Propiadades
Capas  Canales

Qoo

Inside Photoshop — Lev Manovich


https://www.reddit.com/r/movies/comments/3zhakx/the_genesis_sequence_from_star_trek_ii_the_wrath/
https://www.reddit.com/r/movies/comments/3zhakx/the_genesis_sequence_from_star_trek_ii_the_wrath/
https://www.historyofinformation.com/detail.php?id=3141

Aktualni témata softwarovych studii
Zla media (Evil Media)

m Autofi v publikaci Evil Media rozvijeji implikace korporatniho sloganu firmy
Google: ,Don’t be evil.”, tedy ,nebud zly“ nebo ,nedélej Spatné véci®, Zabyvaji
se hledanim odpovédi na otazku, co by se stalo, kdybychom toto predsevzeti
obratili.

m snazi se prekrocit tuto ustavenou dichotomii mezi ,zlymi“ a ,hodnymi“ medii

m zameéreni na ambivalentni, hraniCni, potencialni a skryté chovani medialnich
forem

m aktivni role digitalnich médii - meédia iniciuji a provokuiji, prekrucuji a ohybaji,
manipuluji

m Pruzkum Sedé zony - neviditelné struktury, které do znacné miry ovlivauji
chovani vlady, obchodu a kultury, unikaji nasi pozornosti




Zla media (Evil Media)

m Kniha Evil Media — autori Matthew Fuller a Andrew Goffey

m soubor vyzkumnych a analytickych metod pro zkoumani manipulativnich praktik
medii

m kazdé médium muze manipulovat, zalezi na tom, jak je vyuzivano v konkrétnim
kontextu

m Hlavni cil — odhalovat a analyzovat rozmanité taktiky médii

m pruzkum slozitych a neprehlednych vztahu, které rozvijime s médii (interakce
lidskych a strojovych aktéru)




Zla media (Evil Media)
Eristicka dialektika

m soubor lingvistickych ozvlastnéni, ktera maji byt uzivana k prosazeni zajmu
recnika

m rétorické klamy Ci Isti urCene pro vedeni co nejpresvedcivejSi argumentace ve
prospech nejakeho tvrzeni

m Ukol eristické dialektiky — identifikovat a analyzovat tyto rétorické figury, aby
mohly byt ve skuteCnych debatach ihned poznany a zniCeny

m Eristika programovanych médii - digitalni média svoji interaktivitou vytvareji
infrastrukturu pro vedeni diskuze, prinasi nove strategie manipulace

m Vvyzkum vedouci k demaskovani klamnych rétorickych figur uplatnujicich se v
Sedych zonach digitalnich medii




Zla media (Evil Media)

Eristicka dialektika

Seznam taktik digitalnich médii — zdroj: Jana Horakova — Uvod do softwarovych

o1 | Vyhnise reprezentaci (Bypass Representation)

02 | Prozkoumejanachronismy (Exploit Anachronisms)

03 | Podnécuj(zhoubné) bujeni (Stimulate Malignancy)

o4 | Stroj jako soubor topoi**° (Machine the Commonplace)

o5 | UCin nahodné esencialnim (Make the Accidental the Essential)

06 | Presmérujstratagemata (Recurse Stratagems)

07 | Zrus zaujeti (Rapture of Capture)

08 | Obelstit aparat (Sophisticating Machinery)

- Co je dobreé pro prirozeny jazyk, je dobré i pro (What is Good for Natural Language is Good for
formalni jazyk Formal Language)

10 | Znejsvadata (Know your data)

11 | Osvobod determinismus (Liberate Determinism)

12 | Ekonomie nepozornosti (Inattention Economy)

13 | Mozky mimo jazyk (Brains Beyond Language)

14 | Udrzuj svoji taktiku v tajnosti co nejdéle (Keep Your Stratagem Secret As Long as Possible)

15 | VSimej si symbol0, vyznam bude nasledovat (Take Care of the Symbols, The Sense Will Follow)

16 | Kreativita hmoty (The Creativity of Matter)




Zla media (Evil Media)

Zakladni koncepty evil media studies

Klicové myslenky:
m Mimo reprezentaci

m Zpredmetneny jazyk

m lracionalita (sofistika programovani)
m Afekt

m Hypnoticka sugesce

]

Princip zla




