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Aarseth a Wardrip-Fruin: komparacia ich definicii
programovatelného diela

= Espen Aarseth, Cybertext. Perspectives on Ergodic Literature, 1997

= kybertext
= Norbert Wiener, Cybernetics, Control and Communication in the Animal and the
Machine, 1984
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SOFTWARE ART: ESTETIKA

Aarseth a Wardrip-Fruin: komparacia ich definicii
programovatelného diela

= Espen Aarseth, Cybertext. Perspectives on Ergodic
Literature, 1997 See :: > HI-SCORE SCORE<2>

1218

= Kkybertext,/[...] sa zameriava na mechanicku

organizaciu textu, poukazujuc na zlozitosti média
ako neoddelitelnu sucast literarej vymeny.“ Je
konceptom Sirokej Skaly ,[...] moznych textualit, ktoré
Jje mozné vidiet ako typologie strojov, ako rozne
druhy literarmych komunikacnych systémov kde
funkcné rozdiely medzi mechanickymi ¢astami
zohravaju rozhodujucu dlohu pri urcovani |

s Software art: estetika :: Aarseth, Wardrip-
estetického procesu.” Fruin -



https://www.youtube.com/watch?v=axlx3o0codc

SOFTWARE ART: ESTETIKA

Aarseth a Wardrip-Fruin: komparacia ich definicii
programovatelného diela

= Espen Aarseth, Cybertext. Perspectives on Ergodic
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Obr. 1. SloZky neurditého roleplaying™ kybertextu (Aarseth, 1997, 5. 104). Fruin ::
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Aarseth a Wardrip-Fruin: komparacia ich definicii
programovatelného diela

PLAYER: Stroll around.

VOICE: The word “stroll” isn’t in your vocabulary.
PLAYER: Go for a walk.

VOICE: The word ‘walk‘can’t be used in that sense.

Deadline, Marc Blank, 1982

PLAYER: Fingerprint me.

VOICE: Upon looking over and dusting

the me you notice that there are no

good

fingerprints to be found.

PLAYER: Talk to Duffy. Software art: estetka : Aarseth, Wardrip-
VOICE: You can't talk to the Duffy! ~ Frin:

INTERACTIVE FRCTNOX
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Aarseth a Wardrip-Fruin: komparacia ich definicii
programovatelného diela

=  Wardrip-Fruin, Expressive Processing. Digital Fiction, Computer Games, and
Software Studies, 2009

" vyrazoveé spracovanie (expressive processing)
= 2 formy procesov:

= definuju pravidla spravania sa systému
= poukazuju k tomu, Co jednotlivé procesy vyjadruju vo svojom dizajne

Software art: estetika :: Aarseth, Wardrip-
Fruin ::
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=  Wardrip-Fruin, Expressive Processing. Digital Fiction, Computer Games, and

Aarseth a Wardrip-Fruin: komparacia ich definicii
programovatelného diela

Software Studies, 2009

Hra Pong
= PONG -

= vydana v roku 1972 spoloCnostou Atari

Online hra
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https://www.youtube.com/watch?v=XNRx5hc4gYc&list=PL94F47AC1629994AF
https://www.youtube.com/watch?v=XNRx5hc4gYc&list=PL94F47AC1629994AF
https://www.youtube.com/watch?v=XNRx5hc4gYc&list=PL94F47AC1629994AF
http://www.ponggame.org/
http://www.ponggame.org/
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Aarseth a Wardrip-Fruin: komparacia ich definicii
programovatelného diela

=  Wardrip-Fruin, Expressive Processing. Digital Fiction, Computer Games, and
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Obr. 2. Vztahy publika, dat a procest (Wardrip-Fruin, 2009, s, 12). Fruin ::
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Aarseth a Wardrip-Fruin: komparacia ich definicii
programovatelného diela

=  Wardrip-Fruin, Expressive Processing. Digital Fiction, Computer Games, and

Software Studies, 2009
» "Fale-Spi Eiect

= FEliza Effect
= SimCity Effect

ZatialCo Aarseth Citatelovi odkryva zakladny aspekt definicie kybertextu, ktorym je

mechanicka organizacia textu vyuzivajuca principy kalkulovanej produkcie a

Citatelov takéhoto textu posuva do role hraca,

Wardrip-Fruin nazyva fikcie produkované pocitacovymi strojmi za najvzrusujucejsie

prostriedky k odhaleniu buduicnosti. Software art: estetika :: Aarseth, Wardrip-

Fruin ::
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Kybertext — nastroj analyzy literarneho diela v prostredi
novych médii

= scriptony
= textony
= prenosna funkcia

,Kybertext je perspektiva vsetkych foriem textuality, spdsob rozSirenia rozsahu literarnych
Studii k zahrnutiu javov, ktore st dnes vnimané ako stojace mimo alebo na okraji pola
literatury. [...] Kybertext zdiela princip kalkulovanej produkcie, ale za nou uz neexistuje
zrejma jednota estetiky, tematiky, literarnej historie alebo dokonca materialnej technologie.
Kybertext je perspektiva, ktori pouzivam na popisanie a preskiimanie komunikacnych

Stratégii dynamickych textov.”
Aarseth, 1997 Software art: estetika :: Aarseth, Wardrip-

Fruin ::
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Kybertext — nastroj analyzy literarneho diela v prostredi
novych médii

,Elektronicka literatura, alebo e-lit, odkazuje k dielam s vyznamnymi literarnymi
hladiskami, ktoré vyuzivaju schopnosti a suvislosti poskytovanych samostatne stojacim
alebo zosietovanym pocitacom.”

(Electronic Literature Organization)

= ergodicka literatura - také diela, kde ma Citatel za tlohu vyvinut netrivialne usilie k
tomu, aby prechadzal textom namiesto toho, aby ho len interpretoval

Aarseth, 1997

Software art: estetika :: Aarseth, Wardrip-
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Kybertext — nastroj analyzy literarneho diela v prostredi

novych médii

 Tiny MUD Classic, 1989

@chown <object>=<player>. Changes the ownership of an object.
[@create <name> [=<cost>]. Creates a thing with the specified name.
@describe <object» [=<description>].

@dig <name>. Creates a new room

@fail <object> [=<message>].

@find [name]. Displays the name and number ...
@link <object>=<number>; @link <object>=here; @link <dir>|<room>=home.
@lock <object>=<key>.

@name <object>=<new name> [<password>]. Changes the name of <object>.
@ofail <object> [=<message>].

@open <dir>[;<other dir>]* [=<number>].

@osuccess <object> [=<message>].

[@set <object>=<flag>; @set <object>=!«flag>. Sets (or, with '!', unsets)
@success <object> [=<message>].

@unlink <dir>; @unlink here.

@unlock <object». Removes the lock on <object>.

whose name matches <name>.

[1] Julia has arrived.
[2] Stinz says, ‘Julia, may | have some pennies?’

[4] Raxas bonks Julia.

[5] Storm has arrived.

[6] Storm waves!

[7] Julia says, "Sorry, Stinz, you’re too new. Wait an hour
and ask again.’

[8] Mooncat rubs against Julia’s metal leg in a friendly
manner.

[9] Julia says 'I'm sorry, Quist, | don't like violence.’

[10] Julia says 'OIF, Raxas!’
111 liilia hace |oft
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Kybertext — nastroj analyzy literarneho diela v prostredi
novych médii

,Hry [...] su Casto simulacie; nie su statické labyrinty ako hypertexty alebo literarne fikcie
[...] Simulacie st bottom up; su komplexné systémy postavené na logickych pravidlach.”
Aarseth, 2001

Starsie vs. novSie pocitacoveé hry: —
= vztah medzi reprezentaciou hraca a
prostredia
= r6znost priestorovych reprezentacii
= Uroven pdsobenia hraca na svet hry

Adventure. 1979-1980 Diablo. 1996 Software art: estetika :: Aarseth, Wardrip-
’ ’ Fruin ::


https://www.youtube.com/watch?v=IW33-KaGgOY
https://www.youtube.com/watch?v=o1yQm9KuH6w
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Kybertext — nastroj analyzy literarneho diela v prostredi
novych médii

= problematika priestoru vo video hrach

alegorie priestoru: ,[...] tvaria sa, Ze predstavuju priestor ¢o najrealistickejSim spésobom,
ale st odkazané na odchylku od skutocnosti kvoli tomu, aby mohli ucinitt iluziu hratelnd.”

Aarseth, 2001
AT

MY

Myst, 1993 Myth, 1997
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https://www.youtube.com/watch?v=2b384kZKAJQ
https://www.youtube.com/watch?v=9wNZJBcADNQ
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Kybertext — nastroj analyzy literarneho diela v prostredi
novych médii

Eliza ako kybertext (Aarseth) a Eliza efekt (Wardrip-Fruin)

Aarseth: Eliza umoznuje [udsku konverzaciu so strojom, za ucelom projektovania
inteligencie do svojich mechanickych partnerov

Wardrip-Fruin: ,Eliza efekt [...] je termin, ktory sa vo vseobecnosti pouZiva k popisu
nie nezvycajnej iluzie, Ze interaktivny pocitacovy system je ‘inteligentnejsi” (alebo vo
svojej podstate komplexnejSi a schopnejsi) ako v skutocnosti je.”

konverzacny program Eliza, Joseph Weizenbaum, 1966
manifestacia programu: http://www.manifestation.com/neurotoys/eliza.php3

Software art: estetika :: Aarseth, Wardrip-
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https://www.youtube.com/watch?v=praF_0WbuQI
http://www.manifestation.com/neurotoys/eliza.php3
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Playable media a textove
inStrumenty

Playable texts

= inStrumentalne texty — texty, ktoré sa maju
hrat

= textové inStrumenty - nastroj k textove;
performance, ktory sa méze pouzit na hranie
réznych skladieb

Camille Utterback, Romy Achituv, Text Rain, 1999

Software art: estetika :: Aarseth, Wardrip-
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https://www.youtube.com/watch?v=GYvyuL-Mkjg
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Playable texts

= inStrumentalne texty — texty,

ktoré sa maju hrat

= John Cayley, riverlsland,

2002

Playable media a textove

dalone
hearing voices

of something past
echoes !

where the mossbank
shines
as 1t did

betore

returning

each evening

to this lakeside

through the deep woods
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Playable media a textove
inStrumenty

= Playable texts

= textove inStrumenty - nastroj k textovej performance,
ktory sa moze pouzit na hranie roznych skladieb

= Projekt Two n-gram instruments , 2004
= textové inStrumenty: Regime Change , News Reader

Ullwdailc dil. ©OLlCURd .. AdIdClU I, vvcuullp-
Fruin ::
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Aarseth a Wardrip-Fruin: komparacia
programovatelného diela

= Espen Aarseth, kybertext, Cybertext. Perspectives on Ergodic Literature, 1997)

= Noah Wardrip-Fruin, expressive processing (vyrazove spracovanie), Expressive
Processing. Digital Fiction, Computer Games, and Software Studies, 2009

Software art: estetika :: Aarseth, Wardrip-
Fruin ::



