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Summary

In this summary | will try to offer a sample of timeultiple aspects of the material traversed
towards the understanding of the virtual, a rowdeudnented in part in the text of this research.
There are aspects of the vitual which are not extety discussed in the body of the present
research but which comports major importance intlaf the all accelerating displacement of the
public discourse towards the opposite end of thigonoof signification, which motivates a
somewhat different approach of the subject of aiity on the basis of the characteristic social
discourse of our modern times. Nowadays is maybeerpoesent in our society than ever the
shifting character of truth accused in the popaleression: Orwell might be astonished. In light
of this verbal stereotype of postmodernity the éasion | am after writing these words might be
formulated as follows: the virtual space is thisa@p in which we carry out our day to day
existence and we ourselves can be understood assylvepresentations of our real human
possibility.

Before we commence with our discussion it mightimerder to place a confession, one of
admittance of ignorance regarding the subject éniticipient state of the research, and also the
evident incapacity to exhaust all and every aspe&nhowledge that is implied in this generous,
and, as | will try to demonstrate in what followsbsersive subject due to its capacity to disturb
the identification of the consciousness with theegireality. | will describe in a few words the
reasoning that that led to the formulation of tile ©of this research, a title that in spite of its
apparent lack of consistency on the first glimpisas been proven to be a useful point of
departure towards a special type of understandatgnly of art and the creative intention, but
also of the world we live in and of the understagdive have of it defined by the mental reflexes
we reproduce day by day. The genesis of thisltgkein its proximity to a type of development
of image in the process of artistic creation tmplies the use of digital technologies for 3D
modeling in the preparing stages. This method diff@rs a preliminary viewing of the artistic
intention is often used in the creative processnitiddly or not. Like other techniques of
preview, crayon sketching or photo-collage thatlhesn used as departure point in painting, this
technique has also the ability to detour the actistention but this time not due to its simphcit
and directness, but to its vast playground thatesomith enormous complexity. The almost

unlimited capacity for detail offered by the late$tthese kinds of software invites the artist to



linger, and have the tendency to show the classiealiums of art as being unwieldy and out of
date in contrast to the functions they presentthin same time the creative complexity can
emerge due to the combination of different softwamne different editions of the same digital
tool. For example the latest dedicated softwarsenes the artist with the possibility of detailing
the surface of tridimensional models comparabléhéoreproducing capabilities of the latest in
digital photography, in the same time offering fhessibility to combine the manual detailing
using a vast array of digital tools with the stétike technique, using photographs or other
images, that can be employed in a pictorial oroudl approach as well on the same model.
Concomitantly an obsolete algorithm of some suparated software offers the opportunity to
approach the process of creation in a gestural eransing the logic of the accidental. One
outdated software offers the possibility to abud®yithe way of a derutated digital code in order
to generate results similar to the way the gestursts in paining and in sculpture, at the same
time it offers a degree of control that is impoksito have around classical techniques thanks to
the undo capability that can be accessed by theoivaysimple command.

But talking about these kind of software we cardally talk about virtual reality unless the
resulting product is destined to be introduced praduction pipeline at the end of which there is
an immersive space, for example a videogame othanaiuch context where virtual reality is
implemented. Virtual reality is an advanced wayv@dualization which implies more than a
simple 3d software, it appears as product of aiBpeéechnology capable of implementing an
immersive 360 degree space which imitates the apedlations and visual perspective that
emerge naturally as a relationship of the real dvarhd the human sense organs. This is the
simple cause why in the formulation of the titlenoy research | opted for the texmtual space

and not for the other one, tivertual reality. This option had been proven to be a happy one
regarding the doors it had opened in the way ofnledge, but also an unhappy one because it
had been followed by the realization that therends discourse, be it in critical theory,
philosophy, of any other justifiable verbal constrin common language where these two terms,
the virtual and thespace are used in conjunction the one with the othefotan the symbolic
construct of thevirtual space. As | have shown in the body of the research wetalkk about an
augmented virtual reality as a technological regmegtion, about virtuality as an alternative
theory to the Aristotelian possibility, about viatitly as it appears in the common language

denoting something illusory [or in some other wafyedent from reality by way of a separate



existence in thought], but there is no virtual spadere these separate aspects of virtuality can
be observed. In the same time virtuality as it lsarthought of through its etymological root, i.e.
virtus, virtue invites the student who searchegherlimits of this notion to a creative approach.
Although the point of departure that directed tlesearch towards this area of theoretical
knowledge is to be located more in the proximitythed digitally augmented virtuality, as it can
be observed in the body of the thesis this asmeshortly abandoned due to its simplicity in
contrast with the more problematic aspects of gient In relationship with the technological
aspect the virtual appears only as a step forwardn the dotted line that carries through
cavepaintings, pompeian ambiental murald! é&ntury panorama painting, cinerama, futurama,
sensorama, Omnimax Theater and Imax Dome, and hisvance again total immersion
promised by virtual reality. Placed in this verbahstruction, in opposition as it is with the real,
the virtual is deprived of its creative capabili@ne of the other aspects of virtuality is the way
in which it appears in the postmodernist discouasglace where mostly is present as some kind
of unintended consequence and in the same timeeatetl mostly as a fenomenon not
sufficiently identified as a notion of its own t@ lsapable of existence outside of the discourse
where it can be find. In this category we can pldte mass-media analysis of Marshall
McLuhan, the society of total surveillance of Miehdoucault, the problem of the floating
signifier of Baudrillard, the lack of right undeasting in the Derridian deconstruction etc.
These discourses we have been referring are msutigting themselves in a kind of self-
imposed quarantine as they seclude themselves acaatemic milieu and refuse to engage whit
the social aspects of living. Of course, we worghy the fact that these discourses all of them
have at their basis one or another problem takam the reality of the social. But most of the
times they are contended with describing, with yrial the problem, with dissecting its socio-
cultural modes of manifestation. Very few of themogose to develop the subject around
guestions of practical action, they accept - eventheey denounce - a status quo of social
existence as inevitable even if it has been rezeghias being deplorable in the same time.
McLuhan enounces the equivalence of medium andagesavoiding to identify the message-
creator and its intention. Lyotard denounces tigatrio existence of the meta-narratives and
welcomes the advent of a society governed by ttegplay of micro-narratives, the equivalence
of the Wittgensteinian language-games, and is dethn@ a essay commissioned by the French

government. Lyotard avoids discussing the moraleetspf the fact that notions like self-



determination, the freedom from military, econororcinformational oppression, international
conventions and the human rights are also filedeunithe heading of language-games.
Representative for what Noam Chomsky calls ourliigisciplined intellectual class is the way
in which the dialog around this subject avoids dbestion at hand in place of which constructs
immediately an artificial dialectical position bghancing the sterile argument that a negation of
the meta-narratives in by itself a new meta-nareatmhis is a typically main-stream intellectual
and political move which aims to delegitimize invadce the real critical opposition by creating
a virtual dialectical position which fulfills itsote by keeping the dialog inside the limits of
acceptable discourse.

Towards the understanding of virtuality we have start by differentiating it from the
Aristotelian possibility. The extraordinary implicanhs emanating out of the creative thinking
which Deleuze has brought to philosophy and dddated exactly in this difference, that he has
placed virtuality in the very spot of Aristoteliginimus movens, replacing it and negating it. For
Aristotle the principle of causality defines all @fistence as inevitable ordeto know the cause

is to control the effect”. By originating the totality of existence frometltapacity of the virtual
Deleuze and Guattari presents a world in which fthenstart the future is open. A virtyaimus
movens means the liberty to be anything, anywhere, argitthrough the creative capacity of

virtuality.

The body of the research is divided into three mel@pters. These cannot be seen as levels of
depth in a thoroughgoing study as in an arboresstemtture, rather present a rhizomatic image,
term that itself is in fact proper to the discouddevirtuality ad which describes a relationship
between constitutive parts developed on the hotatgolane, a network-like relationship that
permits participation for elements of different urat In the first chapter entitledhe
Posthumanism of Representation in the Virtual Space this kind of approach offered itself
naturally due to the multitude of different aspeat&nowledge and expression where virtuality
is located, the aim being the identification ofnagch of these manifestations as possible where
they can be analysed in relationship with the airt"hrough the mapping of these different
aspects where virtuality appears in language, itst@r representation, in medicine, in
technology and in different combinations of these aannot talk really about categorization or

systematization of the gathered material, suchhalady approach is outside of our intention



and in honest also of our competence. Instead \weaphed the material in order to identify
the zones where different arias of discursivity egipto intersect with each other and create
notable singularities. Some of these points of eogence are the cyborg, the schizophrenic
individual as a conflicting plurality in itself, éhdividual always ready to enter into different
structural compositions, the assemblage, the dgsmachine, the happiness machine as the
ideal construct of the individual in a consumeristycbuilt and regulated by the spectacle, the
medical clone, the esthetic clone, the cyberngimcs, the autoerotic space, the monster, the
hybrid identity, the transgenic identity, the tecketishism and others. All of these aspects of
existence can be enumerated under the headingpsfiumanism, a term that denotes the
difference from a humanism understood as an anticeyric discourse. If in an earlier time the
human, meaning the white adult male appeared afinddeterm of the enumeration, these new
identities, or rather nonidentities appear as aweee of this obstacle, either by their own choice
as in the case of Donna Haraway’s cyborg, or byftihee of circumstances as in the case of

Frederic Jameson’s schizophrenic.

If the first chapter is dominated by concerns ctirastic of the school of critical theory, in the
next two chapters this gives way to a more diffidahguage due to the interest it takes in the
problem of virtuality as such, of the way in whicéin be understood and used as a particular tool
in understanding. Besides revisiting in more degspects of virtuality present in the writings of
Donna Haraway, Slavoj Zizek and others, these ensptre marked by the ideas of the French
philosopher Gilles Deleuze, ideas that put in ded#nt light the multiple aspects that are
contained in a philosophy of the virtual. Besideme returns and reevaluations of previously
encountered aspects as virtual reality, becomingseemblage, in the second and third chapters
entitled The Rhetoric of the Virtual Space respectivelyymagination and Reality in Virtual Space

we followed the above mentioned authors in a efforintroduce in the understanding of the
subject specific terms like multiplicity, articuiam, the plane of immanence, the body without

organs or essence and possibility as opposedttaiiy.

If in the moment of the formulation of the title die present research the personal artistic
preoccupation was dominated by the human figuretlaadivirtual] space appeared in the artistic

approach and in the image itself as a kind of geperand shelter, a kind of inseparable



environment of the figure, the path taken along #hbeve described lines has the defining
capacity of presenting itself as a force capablieasfsforming the creative intention by reversing
the position of the dominant. As much as the irsieneoves away from a postmodern discourse
dominated by the figure of a human being abusedhley mass-media and the technologic
apparatus that tends to absorb it, by the diagrmmisdispositifs of control and discipline that
transforms its subjectivity or projects onto it@pletely new and alien one, and thus redirects
its attention to the absence of real human capag#tynuch this absence projects itself onto the
image to the point where it disappears entirela dgure and we can only talk about it in the
deleuzian terms or theissing people, as a human agent which as will or intention isegib.
Moreover, in light of the more and more acceleratieidting, especially in the last decade of the
global political discourse towards a delirious @aiesis which is gradually evacuated of
familiar universal values, a new human renaissaimarigh the creative power of the multitude
promised by thenew left appears as definitively compromised. As such,ctbrecrete, tangible
result of amajor discourse is revealed as a geological time thatamecallanthropolithic, an era
where the human presence is first and foremostrappan the ecological disaster produced. The
force of this major discourse is in such a way dwnt that any opposition coming from a minor
discourse risks throwing its source into illegalifyne works present in the exposition by the
same title as the research project are thus coadesit some of these aspects. Are taken up
minor themes as ecology, the violence of the imabe, complicity of the mediums of

information.

The reproductive space of illusion is taking oVee place of the productive real space. One
definition of the virtual is as follows: virtual ighat which is not real, but displays the full
qualities of the real - in a plainly actual (i.eqt potential) - way. Is exactly the differencettha
Deleuze observes in the manifestation of the Virisaopposed to the potential. Whit regard to
this definition we can observe that the effectyiglial can be positive but it can be negative as
well. Under its positive capacity it can be usedefifect the production of a reality the
actualization of which is not defined and as sudistmcted by the potentiality [in the
Aristotelian example the potential of the acoroliiged to be actualized in only one possibility,
that of the oak tree, as such it does not presemgva creation because the result is defined

throughout by the premises]. Under the negativeaci&yp virtuality is used to obstruct the



creativity or the real by replacing it with thetual in the form of the illusion. This latter aspec
is the one we are witnessing in the form of tecbgigial progress and the replacement of
existence with its image in postmodernity. As tiistematic promotion and daily reinforcement
of the positive thinking represented by the affitim@a of the given occupies the entirety of the
informational spectrum through the mass media, rémsilt in the narrowing of the universe of
communication until it reaches the level of mechahreproduction. What disappears is the
critical thinking, the only thing capable of traesdence over the given reality. It results a
consciousness in which thinking is epurated fra@creative rationality and its place is occupied
by the mental graft interiorized as the correctithabthought, where thought is not thought at
all, instead is the form of the described mentddavér, the mimetic reaction of an inexistent
self, in fact the reactions of the establishmes#lftwhich prescribes it, reproduced automatically
by every individual. The tension between appearamckreality disappears, reality is prescribed
and reproduced on the bases of this prescriptiahtlaa illusion recreated by every individual
occupies effectively the functional aspects of itgalnside this virtual space the self is an
illusion reproduced by the mass media in every digehicle, in the recipient abused into
docility we call men.

In the dominion extended to the global even thatertial space, security is represented not by
peace, instead by the reverse of it accepted asebessary form of manifestation of the world
peace, permanent war. This is the way it might bdetstood the migration of contradiction
from the sentence to the subject. The fact of théenobserved half a century ago by Orwell in
the form “war is peace” is today simply peace. @r.viNo matter which one of the terms is used,
they do not have different values except maybehetaric. In reality we find what Alliez and
Negri calls “[a] theatre for a total war aiming attotal peace”. What Marcuse in the 60’s
observes as lack of negation in the dialecticatsgaday appears as a problem of space itself,
because reality is found lacking of this space otagonism itself. Negation in this
unidimentional space appears as an aberratioredfitliectical affirmative: war against war.
Postmodern man appears in this space as nothiegbeilsits own hyperreal representation
generated by the power to be whit the use of thesnmaedia, as the true human potential is
effectively banned, erased completely from the emtiVe consciousness together with the
dissolving of that consciousness as a possibléasrrand the same time the territory of new

possibilities. The human potential identified aslrprogress is replaced by the continuous



reproduction of the same moment in the happineshima activated in every individual. Human
time is stopped, all that it flows is the technatad) time of the machine that men become.
Reality is short circuited in illusion, in a coltae hallucination that we have been convinced
that is better than reality, in any case it wilbfgct us from our own potentiality. The human
disaster in Matrix is not a distant threat that iéssvas in the future, it has already happened aind i
continues to be valid in the present, only that ¢blective hallucination resembles more and
more and for a growing number of users to some kihdightmare. In such a virtual world
resistance cannot mean anything unless first itnmeasistance in the face of the threat of the
emptying of consciousness with the vanishing ofgbssibility. Is the permanent restoration of
the space of antagonism employing the exercisasbbrical memory. Is what Jan saysThe
Educators: “For all revolutions, one thing is clear...Evésome didn’t work, the most important
thing is...that the best ideas survived”.

Creative virtuality must be obtained by projectiagnultiplicity of lines of flight, by forging
alliances, monstrous pacts which generates mugteyeates subterranean shoots, rhizomes that
offer evading paths out of the order of quantieossibility towards the virtuality of qualitative
transformation. Creative man, the productive hureaistence solely capable of reversing the
reproduction of the image of men is defined asctiygability of the virtual multiplicity through
the pact, through the alliance, through the assageblMen needs to learn to live in the
continuum of mobile duration and leave the segmgritamobile time, to understand directly
through intuition and leave the artificial, inditamderstanding of analysis. Analysis will never
understand even the simplest action as a walk,useca walk is a assemblage. Man, path,
landscape and the time of day makes this assemlitagecnters the conscience unmediated
through the intuition. A walk is a becoming in pagation where man enters into alliance with
the path, the landscape and the time of day, hee¢ethe categorical existence as being and
becomes a walk. This is how we have to see theaméfecoming in Deleuze’s writings where
man picks a line of flight, an exit point from Ataselian categories, picks not God [who still
exists in relation of verticality in the order dfings and creatures] but the beast, the nocturnal
alliance that makes him a werewolf and withdraws fiom stone-still human time. And every
child knows, except Freud - says Deleuze - thabk mever comes in singular, he is a pack and

he will not be defined by the subject but by theovevolfing.



