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Summary

Keywords: viral, virality, computer viruses, anomalies, digital culture, (in)security, cybo-
avatarisation, cyberspace, information and data, semantic web, web 2.0, internet culture,

contagion, machine.

Our research is centred on the subject of viral theory and we try to establish an
introduction to these analysis in romanian culture. Also, one of our most relevant goal is to
recover the viral signifiance through three filters: socio-cultural element, data culture or
tehno-informational paradigma and viral aesthetics. The hypothesis of our phd is
represented by current situs in an era of (in)security and paradigmatic flow. This kind of
situation in-between or in-passage creates the possibility of invisibility, which opens the
door for the capture. An entire culture is affected by this attempt to catch a moment or a
capture of flow. The action is related with the print screen when you try to catch
something which is moving on the screen with an accelerated speed. We talk about a true
flow of data and information when everything seems to be indexed into an universal
archive and we play the role of the analyst. We must to re-interpret the world in this new
situation, where information was reduced to data, in a post-strusturalist manner. This
possible reduction argues not a simpification or clarification, similar with the predictions
of semantic web, but a regular archiving of data. Placed in the data stream, we are able to
discover the transitions of man-machine coupling and the re-signification of subject
condition/ his (re)constitution in cyberspace. Everything is put in connexion with
everything, and this thing seems to be the first element of subject constitution starting. In
fact, the subject (re)constitution start in connection, not in the action of prosthesis. Our
analysis moves forward and touches the paradigmatic flow of information-data couple. We
are agree with the affirmations about the society of risk and we developed the tech-virality
into the flow of data. Not just technology or exponential growths are implied here, but the
entire culture and his products. Viral phenomena are generally applied, in our case, and
this represent the possibility to discuss about how virality transgress his own state. A new

paradigm presents the simptoms of an economy of attention, where the gazes are directed



to the nosiest element. What moves inside an archive represent the viral element, but our
aim is to recover his dual face: the pathogenic — epidemiological face and the benevolent
and creative face.

The first part represent an reconsideration of subject (re)constitution in cyberspace.
This is the socio-cultural filter of our analysis, started from the virtual space habitation and
the man-machine ensemble. With de-territorialisation and re-territorialisation mechanisms
centred in current discourse, we make an interesting inversion: the machine extends to the
real space, in reality. So, sunject is situated in front of the monitor and starts the virtual
(re)constitution. He takes some virtual faces in the process of interfacing with machine, but
the entire process is not a kind of cyborgisation, because we say that there is no clear
temporal boundarie between cyborgisation and avatarisation. In fact, our conclusion is that
the process of virtual (re)constitution is presented as a cybo-avatarisation, human as cyborg
and avatar (we prefer virtual subject) in the same time. Of course, here we are faced with a
phenomenological situation, because the subject (re)constitution can raise the problem of
solipsim or isolationism. The solution is given in chapter 1.6: Viral Cyberfriend: face-a-
ecran-a-ecran-a-face. We modify the levinasian schema face-a-face by the transgression in
cyberspace and the man-machine coupling inclusion. So, the new schematism becomes:
face-a-ecran-a-ecran-a-face and everything is re-symbolized. In these new relations of
virtual faces, intermediated by the screen (see the screen metaphor), we can discuss about
an entire network, an opened and social network. Our interest is not to maintain the speech
around futuristic post-human or trans-human paradigm, but to analyse how it works the
relationships construction in cyberspace, a space without a space, and how connection

becames a viral phenomenon.

The second part expose the techno-informational paradigm, as we call it, that
characterize the informational — data flow. In the open network every system is vulnerable
and we take Fred Cohen’s theories about that and put together with Jussi Parikka’s work.
We are agree with the data archiving and the solution given by media archeology, but we
must to avoid the radical reduction to simple data in a post-structuralist way. There is a
chaotic univers in front of the subject cybo-avatarisation and we must to think to indexing
data not in a static way, but being in the stream or in the flow of data, which propose a
continuous changing. The virus ontology is discussed in a close connection with the
transitivity, the first element of viruses contagion and spreading in the network, and his

media turn. Also, we make in this section a distinction between viral pathogenity and Viral



2.0, as we call the benevolent virus action and his situs. The virus as epidemiological
element is seen as a bad object, a malicious, self-reproductive and self-autonomous
organism which is capable to infect the entire network and affect his functionality. We
examined the virus as a machine autopoietic and allopoietic in the same time, due his
spreading and his replication which give further more mutations. In this system the
mutation is very important because involves a virus transformation and his replications
propose another replications in a continuous circle of replicating without redundancy. The
cybo-avatarisation action is placed in this kind of flow and the virtual subject is
(re)constituted without any restrictions in the vulnerable and opened network. In fact, our
analysis follow the first virtual subject traces in cyberspace: the user is de-constructed and
we find his first manifestations in virtual space — his faces and his writing (écriture) as a
trace. Each of two elements is a corpus of cod or a set of code lines, oscillating between
visual and invisibility. The metaphorical code involves the possibility of switching
between among several semantic units or semantic interpretations. This thing seems to be a
very powerful tool for virtual subject determination or his freedom of expression
limitation, meaning manifestation. We placed this research in the field of the next
exponential growth: Web 3.0 or semantic web. This viral trend can be defined like an

clarification of chaotic Web 2.0.

The third part offers some analysis about viral products in cyberspace as aesthetic
objects. We discuss the possibility of an viral aesthethic, primed in the middle of viral
culture. Our arguments start with the dualism software-art in the case of the net.art
mouvement. Even if Alexei Shulgin said that Web 2.0 represent the end of net.art, we are
convinced that still exist an entire debate regarding the boundaries between art and
software. We think that this one still alives inside the viral aesthetics, where we can
analyze the bad objects in art and how an artistic product becames viral. The more relevant
example for this kind of analysis is represented by the transgressive art. The transgressive
object is placed in passage, in between of his own becoming. We can’t talk about a static
moment of his evolution, but just about a capture of his mutations. Darko Maver project is
analyzed both from the point of view of transgressive art and the point of view of software
culture. The methods used for built the entire prank are composed by tactical media,
software products, trangressive art, the viral marketing, the paradigmatic flow in aesthetic
and the first network openings in the late *90. Darko Maver represent a true model for viral

aesthetics and early the Web 2.0 functionality. His manifestations are syimptoms for an



epidemiological contagion: the virus itself, the spreading, the network affected and the
mutations. Where everything is connecting with everything it is not so hard to insert a virus
and observe the effects of this infection. Our analysis move forward and take the example
of objects manifestations in the cyberspace. So, the (em)bodiement as (in)corporation in
the video games is like the cybo-avatarisation processuality. The character waits in
cyberspace as a body-without-organs and the extern action or flow upon him is given by
cybo-avatarisation or the gamer connection to the game space. Gazira Babeli (analized in
chapter 111.2 — (Em)bodied code: self construction in SL) represent a good example for
machine extension into reality. We re-think this situation through the symbolic turn made
by human-machine couple. The human extension in cyberspace is replaced by the machine
extension in reality. Gazira Babeli gives interviews, participates to real exhibitions with her
products and sells in real life custom objects with her signs. Also, the body-without-organs
is represented by the source-code, which is fully accessible to gamers. Now, the subject is
(de)constructed in front of this (em)bodiement and then he is (re)constituted in connection.
We talk not about an anxiety of connection, but about an anxiety of deconnection, when
the subject is forget in real space. For this situation computer games gave the solution: the

mobility game, realized with mobile devices and wireless connexions.

Our research is connected with international trends and the current cultural
paradigms. Jussi Parikka talked in 2007 about Digital Contagions and his solutions was
centred on media archeology. In 2013 Parikka insist for a current mutation of what
represent today media, which will be translated into an archive. We say that our aim is to
encrypt data into code and then to decrypt the archive for understand the viral mechanisms.
We are now in the position of an analyst who interprets the entire flow of data in the
cyberspace. Here, in this dynamic hyper-archive, are designed the (in)security and subject
(re)constitution. The virus ontology gives us the symptoms of how it works the contagion
in cyberspace. The noise give up being the infection announcement or accidental
epidemiology, although Joseph Nechvatal placed the immersion into noise in the center of
his analysis. The noise became the sign of visibility at Nechvatal and he makes some
references at Parikka’s work. The contagion theory is approached by Tony Sampson in his
struggle to resuscitate tardean theories together with deleuze-guattarian ontological world.
Our research primed Sampson’s theories about virality in the stage of social construction in
cyberspace. The social network in virtual space is analized in connexion with contagion

theory. Virtual nomadism is adjusted with virtual interrelation, which means that the map



is (re)territorialized or discovered in connection and relation. The data flow makes us to
discuss about being in the stream and the references are centred on Lev Manovich. The
distinction between being viral and becoming viral is understood into the flow or into the
passage. Manovich proposes a return to software analysis as fundamental element of our

culture.

Our thesis succeds to open the research horizon of viral theory with three niches:
the socio-cultural thematization, the tehno-informational paradigm and the viral aesthetic.
Each section involves various references: Manuel Castells’s informationalism, Fred
Cohen’s analysis on computer viruses, viruses as autopoiesis and allopoiesis machines (See
Maturana & Varela), the spectator theory, the code as metaphor, the semantic web, viruses
as semi-autonomous machines (principles of automata on Von Neumann) and many others.
The second achievement is given by the turn in human — machine couple: the human
extension is replaced by the machine extension. The analysis was made in the first part of
our thesis. The third success of our research is represented by cybo-avatarisation concept,
wich means that there is not a clear distinction between cyborgization and avatarization.
The prosthesis and the virtual interface are designed in the same time in connection. The
first part is finished with this analysis and continued with the data flow and the subject
(de)construction. In this section, an important element is given by the (in)security and the
anomalies contagion. Our contribution is the analogy between cybo-avatarization and the
virus symptoms or the epidemiological mechanism of spreading. The last part brings a new
contribution of our research: the viral aesthetic conceptualization. Our attempt is a difficult
one because we try to propose a paradigmatic situs in the context of a continous changing.
We think that our research opens some interesting fields of analysis that must be continued
by future works. The analysis of bad objects in aesthetic start to be published on
ifilosofie.ro project. Also, we intend to continue the research and publish our results,
especially those that represent our apport on viral theory or viral philosophy (viral

philosophy is proposed by Jussi Parikka).



Selective bibliography

Books

Baba, Norio, et.al, (2012), Advanced Intelligent Paradigms in Computer Games, Springer
Berlin Heidelberg, New York;

Barabasi, Albert-Laszl6 (2003), Linked: How Everything is Connected to Everything Else
and What It Means for Business, Science, and Everyday Life, Plume, New York;

Bardini, Thierry (2011), Junkware, University of Minnesota, Minneapolis;

Castells, Manuel (2002), The Internet Galaxy: Reflections on the Internet, Business, and
Society, Oxford University Press, New York;

Castells, Manuel (1996), The Rise of the Network Society, MA: Blackwell, Cambridge;

Chomsky, Noam (1976), Studies on Semantics in Generative Grammar, Mouton — The
Hague, Paris;

Cohen, Fred (1986), Computer Viruses, tezd de doctorat sustinutd la Universitatea
California de Sud;

Curtis, Keith, (2010), After Software Wars, Keithcu Press, michigan University sau
disponibild in format PDF la http://keithcu.com/SoftwareWars.pdf;

Fuller, Matthew (2005), Media Ecology: Materialist Energies in Art and Technoculture,
MIT Press, Cambridge;

Galloway, Alexander (2004), Protocol: How Control Exists after Decentralization, MIT
Press, Cambridge;

Guattari, Félix (1995), Chaosmosis: an ethico-aesthetic paradigm. (orig.1992), trad. by
Paul Brain, Indiana University Press, Indianapolis;

Guattari, Félix (2000), The Three Ecologies (orig.1989), trad. by Ian Pindar si Paul
Sutton, Athlone Press, Londra;

Lovink, Geert (2004), Cultura digitala: Reflectii critice, trad. by Laura Bucur, ldeea,
Cluj;

Lovink, Geert,(2008) Zero Comments. Blogging and Critical Internet Culture,Routledge /
Taylor & Francis Group;

Lovink, Geert (2003), Dark Fiber: Tracking Critical Internet Culture, The MIT Press,
Cambridge & MA Londra;


http://keithcu.com/SoftwareWars.pdf

Lovink, Geert, (2005), The Principle of Notworking . Concepts in Critical Internet
Culture, Public Lecture, Hogeschool van Amsterdam;

Lovink, Geert (2009), Dynamics of Critical Internet Culture . An Archive of Content
Production, Institute of Network Cultures, Amsterdam;

Manovich, Lev (2001), Language of New Media, MIT Press, Cambridge;

Manovich, Lev, (2008), Software takes command, avaible at
http://lab.softwarestudies.com/2008/11/softbook.html, under Creative Commons
Attribution-Noncommercial-No Derivative Works 3.0 United States License;

Maturana, Humberto & Varela, Francisco (1980), Autopoiesis and Cognition. The
Realization of The Living, D. Reidel, Dordrecht;

Parikka, Jussi (2007), Digital Contagions. A Media Archeology of Computer Viruses,
Peter Lang, New York;

Parikka, Jussi (2012), What is Media Archaeology?, Polity Press, Cambridge;

Parisi, Luciana (2004), Abstract Sex: Philosophy, Bio-Technology and the Machine of
Desire, Continuum books, Londra & New York;

Sutherland, Ivan (2003), Sketchpad: A man-machine graphical communication system, in
Technical Report, nr. 574, Cambridge, based on dissertation sustained in 1963;

Tarde, Gabriel (1890), Les Lois de I'Imitation, Felix Alcan, Paris;
Tarde, Gabriel (2007), Opinia si multimea, Editura Comunicare.ro, Bucuresti;
Tarde, Gabriel, (1974), Underground Man, Hyperion Press, Westport, Connecticut;

Terranova, Tiziana (2004), Newtwork Culture. Politics for the Information Age, Pluto
Press, Londra;

Turkle, Sherry (1984/ 2005), The Second Self: Computers and the Human Spirit,
Cambridge, MA: MIT Press, 2005;

Turkle, Sherry (1996), The Life on the Screen. ldentity in the Age of the Internet,
Weidenfeld & Nicolson, Londra;

Turkle, Sherry (2008), The Inners History of Devices, MIT Press, Cambridge;

Varela, Francesco & Maturana, Humberto (1980), Autopoiesis and Cognition.
Realization of the Living, Boston;

Wiener, Norbert (1989), The Human use of Human Beings. Cybernetics and Society, Free
Association Book, Londra;


http://lab.softwarestudies.com/2008/11/softbook.html

Articole

Bardini, Thierry (2006), Hypervirus: A Clinical Report, in CTheory, 2.02 2006, avaible at
http://www.ctheory.net/articles.aspx?id=504, accessed on 23 July 2013;

Bartholl, Aram (2012), How to turn code into art, avaible at http://datenform.de/how-to-
code-2-art.html, accessed 23.08.2012;

Caronia, Antonio, Darko Maver doesn 't exist. avaible at http://www.nettime.org/Lists-
Archives/nettime-1-0003/msg00076.html, accessed on 20.07.2010;

Carr, Diane (2002), Play Dead. Genre and Affect in Silent Hill andPlanescape Torment,
in Game Studies, vol. Il1, nr.1, avaible at http://www.gamestudies.org/0301/carr/, accessed
on 02.05.2013,;

Eychenne, Fabien, (2013), Un écosyteme d’innovation singulier : les Shan Zhai, avaible
at http://www.internetactu.net/2012/07/04/un-ecosyteme-d%E2%80%99innovation-
sinqulier-les-shan-zhai/, accessed on 22.06.2013;

Fuller, Matthew (2007), Jussi Parikka interview, on ‘Digital Contagions, avaible at
http://www.spc.org/fuller/interviews/jussi-parikka-interview-on-digital-contagions/,
accessed on 24.04.2013;

Galloway, Alexander (2004), “Social Realism in Gaming, in The International Journal of
Computer Game Research”, vol v, nr.2, avaible at
http://www.gamestudies.org/0401/galloway/, accessed on 3.05.2013;

Manovich, Lev (2012), “I paint data”, avaible at http://lab.softwarestudies.com/2012/08/i-
paint-data.html?utm_source=twitterfeed&utm_ medium=twitter, accessed on 24.08.2012,;

Manovich, Lev (2012), Data stream, database, timeline: the forms of social media,
avaible at http://lab.softwarestudies.com/2012/10/data-stream-database-timeline-new.html,
accesat pe 27.10.2012;

Parikka, Jussi (2013), Tarde as Media Theorist’: an interview with Tony D. Sampson, in
Theory, Culture and Society Journal, avaible at
http://theoryculturesociety.blogspot.co.uk/2013/01/tarde-as-media-theorist-interview-
with.html, accessed on 23.04.2013;

Parikka, Jussi (2007), Contagion and Repetition: On the Viral Logic of Network Culture, in Ephemera,
vol 7(2), avaible at http://ephemeraweb.org/journal/7-2/7-2parikka.pdf, accessed on 25.04. 2013;

Parikka, Jussi (2005), The Universal Viral Machine: Bits, Parasites and Media Ecology of Network
Culture, in CTheory, avaible at http://www.ctheory.net/articles.aspx?id=500, accessed on
25.05.2013;

Sampson, Tony D. (2011), Contagion Theory Beyond the Microbe, avaible at
http://www.ctheory.net/articles.aspx?id=675, accessed on 23.04.2013;



http://www.ctheory.net/articles.aspx?id=504
http://datenform.de/how-to-code-2-art.html
http://datenform.de/how-to-code-2-art.html
http://www.nettime.org/Lists-Archives/nettime-l-0003/msg00076.html
http://www.nettime.org/Lists-Archives/nettime-l-0003/msg00076.html
http://www.gamestudies.org/0301/carr/
http://www.internetactu.net/2012/07/04/un-ecosyteme-d%e2%80%99innovation-singulier-les-shan-zhai/
http://www.internetactu.net/2012/07/04/un-ecosyteme-d%E2%80%99innovation-singulier-les-shan-zhai/
http://www.internetactu.net/2012/07/04/un-ecosyteme-d%E2%80%99innovation-singulier-les-shan-zhai/
http://www.spc.org/fuller/interviews/jussi-parikka-interview-on-digital-contagions/
http://www.gamestudies.org/0401/galloway/
http://lab.softwarestudies.com/2012/08/i-paint-data.html?
http://lab.softwarestudies.com/2012/08/i-paint-data.html?
http://lab.softwarestudies.com/2012/08/i-paint-data.html?
http://lab.softwarestudies.com/2012/08/i-paint-data.html?
http://lab.softwarestudies.com/2012/08/i-paint-data.html?utm_source=twitterfeed&utm_medium=twitter
http://lab.softwarestudies.com/2012/08/i-paint-data.html?utm_source=twitterfeed&utm_medium=twitter
http://lab.softwarestudies.com/2012/10/data-stream-database-timeline-new.html
http://theoryculturesociety.blogspot.co.uk/2013/01/tarde-as-media-theorist-interview-with.html
http://theoryculturesociety.blogspot.co.uk/2013/01/tarde-as-media-theorist-interview-with.html
http://theoryculturesociety.blogspot.co.uk/2013/01/tarde-as-media-theorist-interview-with.html
http://theoryculturesociety.blogspot.co.uk/2013/01/tarde-as-media-theorist-interview-with.html
http://ephemeraweb.org/journal/7-2/7-2parikka.pdf
http://www.ctheory.net/articles.aspx?id=500
http://www.ctheory.net/articles.aspx?id=675

Sampson, Tony D. (2012), The Age of Viral Reality and Revolutionary Contagion, avaible
at http://viralcontagion.wordpress.com/2012/04/27/the-age-of-viral-reality-and-
revolutionary-contagion-3/, accessed on 23.04.2013;

Sampson, Tony D. (2004), A Virus in Info-Space the open network and its enemies, in A
Journal of Media and Culture, avaible at http://journal.media-
culture.org.au/0406/07 Sampson.php, accessed on 20.04.2013;

Sampson, Tony D. (2007), The Accidental Topology of Digital Culture: How the Network
Becomes Viral, in Transformations, vol. 14, avaible at
http://www.transformationsjournal.org/journal/issue_14/article_05.shtml, accessed on
24.04.2013;

Sampson, Tony & Lugo, Jairo & Lossada, Merlyn, (2002), Latin America's New
Cultural Industries still Play Old Games, in The International Journal Computer Game
Research, avaible at http://www.gamestudies.org/0202/lugo/, accessed on 3.05.2013;

Thacker, Eugene (2005), Living Dead Networks, in The Fibreculture Journal, vol. 5,
avaible at http://four.fibreculturejournal.org/fcj-018-living-dead-networks/, accessed on
29.04.2013;

Thacker, Eugene (2004) Networks, Swarms, Multitudes (part Il), in CTheory, avaible at
http://www.ctheory.net/articles.aspx?id=423, accessed on 15.04.2013;

Thacker, Eugene (2005), Biophilosophy for the 21st Century, in CTheory, avaible at
http://www.ctheory.net/articles.aspx?id=472, accessed on 20.04.2013;



http://viralcontagion.wordpress.com/2012/04/27/the-age-of-viral-reality-and-revolutionary-contagion-3/
http://viralcontagion.wordpress.com/2012/04/27/the-age-of-viral-reality-and-revolutionary-contagion-3/
http://viralcontagion.wordpress.com/2012/04/27/the-age-of-viral-reality-and-revolutionary-contagion-3/
http://viralcontagion.wordpress.com/2012/04/27/the-age-of-viral-reality-and-revolutionary-contagion-3/
http://viralcontagion.wordpress.com/2012/04/27/the-age-of-viral-reality-and-revolutionary-contagion-3/
http://journal.media-culture.org.au/0406/07_Sampson.php
http://journal.media-culture.org.au/0406/07_Sampson.php
http://www.transformationsjournal.org/journal/issue_14/article_05.shtml
http://www.gamestudies.org/0202/lugo/
http://four.fibreculturejournal.org/fcj-018-living-dead-networks/
http://www.ctheory.net/articles.aspx?id=423
http://www.ctheory.net/articles.aspx?id=472

