Argumentation for PhD “miraculus”  

I. Introduction: Approach

The topic: This thesis investigates real-time three-dimensional virtual environments. It is not a new media poetics with direct use for all interactive digital content delivery forms. But the findings for RT 3D VE might be applied to an interpretation suitable for other computer content structures and might prove valuable for other work in this area as 3D gains more and more importance (e.g. in the internet, HCI, or sound development). 

The problem: Based on mathematical rules virtual spaces lack any given social or historical context. They can be anything anywhere as their initial context is mathematical. One has to make sense of these worlds by implying some kind of structure without which they are not (or at least less
) accessible for human users.

The thesis: RT 3D VE become more dramatic and thereby more meaningfully structured and relevant (and more “places
”) when they use narrative techniques. More relevance and meaning makes RT 3D VE suitable for a wider variety of activities for human users and thereby extends their value.

The discussion of my approach: I outline various research projects and literature references that were of importance and served as guidelines for this thesis
. My approach differs in comparison to many of them, as it does not apply any given media structure onto RT 3D VE. I consider virtual space a medium
 – intrinsically different from other digitally transmitted, generated, or modified content (e.g. digital video, sound, or texts). [Do I deliver the description and definition of this medium here already? Or shouldn’t this be more of a round up of the field so far] And its narrative qualities depend on the specifics of this media. Thus, their exploration has to start from these specifics or at least take them into account wherever possible. Simply applying a different narrative/structural logic e.g. a literary theory as seen in many Hypertext books, or a cinematic theory without finding the media’s own language first can distort the research findings as such efforts start off from the traditional media they quote and threaten to miss the origins of the RT 3D VE media
 on this expense. 

The argumentation of this thesis is from the general to the most specific
: starting from the analysis of digital media concentrating more and more on the specifics of RT 3D VE as part of them (Part One), then looking for structuring qualities within these specified elements for RT 3D VE (Part Two) and finally offering practical ways how to arrange the specified elements in such a way that their dramatic potential can be structured and used (Part Three)

II. Part One: Analysis 
of crucial elements of RT 3D VE

I identify and discuss the main elements of RT 3D VE first how they are based in the technical conditions of the computer and then what constitutes their difference to other media delivered by computers. 

What are the necessary ingredients for a RT 3D VE (apart from the obvious hard- and software)? – Functionality and Presentation are integral parts 
of interactive computer systems. How do RT 3D VE use these ingredients in their unique way? By applying a unique space-time relationship to them. As the experience of space always happens over a period of time – this combination of an experience stretched over a period of time spent within a virtual space is the experience of virtual space as media; intrinsically different to MUDs or 2D games.

The first part of this chapter will identify the basic computer given elements and describe each element’s importance.

· Functionality (mainly tackling the interactivity 
element) – as the means by which users can talk to their computer systems

· Presentation (mainly the audio-visual and tactile elements – coded in the system) are the means by which computer talk to their users
 

These two elements are both rooted in the code, the numerical nature of computers. They are typical for all 
content delivered through a computer. In order to concentrate on the chosen field of RT 3D VE we have to emphasise those aspects that are typical for RT 3D VE and not included in any other digital piece (e.g. not in web pages): This aspect is the element of space leading to the discussion of how this space is created and how it is used.

Space creation how is space created in RT 3D VE and what are the underlying rules and limitations? The maths behind the magic that relates to the “code is law” attitude from the first part of this argument; 

· technical ingredients such as polygons, textures, lighting conditions leading to a note on how such a place can be manipulated e.g. animated architecture, interaction with a virtual structure (from collision to killing it to refining your own desired interaction with such a structure)

· Physical world and virtual space – argument: structuring the space follows comparable structuring principles e.g. here I will relate to Alexander and Ching 
· [kind of conclusion of this point:] Space as an active element – one the one hand virtual space can have different (not more) functionality than real space – on the other this needs to be pre-programmed 
Experience of virtual space addresses the point that space is read/ experienced differently than text and therefore its narrative quality is different. 
· Immersion in virtual space – in contrast to immersion in 2D events or text events; argument: the level of Presence is different in different presentation forms (e.g. textual MUDs, 2D web pages, and finally 3D worlds)

· Time in virtual space – argument: most spaces can only be explored bit by bit, one can never see the whole structure at once – the same is true for stories
 

· Theatre and virtual space? – the idea of a stage: space as a place to do something special in (or is this wiped out as I say a stage is a film set due to mediation? – could be part of the cinematic point)

· [kind of conclusion of this point:] Cinema and virtual space – how the presentation influences the creation of space and draws RT 3D VE space towards cinema space; e.g. revealing only parts of the structure at any given time, using editing, using spatial connections [NOTE: in CT the space between the characters was becoming very important and challenging for the narrative as well as for the camera work – this mixture does not exist in CAD stuff or 

Summarising, we have narrowed down and drawn the line from the computer given functionality / presentation to the main element of RT 3D VE: space. This space has been discussed in respect to the user’s immersion, the operation of time and the spatial structuring of the whole. In films as well as in physical architecture and RT 3D VE the user is asked to understand the space and create a cognitive map 
 (see Lynch). It is in such a map that space and time have a real-time as well as cognitive dimension and merge in the user’s experience. The special element of RT 3D VE is that they combine in the creation of such a map the architectural side with non-linear elements. [NOTE: could this dimension of cognitive aspects be even a final proof of space as media? As all media do have to include this part of the cognitive processes of the user/reader/audience?]
Concluding we can state that virtual space works as a media with references but clear distinctions from other content delivery forms (such as film, theatre, or architecture). Now we have to look into how we can transport what with such a media.

III. Part two: Narrative structures of RT 3D VE

Discussing the creation and narration/mediation as main elements offered by the computer for the shaping of a experience of a RT 3D VE, this chapter develops the concept further to the idea of a cognitive Story Map, a map that comes to life in the user’s mind while immersed in the RT 3D VE. Especially mediation is described as the new tool for shaping such a map.

Isn’t this telling the same thing twice? The “reading” or “experiencing” of space above and the creation/narration below? Might be more detailed below versus more general descriptive above but looks like the same thing to me – and writing the same thing twice will cause all kinds of logical troubles!!! Maybe one part just about the experience of space?
Having developed the cognitive map and its generation as an essential part of the dramatic functionality of RT 3D VE one has to look into the means by which such a cognitive map is created and what influences its creation. 

Where is the drama in this process? What are future possibilities and where are the limitations of drama in it?

The unique dramatic potential lies in the dualism of creation and narration for the user. [NOTE: The argumentation refers back to the ground technically prepared 
in the dualistic “functionality” versus “presentation” part above.]
The creation of the text
/experience (part of the “functionality”) is happening on a theatre-like performance layer. Here I will talk about the 

· Present Active Moment and the 

· improvisational aspects of users interacting with RT 3D VE 

This is clearly the layer of creation of a text – users as co-authors in a collaborative creative process together with the computer system. The truly limiting partner in this collaboration is the computer as this text generation depends on a user-computer interaction and thereby on the 

· computer's technical limitations (“the code is law”) 

· as well as computer dependent aesthetics (the “origin of Mario’s cap”).

Therefore, a discussion of the rule-govern world of technology inside the computer is a necessary sub-part of this chapter. On the other end of this collaboration the creation is a user-dependent activity and forms a core element of the user’s “experience” of the space/time conditions of the delivered content (content here not being the 3D world but the thing inside of them that might include dreams, time lapses, jump cuts, flashbacks …). 

The virtual space is a stage.

The narration of the experience (part of the “presentation”) happens on the layer of spatial mediation. It is here where Bolter/Grusin’s Remediation is of importance and where we will concentrate on film as the main referred to media finishing the discussion of the virtual camera e.g. the Camera Genie as well as editing 
in space, which describes the virtual space as a mean of not necessarily linear mediation. Space becomes an element as flexible as time. [NOTE: wow! Very brave but again: haven’t we said this in the chapter above?]
Drawing the conclusion: the two elements of space and time are responsible for the creation of the Story Map (a text, not a work in Barthes’ sense) in a user’s mind while experiencing a RT 3D VE. Such a map is build in the user’s mind while exploring (interactively) the space of the RT 3D over a certain period of time. This map is based on a spatially organised narrative that is created and “read” differently from the way other narrative structures (such as films and books) are
 plus such a “reading” depends on the mediation techniques offered by the computer that turn an interactive event into a narration. Thus, the elements that create such a map are a mixture of personal associations, events happening within the space, the spatial structure itself
. But where in physical reality the body is the point of reference for such an experience, in RT 3D VE the lack of the body demands a mediation of the interactive events towards the user’s body – the last part that influences such a Story Map. This is the part of the narration.

Concluding we have found various dramatic means that are deeply rooted inside the defining part of RT 3D VE. We also – almost unnoticed – and here would be a nice point to elaborate on that in an excurse – have defined a user’s position in relation to the RT 3D VE.

We also have outlined the complexity of space in RT 3D VE as it is a stage as well as a media – experienced linear but itself not necessarily linear; just like time in a narration. Now that I have discussed what creates such a story map, the question then has to be: how can we evoke, influence, and optimise this creation in order to make a RT 3D VE more worthwhile? 

This picks up the thread of the narrative nature of my thesis but now asks a more detailed question towards its implementation. We have specified the problem to the concept of the Story Map.

IV. Part Three: Spatial Arrangement of the Narrative Structures and their Impact on the Virtual World

The third part will identify some way in which we can implement the identified dramatic means into the story map. The difficult part here is, that these ways have to work on a narrative as well as creative level while influencing space and time
. The methods have to be backward compatible from RT 3D VE down to the basic functionality + presentation of computers in general.

The three techniques suggested are: 

motifs (stretching the concept of film motifs 
into architectural virtual space), 

and character based approaches (one part here will refer to archetypes, another to more AI stuff – finishing the Camera Genie argument).

the globe (expanding the idea of the monomyth towards an explorable 3D version of Campbell’s model), 

[NOTE: could I build up from one suggestion to another? Motifs can be implemented using characters, characters can made more valuable through the globe – also: motifs might be a outline of semiotic fields, characters represent singular elements inside the field, globes represent the mini-cosmos inside the characters which in itself functions like motifs (remember the clouds metaphor, and the weather metaphor for motifs covering the globe) here we also offer the various design decisions and case studies from my projects – one could also contrast the narrative RT 3D VE with non-narrative ones or with solid/physical worlds]

V. Conclusion: Where Space and Story merge

[NOTE: this looks and feels much more like a conclusion to the half-baked Part three than an own chapter]
The conclusion will recapitulate the step from identification of the RT 3D VE specific elements, to the discovery of these elements’ dramatic range, and the application of these possibilities in a structure for narrative RT 3D VE. 

�PAGE \# "'Page: '#'�'"  �� See the Novak structures


�PAGE \# "'Page: '#'�'"  �� This might stay a sub-chapter like the “genius loci” one – not a core element of the same importance as drama – so do not put it in your main introduction but in the space discussion later


�PAGE \# "'Page: '#'�'"  �� This paragraph puts my stuff in relation to other research so far – it also does not say “I am better than the rest” but I consider the awakening of the media specific elements as a continuous process; works like mine or Murray’s or Galyean or Manovich move further and further into this necessary area of media specific elements and – for example – away from the “truths” of the Cyberspace visionaries such as Laurel’s first books; I think this is a process of “new things and thinking sinking in”


�PAGE \# "'Page: '#'�'"  �� We might say that the computer does not simply integrate different media (film, 2D, sound etc.) but instead it generates different media (digital film is NOT like film, digital sound is NOT like traditional sound …) ergo: multimedia not from the point of view of a multitude of media being represented in the computer but the computer creating a multitude of new media (that refer to different traditional and available media so far) – this also mirrors the approach to look from the computer outwards and not from traditional media into the computer representations


�PAGE \# "'Page: '#'�'"  �� example: Murray’s laudible “VR is a stage” that then falls short as she does not discuss the spatial qualities (and a stage is mainly a space) that are typical for RT 3D VE; she concentrates on the functionality but the space is integral part of shaping a stage’s functionality


�PAGE \# "'Page: '#'�'"  �� this is a specific vision, not a general approach as Murray or Manovich – who usually fall short when it comes down to the details of narrative RT 3D VE when drawing the bigger picture (e.g. Manovich p 215 draws the conclusion between film and RT 3D VE VERY fast and rough)


�PAGE \# "'Page: '#'�'"  �� Space as media?


�PAGE \# "'Page: '#'�'"  �� See in cinema: film production which includes the shooting of separate clips and presentation which shows the assembled clips – this created the media specific cinematic language – comparable functionality is part of the interactive media language


�PAGE \# "'Page: '#'�'"  �� Looking at Manovich p 59: distinguish between interactivity from a cognitive view and interactivity due to programmable content; NOTE: both parts are relevant and good! And I am going down the route that cognitive maps (!) like cognitive film reading (e.g. Bordwell) are one part of the whole thing; it is a user-centered part, though, not a technology based one – unless we can make clear that the creation of space in RT 3D VE is what drives my thesis [in fact Manovich goes further down the road in this direction p 59f]


�PAGE \# "'Page: '#'�'"  �� A surprising sub-part of my thesis is that RT 3D VE, in fact, rely on elements that suggest themselves to be used in narrative ways (like cinematic language). [Manovich argues a bit in that line, too in reference to cinema p 232]


�PAGE \# "'Page: '#'�'"  �� Note that the gap between functionality and presentation versus space (and maybe time?) is widening; I can see a even clearer division coming up where the awkward “positioning of the user” simply gets part of the space; like the heading for this chapter said: I start with the specific of all computer systems and then narrow down to the RT 3D VE


�PAGE \# "'Page: '#'�'"  �� stories can jump to a level that one did not consider to be the most important one e.g. Psycho’s killing of the star 10 minutes into the film equalling a different point of view towards the same thing – they can plant and pay off elements e.g. “show the gun in the first 5 minutes” etc.


�PAGE \# "'Page: '#'�'"  �� Note that my step from Heidegger to Lynch “one has to read the space – ergo we need cognitive maps” is not really smooth; we might read it without this map in a pure Ching world - - also: see that “destruction” of space is rightly mentioned as an activity of users towards space – now what about the exploration itself? The process we have to do BEFORE we change actively the space as architects? - - also: Heidegger’s bridge can be seen in very different ways that can evoke very different mental images, thus depending on the mediation the understanding of the thing varies (e.g. a close up of the bolts of the Golden Gate bridge evokes rhythm and repetition, while a whole shot is probably more of an axis and symmetry view; also: see Manovich about cognitive reading (here more Bordwell and film stuff, though but nice logic) also Manovich 232 – note the clear distinction between the ergodic technical side and the cognitive experiential side – both are necessary and form a basic dualism in new media – PUT IN AND USE EARLIER


�PAGE \# "'Page: '#'�'"  �� “prepared” meaning: I did discuss things like interfaces and interactive access but not in a textual context – only in a technical way


�PAGE \# "'Page: '#'�'"  ��in relation to narrative as consisting of text, story, and fabula: if an author as assembled the elements in a narrative way – let’s maybe call it fabula - and the user creates the story from it through a textual process – then the user creating 2/3 of the narrative – Manovich does not see this (Manovich 2001 p 228)


�PAGE \# "'Page: '#'�'"  �� just a sidenote: in ME they had to teleport the hero a bit into the map as the door trigger might have been activated and beamed him back otherwise; same in Zanzarah and CT – even more so in CH as we teleport Amy to selected spots for mise en scene – He/Salesin et al allowed the computer to move the characters without the user’s access in order to find a proper shot see also the teleportation of Amy in the Plowman Court


�PAGE \# "'Page: '#'�'"  �� e.g. like in a hypertext we can “go back” in a book to a certain page where a certain action or location is described … we go back in the book – in RT 3D VE we go back INSIDE the fictional world, we actually go the virtual location again, not to the page where it was described; on the other hand realise that the difference between story time and reading time is still there (one can live in two time zones while being immersed in a RT 3D VE) just  like in books, films, radio plays …


�PAGE \# "'Page: '#'�'"  �� see Lynch ‘Nothing is experienced by itself, but always in relation to its surroundings, the sequences of events leading up to it, the memory of past experiences.’ (Lynch 1960 p 1) also p 2 about use of all senses


�PAGE \# "'Page: '#'�'"  �� Is the division between description and narration of use here? Both part of a narrative, Narrtion moves the story forward, Description doesn’t


�PAGE \# "'Page: '#'�'"  �� maybe the semiology theory of syntagm and paradigm might be helpful here
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