
At Software visitors were invited to operate computers. It influenced artists, technologiests, theorists, public.

This influence was felt both through the pieces it highlighted [...] and through the
underlying vision of art that caused these selections for Software to diverge so sharply from those encountered in 
the major technology and art exhibitions that preceded it.

The exibition both had technology based works and conceptual art’s ones.

The exibition was not about getting artists and technologists together or using technologies for artistic purposes.

the goal of Software is to focus our sensibilities on the fastest growing area in this culture: information processing 
systems and their devices

Technology is becoming so important in our society that it can be an instrument for the redefinition of the way we 
perceive aestethics.

ART OBJECTS --> INFORMATION ABOUT ART OBJECTS
.hardware       .software

Computer Art:
. before - used to duplicate the effects of previous artforms, imitating the styles of the past. 
. now - new vision about new media art: not a celebration of technology, not a condemnation. It’s an investigation

With Software, the public can personally respond to programmatic situations stuctured by artists.

Works in Software represent the programs of artists who have chosen not to make paintings or sculptures, but to 
express ideas or art propositions.

Software considered interaction in a way that built upon ideas in Happenings.

An artwork that 
produced information 
about the information 
produced by the media 
about art.

From Software—
Information Technology open

At Software visitors were invited to operate computers.

the notebook computer would be a general-purpose device, with educators and business 
people and poets all using the same type of Dynabook

Thinking about the computer in a completely different perspective: not only a tool for 
engineers, but also for children and creative people.

Computer, my darling,
I’m ready for a serious relationship.

active
With Software, the public can personally respond to programmatic situations stuctured 
by artists.

In the course of history: interactions between humans and media have been primarily 
nonconversational and passive in the sense that they do not change in response to the 
viewer’s wishes

worth
not to be worse than paper in 
any important way.

the goal of Software is to focus 
our sensibilities on the fastest 
growing area in this culture: 
information processing systems 
and their devices

Technology is becoming so 
important in our society that 
it can be an instrument for 
the redefinition of the way we 
perceive aestethics.

As society is evolving, technological progress is becoming one of the main factor to understand where we are going. New contexts are growing and developing, bringing new opportunities and 
landscapes. Our relationships with computer is becoming so strong that they have the power to change our perspectives, way of asking ourselves solutions and looking for answers.

aesthetics&desires
Technology is becoming so important in our society that 
it can be an instrument for the redefinition of the way we 
perceive aestethics

providing a general medium of communication which will 
allow ordinary users to casually and easily describe their 
desires for a specific tool

meta−
If such a machine were designed in a way that any owner could 
mold and channel its power to his own needs, then a new kind of 
medium would have been created: a metamedium

“an artwork that produced information about the information 
produced and disseminated by the media about art

The broader idea—that the notebook computer would be a general-purpose device, with
educators and business people and poets all using the same type of Dynabook—has also held true.

Dynabook: thinking about the computer in a completely different perspective: not only a tool for 
engineers, but also for children and creative people.

1980: home computers brought a new context to computing and revealed a host of new possible digital 
activities. 

With today’s rise in handheld computing the desktop and virtual paper metaphors are meeting a significant 
challenge, and may themselves fade. Still, the important original idea of opening tool creation to every 
user—even children—has not returned to prominence.

About the Dynabook: We are exploring the use of this system as a programming and problem solving tool

People use [devices] to communicate ideas and feelings both to others and back to themselves. 
Although thinking goes on in one’s head, external media serve to materialize thoughts and, through 
feedback, to augment the actual paths the thinking follows

In the course of history: interactions between humans and media have been primarily nonconversational 
and passive in the sense that they do not change in response to the viewer’s wishes

Dynabook: There should be no discernible pause between cause and effect.

Kids enjoy the Dynabook because the interactive nature of it make them feel in control, like they are 
doing real things, not just playing 

Goal of the Dynabook: not to be worse than paper in any important way.

If such a machine were designed in a way that any owner could mold and channel its power to his own 
needs, then a new kind of medium would have been created: a metamedium

[...] very careful andcomprehensive job of providing a general medium of communication
which will allow ordinary users to casually and easily describe their desires for a specific tool

Personal Dynamic Media

1980s: home computers 
brought a new context to 
computing and revealed a 
host of new possible digital 
activities.

1. Andy Warhol / 2. Paint, 2017 / 3. Her, Spike Jonze, 2013 / 4. Quel che resta della parola, Emilio Isgrò, 1992 / 5.  In love with my computer, Color Colour, Andy Warhol Banana Technicolor, 1982 / 6. Siri Ai System, Apple, 2010  
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