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Mechanical Writing

"Early printed books attempted to replicate manuscripts both in letter 
form and in layout. In cutting his type, Gutenberg copied the Gothic 
script of his day, including all the ligatures and abbreviations, 
altogether about 300 different elements.  It took several decades for 
printers to realize that there was no need to use abbreviations and 
ligatures that rendered the text easier to write (by hand) but harder to 
read. Each letter of the same type could now be identical, guaranteed 
by the method of production (casting lead in copper matrices). The 
precision of the machine now replaced the organic beauty of the 
handwritten page."  J. David Bolter
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Eletronic Programs

"The word processor is an attempt to harness the computer in the 
service of the older technology of print, and the word processor’s 
presentation of text is nostalgic, in that it looks back to the aesthetic 
criteria of the printing press. The electronic medium in fact allows 
complete graphic freedom: the writer may ultimately control each pixel 
on the screen in representing letters, diagrams, or images."
J. David Bolter
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Graphic Writing

Today the graphic writing space is fully established: there is often no 
quicker or more reliable way for a scientist to examine intelligently 
(that is, to “read”) the massive number of measurements that his or 
her computer-controlled instruments can record. The drawing of these 
diagrams is itself automated: computers collect the data and then plot 
them according to the viewer’s requirements. In examining these 
graphs, scientific readers are looking for both patterns and exceptions, 
and the trick is to make both visually apparent. Thus computers can 
be programmed automatically to reduce “noise” or to produce maps in 
exaggerated colors to give a clearer sense of contrasts
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Written Games

"The video game—the characters on its screen, their behavior, the 
way they respond to a player’s actions—is made of logic; that is, of a 
program of tens of thousands of computer instructions. The new “logic 
technology” has made possible an explosion in the freedom of game 
designers to search for ways to capture the attention, the imagination, 
and the coins of players." Sherry Turkle
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Game Interaction

"Video games are a window onto a new kind of intimacy with 
machines that is characteristic of the nascent computer culture. The 
special relationship that players form with video games has elements 
that are common to interactions with other kinds of computers. The 
holding power of video games, their almost hypnotic fascination, is 
computer holding power. The experiences of video game players help 
us to understand this holding power and something else as well. At 
the heart of the computer culture is the idea of constructed, 
“rulegoverned” worlds." Sherry Turkle
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Hypertext
COMMUNICATION PROGRAMMING

"In a hypertext there are operational links between units: text in one 
window can be linked to text in another. Following a link can make 
windows appear, disappear, or rearrange themselves so that the 
destination text comes to the front of the screen and captures the 
reader’s attention. This animation becomes an element of electronic 
typography. It is as if in a printed book the pages reordered 
themselves to put the next interesting paragraph before the reader’s 
eyes." J. David Bolter
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Virtual Reality

In its virtual reality, we self-fashion and selfcreate. What kinds of 
personae do we make? What relation do these have to what we have 
traditionally thought of as the ‘whole’ person? Are they experienced as 
expanded self or separate from the self? Do our real-life selves learn 
lessons from our virtual personae? Are these virtual personae 
fragments of a coherent real-life personality? How do they 
communicate with one another? Why are we doing this? Is this a 
shallow game, a giant waste of time? Is it an expression of identity 
crisis of the sort we traditionally associate with adolescence? Or are 
we watching the slow emergence of a new, more multiple style of 
thinking about the mind? —Sherry Turkle, Life On The Screen (180) 
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