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The selection of readings that were chosen to close out the quarter seems more admitted in its suggestion that the notion of media art is interchangeable with “technology art” or “device art” as Machiko Kusahara would have it. The works presented in his essay do not seek any strict distinction between the notions of art and entertainment, and acknowledge the blurring of the two. Kusahara notes that “works that are highly appreciated in Japan are often criticized by the Western art community for their lack of seriousness” and points to the “negative and inhuman” connotations that the industrial revolution held for Western civilizations. Kusahara holds that “being critical does not necessarily require being serious or negative towards technology,” insinuating that an alarmist, dystopian attitude presides western artworks that deal with the topic. However, the examples he uses to illustrate this point, Fritz Lang’s Metropolis and Charlie Chaplin’s Modern Times, are poor indicators of modern western viewpoints on technology and technological art, most of which, I would say, are far more celebratory.

The pieces Kusahara presents are fun. If they are written off by the western art community I would not say this is because we reject technology so much as it is because we are skeptical of entertainment. Americans in particular are rarely “entertained” before  parting with a dollar—we live in a society where entertainment is readily commoditized. The rise of conceptual art can be seen as a rejection of the “spectacular,” the “ticketed attraction,” an effort to depreciate the importance of “wow.” In contrast, the works that “device art” comprises are impressive technological feats, but at the same time, seem “commercially viable” as any other techno-gadget shoved down a parent’s throat during the holiday season. 

Similarly, I would identify the “neo-modernist” aesthetic that Lev Manovich applies to the generation of web designers using flash as an attempt by these artists to look “well-funded” in a society that ultimately attributes legitimacy to wealth. I myself having succumbed to the neo-modernist fetish of “pixel-thin grids” and sterility as a high school student fascinated by web design, can attest to the desire of this generation to present their design work in a corporate manner. Manovich describes the act of coding software as empowering. Consider that at the height of the flash fetish that designers are now only recovering from, there was nothing that spelt empowerment like a of teenagers running their own  web design “studios.” Manovich says this generation uses software as a means of avoiding the “sampling” of corporate culture, but in reality they just sought to recreate it.

