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scenes or “demos” as a tool that is telling something 

a out t e t ut  o  t e o ld it  t e ai  o  a in  it 
unsta le. ollo in  a o i s ta e on a  t au a t e -

a ies t eatin  ost t au ati  st ess diso de  (P ) 
it  es onsi e and i e si e te nolo ies  it a es 

t e e e t o  a de o on u an su e ti it  a a -

ent. o  t e e  t e essa  t a es t e desi n o  t ese 
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t e s  t e s en Mo ie Ma  in i  a e and 
gender play a critical part in conditioning spectator-

s i . oo in  at t e ole o  de os in u an lannin  
the implications of this tool become fully visible.



Alleys of Your Mind

Immersion into Trauma

In his video installation Serious Games  lmma er arun aroc i cuts 
onto four screens di erent scenarios ranging from recent ars and ar 
games. In the longest segment, entitled Immersion, we see a soldier undergo-
ing a therapy for post-traumatic stress disorder. He relives the memory of the 
killing of a fellow soldier during the Iraq war via virtual reality headgear. The 
uncanny feeling of these scenes is that the software used in the pre-battle 
training and t e ost trauma treatment are stri ingly similar g  

In its multi-screen architecture, the installation most strenuously insists on 
a dis uncture et een t e camera a aratus and t e uman eye  ision  for 

aroc i  is an acti ity eyond and outside of t e uman su ect  It is a roduct 
emerging from the realm of machines and apparatuses of capture, one that 
retroacti ely conditions and manufactures uman  ision  At t e limits of 
his analysis is the possibility that vision—at least in the human capacity to 
survey—is impossible, even as the ability of machines to record, store, memo-
riali e  and reenact images as ne er een greater  More critically  it ould 
a ear t at mac inery is ca a le of re iring t e uman rain  at aroc i 
addresses is that our very vision and cognition are now thoroughly mediated. 

ision as ecome in many ays mec ani ed  er a s e en inhuman in being 
una le to recogni e uman su ecti ity  

igure  arun aroc i  Serious Games I–IV  

Within this moment of electronic repetition, where the soldier returns to a 
ast trauma t roug  t e im lantation of ne  memories  aroc i s o s t e 

nature of contem orary mediums as a ecti e  reem ti e  and in uman  
Miming the logic of contemporary prolonged exposure therapies, trauma here 
is not created from a world external to the system, but actually generated, 
preemptively, from within the channel between the screens and the nervous 
system. 

In rolonged e osure t era ies  t e same e ect is roduced in a similar 
ay: su erers of an iety and trauma disorders are e osed  most recently 

through virtual reality environments, to revisit moments in which the patient 
associated a articular stimulus to a res onse  As Marisa enee randt ma es 
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clear in her work on virtual reality exposure, the function in these treatments 
is not to “relive” the past but to “revisit” it in order to recondition and disasso-
ciate t e stimulus from t e res onse randt   T is e clusion of reli -
ing” is telling. The function of the therapeutic immersion in the videogame has 
no relationship to life narrative or stories, nor is it aligned to any teleological, 
historical, or memorial time. It is literally a repetition, a return visit that will be 
t e same as t e initial isit  in t e ar one  T e literature is s eci c on t is 
point. Prolonged exposure therapy is behaviorist: it is grounded in the earlier 
twentieth century work of Pavlov on animal conditioning and is linked today to 
neuroc emical models of t e rain an l a er et al    allistel and 

alsam  

The scholarship on traumatic and anxiety disorders has a curious relationship 
to repetition automatism in psychoanalysis, in that it vehemently insists on a 
model of t e mind analogous er a s to reud s initial ruminations in ro-
ect for a cienti c syc ology   at ma es contem orary t era ies 

di erent is t at t ey ne er ass t roug  t e conduits of egos or conscious-
ness. The brain is comprised of circuits of neurons that are now postulated 
as being chemically conditioned by stimuli. The point of therapy is to modify 
the responsiveness of the circuit at a neurochemical level and to rewire it. 
Prolonged exposure therapies are not based on talk and do not invoke notions 
of dialog or narrative. Within this model of the brain, the trauma is the result 
of a communication ro lem or con ict et een di erent regions or layers of 
the brain. 

As studies com aring rat and uman res onse demonstrate  t e conditioning 
re e es are resumed to result from amygdala  T e amygdala is considered 
to be a “primitive” structure in the brain responsible for instinctual responses: 
t e li ard  art of t e rain  As t e common arlance descri ing t is struc-
ture demonstrates, the amygdala can also be considered a cross-species and 
therefore globally shared structure in the brain. The “non-human” and “glob-
ally  s ared art of t e rain con icts and cannot communicate seamlessly 
with the portions of cognitive reasoning and emotion. Scientists postulate 
that these conditions can happen very quickly and they may happen even at 
su neural and molecular le els of rain cells allistel and alsam  at 
ma es contem orary ost traumatic stress disorder T  interesting is t at 
scientists speak about these impulses as open to computationally modeling. 
The idea of video based therapy is that the function of the screen is not to 

ro ide istorical memory  content  or meaning  ut to sim ly di ert t e o  
of signals and re c annel t em into more roducti e rat er t en con icting 
circuits allistel and alsam  As asi ailia o  as rilliantly dem-
onstrated the screen, in such therapies, serves no anthropocentric or even 
representative function, but is a channel to network nervous impulses into 
new circuits of coordination with machines and media. 
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 isto  o  Ma ini  ision
e ind aroc i s installation lur  serious uestions of at it mig t mean to 

e en see  or itness  t e su ering of ot ers in our contem orary age  at 
are t e conditions for isi ility and legi ility it in any istorical milieu   ut 
also: o  is one to face t is ne  neuro o tical a aratus  o  can critical 
practices intervene in this seemingly smooth multi-channel network where 
emotional pain, nervous stimulation, and visual perception are seamlessly 
integrated to condition uman eings  en t e orld is a demo  at does it 
mean to encounter t e reality of uman su ering

aroc i s lms  of course  s ea  to a ery long istory in critical media and lm 
studies t at as insisted on t e dis uncture et een t e camera a aratus 
and t e uman eye and mind il erman :  ut aroc i  in cle erly 
recogni ing t e ery s eci c nature of digital and com utational arfare  as s 
about a machinic vision that goes beyond being capable of autonomously 
recording, and is gifted with powers of cognition, analysis, and simulation.

aroc i s concern a out seeing in t e face of an a aratus for automating not 
only ision ut also cognition ery literally if e t in  of re iring minds to 
not su er or reem ti ely su er trauma  s ea s to our resent  In t is essay 
my ro osal is to address t e uestion of at is istorically s eci c to t e 
contemporary forms of image making and to further ask how these practices 
inform future imaginaries and possibilities for both art and politics under 
conditions where both vision and trauma are increasingly automated and 
tec nici ed  If ot  aroc i and neuroscientists stress a form of ision ose 
ga e is fundamentally irreduci le to t e uman ody  t en I argue t is is also a 
particular historical statement. 

In this essay, I will address how machinic vision is constituted in our present, 
by retracing the history of immersive technologies and examining in particu-
lar t e case of t e As en Mo ie Ma  and its redecessor ro ects  created 

y t e Arc itecture Mac ine rou  founded y ic olas egro onte at MIT  
T e As en Mo ie Ma  is largely considered one of t e rst fully immersi e  
perhaps responsive environments, and is widely touted as the predecessor to 
e eryt ing from rst erson s ooter games to oogle art  As e s all see  
t e designers and scienti c t eories t at de elo ed t e As en Mo ie Ma  in 

 ere as insistent as aroc i on a rming t e in uman nature of isual 
perception. 

Not surprisingly, race and gender play critical roles in conditioning spectator-
s i  it in t is arc itecture  T e Arc itecture Mac ine rou  rototy ed its 
conception of interactive and immersive media by engaging with race as a 
“demo” for the production of future responsive environments. In merging the 
re resentation of race it  t e science of mac ines  t e nal e ect is to insist 
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not only on the limits of human vision, but to produce new ideas of species 
and territories, literally linked through nervous stimulation and speculation: a 
new neuropolitical situation that goes beyond the original biopolitical formula-
tion of su ect and o ulation  o ulation  ere  is not t e target ut rat er 
the constituent of media. However, this is a population which is no longer 
com rised of indi idual su ects ut of units of attention and ner ous actions: 

at  to cite eleu e  e mig t la el di iduals  

The Aspen Movie Map

Argua ly one of t e most im ortant models for t e contem orary res onsi e 
en ironments and irtual reality t era ies  li e t e one in aroc i s Serious 
Games  is istorically t e As en Mo ie Ma  g   uilt t roug  t e careful 
sur ey of gyro sta ili ed cameras t at too  an image e ery foot tra ersed 
do n t e streets of t e city of As en in olorado  t e As en Mo ie Ma  as 
a system or ing t roug  laser discs  a com uter screen and a oystic  t at 
allowed a user to traverse the space of the city at their leisure and speed. 

igure  T e As en Mo ie Ma  Arc itecture Mac ine rou  at MIT   tt s:

youtu e com atc f g M

T e lm as s ot ot  for ard and ac ard  so one could na igate in 
re erse  and it as ossi le also to lace o ects into t e s ace  T e e ect  
Negroponte said, was to have as many recorded images as possible so that to 

roduce a seamless e erience Mostafa i  on loo ing at t e screen  
t e ie er as ot  t ere  in As en and a stracted  from As en  T e su -
ect as ot  integrated into t e s ace  ile simultaneously eing trained to 

na igate s ace as mani ula le and scala le  T e erce tual eld as lastic 
in eing a le to e and tem orally and s atially ot  t e ird s eye ie  and 
t at from t e ground  Argua ly  na igating t ese scales and lanes as a ne  
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form of perceptual training, while preserving older skills of orientation and 
command over space. 

riginally t e As en Mo ie Ma  as commissioned y t e y ernetics i i-
sion of t e efense Ad anced esearc  ro ects Agency A A  of t e  
military. Inspired by the use of a simulated environment by the Israeli army in 
t e rescue mission at t e nte e air ort in ganda in  A A s lan as 
not to ust uild a fa e en ironment  ut to simulate one it  t e ur ose to 
pre-implant geographic knowledge and cognitive maps into soldiers before 
entering t e real locale of com at  or Andre  i man  o as t e director 
of t e ro ect  t e main function of t e As en Mo ie Ma  ad  o e er  no 
geographical purposes. Instead, it was solely about developing more interac-
tive environments and to try out the emerging technologies of video discs, 
high resolution storage and replay systems.

T e ro ect as not classi ed as secret y A A  ic  s ea s to a larger 
issue: en as counter terrorism and ur an arfare ad ecome a ressing 
issue y t e s  for instance it  t e con icts in Algeria and ietnam  t ere 

as also a di erent ar going on  T e ur an riots of t e late s s ar ed 
y Martin ut er ing s assassination  and t e increasing tensions as ite 

Americans ed ur an areas  ad rom ted a ne  discourse of ar  and 
“crisis” in U.S. cities. 

istorian ennifer ig t  as s o n t at t is discourse of crisis  as 
co roduced it  an in u  of defense intellectuals lea ing t e analysis of 
nuclear strategy to apply their research and cybernetic methods to the 
increasingly ro ta le sector of ur an security and de elo ment  y t e 

s  o e er  as Au rey Ana le as argued  t e ur an crisis  ad dis-
sipated or dissolved. It was replaced by a new Nixon administration invest-
ment in ri ati ed solutions and a turn a ay from o nson era s reat ociety 
style rograms  T is ri ati ation  s e argues  refracts itself in t e mo ie 
ma s y er indi iduali ed mode of tra ersing ur an s ace Ana le  

 ertainly  t e mo ie ma  as art of a longer tradition at MIT of 
three decades of investment in behavioral and computational sciences within 
t e sc ools of lanning and arc itecture  As a result  lanners from MIT did 
not answer even the original “crisis” with a turn to sociology or structural 
discourses  at er t ey ad long een mo ili ing t e tools of en ironmental 
psychology, communication theories, cognitive science, and computer science 

al ern  a ter  T e As en Mo ie Ma  as t e rst res onsi e 
environment and a new way to negotiate space across the seeming ruins of 
modern urbanity. 

 I inter ie ed r  Andre  i man on  o em er  at t e MIT Media a  T e ac -
ground of t e mo ie ma  in relations i  to A A is also discussed y Mic ael aimar  
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e o o  ie  P elude
at istorically distinguis ed t e Arc itecture Mac ine rou s a roac  

was the lack of a vision of the future. If throughout the nineteenth and twen-
tieth century designers and urban planners from Le Corbusier to members of 
t e au aus ad roduced uto ian forms of ur an design  t e Arc itecture 
Mac ine rou  ad a di erent met od t e demo  At MIT t e focus as 
ne er on nal outcomes ut on erformance and rocess  

T is a roac  could est e summari ed in t e emo or ie  adage t at 
as orn at t e MIT Media a  T e construction of simulations as art of 

a rocess ere y t e en ironment and t e user ould e ad usted to one 
another, and eventually the simulation itself would be dispensed with. The 
Media Lab made the distinction between simulation and this “responsive 
architecture”  y designating e eryt ing a demo  ter   T e demo  is 
a test, a prototype, and as such neither a representation of the real world nor 
a nali ed reality in itself  It angs in an antici atory  or reem ti e time of 
anticipation for the next technical development. 

In a oo  y com uter e angelist te art rand  t e Media a  is 
described as a place where corporate sponsorship and creativity exist in 
perfect harmony. The lab is depicted as a “techno feast of goodies” to improve 

uman life it  ro ects suc  as c ool of t e uture  Toys of t e uture  
and so fort  T is a ocry al ision of t e future  rand argues  is not ased 
on mythologies of knowledge or the academic way of life “publish or perish,” 
but rather grounded in a new vision of truth and prediction. 

In a  arlance it s emo or ie ma e t e case for your idea it  an 
unfaked performance of it working at least once, or let somebody else 
at the equipment. . . . The focus is engineering and science rather than 
sc olars i  in ention rat er t an studies  sur eys  or criti ues  rand 

  

This idea of demo which is demonstrating the future direction of technology, 
and telling something about the truth of the world and what users need, was 
the particular mark of the lab. 

e o o  ie  n oston s out  End
T e orld as not  of course  al ays a demo  As Molly teenson  as 
s o n t e Arc itecture Mac ine rou s e ort as also to integrate com ut-
ing into arc itecture  Initially  t e Arc itecture Mac ine rou  conce tuali ed 
the human-machine interaction in terms of conversation and not immersive 

 T e term res onsi e arc itecture  as coined y ic olas egro onte and is no  argu-
ably expanded in many schools of architecture and design to “responsive environment.”
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interaction. Models of language, translation, and representation predomi-
nated in concei ing mac ine and design learning  ile t e rst e orts at 
computer intelligence adhered to models put forth by Marvin Minsky and 
Samuel Papert, for instance, very quickly, having demonstrated the failure of 
suc  a roac es  t e Arc itecture Mac ine rou  turned to more cy ernetic 
ideas, and to inverting the question for intelligent systems. Instead of asking 
whether machines could be made like people, they turned to asking how peo-
ple are machine like, or more correctly, perhaps how people can become part 
of machine systems.

Interestingly, in moving from machine to human intelligence, race was a criti-
cal conduit of assage  T e rst full edged demo of uman com uter aided 
design run y t e Arc itecture Mac ine rou  as a series of Turing ins ired 
tests also no n as t e essdorfer eriment  done on tenants in oston s 
t en under ri ileged neig or ood of t e out  nd  T ere  t ree African 
American men ere recruited from a u lic ousing ro ect and as ed to ty e 
on a computer keyboard what their main concerns were regarding urban plan-
ning and neighborhood improvement, and what they wished urban planners 
and designers ould ta e into account g  

igure  ic olas egro onte  The Architecture Machine, 56. 

Importantly, the simulation was entirely fake. Computers, at the time, could 
not handle such sophisticated questions. The test was run through a human 

eing idden in anot er room lo er rig t and corner of image  T e ar-
ticipants, however, were kept ignorant of this fact. One can read, therefore, 
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the whole test as an interface, a demo, of what a real computationally aided 
interaction would look like. What gives this demo force is that it is the perfor-
mance of a future ideal  y e tension  e en if t e tec nology did not yet e ist  
the implication was that it should e ist and must e uilt  A ro ect t at ould 
come to reoccu y not only egro onte ut also entire elds of com uter sci-
ence and corporate research until today. 

In articulating this vision of the future, Negroponte said something vital, 
regularly repeated at the time by many human scientists and engineers, and 
evocative of the forms of changes in attitudes to race, population, and intel-
ligence that this new epistemology of the demo induced:

The three user-inhabitants said things to this machine they would prob-
ably not have said to another human, particularly a white planner or 
politician: to them the machine was not black, was not white, and surely 

ad no re udices     Mac ines ould monitor t e ro ensity for c ange 
of t e ody olitic    at ill remo e t ese mac ines from a ra e 

e  orld  is t at t ey ill e a le to and must  searc  for t e e ce tion 
in desire or need  t e one in a million  In ot er ords  en t e gener-

ali ation matc es t e local desire  our omni resent mac ines ill not e 
excited. It is when the particular varies from the group preferences that 
our mac ine ill react  not to t art it ut to ser ice it  egro onte  

This is a new form of urban planning imagined as having no pre-ordained 
organi ation and constantly gro ing y see ing to consume di erences or 

arieties into t e system  T is is a model t at assumes t at many di erent 
agents making minute decisions can, collectively, produce an intelligent or 
“smart” environment. This smartness can emerge without consciousness. 
Implicitly, therefore, Negroponte was also introducing a new idea of popula-
tion as a cloud or source for di erence  a ro ensity for c ange  in is lan-
guage. This automation of emergence is key to understanding the place that 
responsive environments have within a broader political economy of globali-
ation in our resent  at systems li e nancial algorit ms and smart cities 

do is ca itali e on c ange  on t e un no a ility  to use t e nancial adage: 
“the known unknowns” as the site for speculation or growth. 

While seemingly distant from any discussion of trauma, in the simulations of 
t e Arc itecture Mac ine rou  t e race arfare of t e nited tates as 
transformed into evidentiary examples for the necessity of computing. Situ-
ated it in a moment of e treme ur an crisis and iolence  t e Arc itecture 
Mac ine rou  attem ted to turn t e e ternal traumas of American racism 
and economic crisis into an interactive simulation and to advance computing 
as the solution to these structural problems. If social structures could not 
help—it was thought—the demo could. 
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e o o  ie  n t e e neti  o
ile eginning it  umans  egro onte and is Arc itecture Mac ine 

Group quickly turned away from conversations, interviews, and Turing tests to 
move towards immersive environments and a new frontier: art. They designed 
a micro orld called  g   for t e famous Software exhibition held at 

e  Yor s e is  Museum in  T e installation consisted of a small grou  
of Mongolian desert ger ils c osen according to egro onte for t eir curios-
ity and in uisiti e nature  ic  ere t en laced in an en ironment of clear 
plastic blocks that was constantly rearranged by a robotic arm. The basic con-
cept was that the mechanism would observe the interaction of the gerbils with 
t eir a itat t e loc s  and ould gradually learn  t eir li ing references 
by observing their behavior. This “cybernetic machine” understood the world 
as an experiment, but also meant the introduction of cognitive and neuro-sci-
enti c models of intelligence into t e en ironment  A arently  traumati ing 
gerbils was a route to better computer-aided design. 

igure  oft are: co er of t e e i ition catalogue   ourtesy of t e e is  Meseum 

e  Yor

or egro onte  ideas of mac ine and uman intelligence ere a out con er-
sation  A true mac ine intelligence must not replicate human intelligence, he 
argued  or egro onte a true arc itecture mac ine  ould not e a modern 
machine serving human needs, but an integrated system that was based 
on a new type of environmental intelligence that is capable of sensing and 
responding to sensory inputs. His articles and books came down to a constel-
lation of theories about intelligence and complexity to argue that design had 
to become process, a “conversation” between two intelligent species—human 
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and mac ine and not a linear cause e ect interaction  “We are talking about 
a symbiosis that is a cohabitation of two intelligent species,” wrote Negro-

onte :  

This “conversation,” therefore, can no longer be thought of in terms of human 
language, bodies, or representation. Instead it is “behavioral” and “cybernetic.” 

at ad egun as e orts to en ance design ractice  and t en ecame 
about introducing humans into circuits of machines, now abandoned the 
human entirely. Whether gerbils or people, the principle remained the same: 

emo or ie  T e orld rendered as a demonstration or a rototy e  one 
ere deat  itself in t is case of t e ger ils  is not a failure  or e en a trauma  

but the very rationale for increasing the penetration of computing into life.

This experiment in rethinking what was intelligence, or perhaps even life, 
unfortunately, went quite badly, or perhaps creatively, depending on the 
point of view. During the exhibition the museum almost went bankrupt, the 
mac ine constantly ceased or ing t e ro lem eing in ot  soft are and 

ard are  t e ger ils confused t e com uter and ended u  ecoming aggres-
sive, attacking each other, and getting sick. Here we encounter the question 
of what it means to produce trauma from within a cybernetic system. No 
one thought to ask, or could ask, whether gerbils wish to live in a block built 
micro orld an en  No one could ask, because conversations were 
no  interactions and e a iors  it out translation  en egro onte s 
com uteri ed en ironment ro e do n at t e e is  Museum  t e art critic 
Thomas Hess wittily stated his position in an Art News editorial. He described 
the gerbils as covered in excrement and shadowed by the broken arms of 
t e ro ot  Artists o ecome seriously engaged in tec nological rocesses 
might remember what happened to four charming gerbils,” he concluded 

ess  o matter  emo or ie  o  uite literally   

e o o  ie  n t e Media oo
Within a few years, Negroponte publishes his book Soft Architecture Machines 

 In t is ne  soft  orld  t e actual com uter disa ears from sig t 
and the environment itself connects to the user, who is immersed within. 

ot  o ulations and en ironments are transformed into material mediums  
What had started as a “conversation” and then became an experiment had 
now become environment. What had begun as a question of intelligence was 
now one of interaction: sensation, perception, and cognition becoming the 
dominant design concerns. 

 egro onte and is colleagues dreamed of an ecology of constant feed ac  loo s of 
mac ine uman interactions  one t at e ol ed and c anged  gre  intelligent  : 
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egro onte s ne  a roac  as centered around a ne  structure: t e Media 
oom  T is room ad uadro onic sound  seamless oor to ceiling dis lays  

and a ard are running t e room t at cost of fe  million dollars Mostafa i 
 T e Media oom oused t e aforementioned As en Mo ie Ma  one of 

t e la s ioneering ro ects  and it as one of t e rst t ree dimensional dig-
itally mediated responsive environments ever built. There were no computers 
to be seen, as this was not envisioned as a model: it was supposed to be As en 
itself  As Mic ael aimar  an artist o or ed on t e ro ect  as ritten:

As en  t e ictures ue mountain to n in olorado  is no n for t o 
processes, or “verbs,” relating to heritage and virtuality. One is to “movie-
ma  t e rocess of rigorously lming at  and turn se uences to simu-
late interactive travel and to use as a spatial interface for a multimedia 
data ase  T e ot er is to As eni e  t e rocess y ic  a fragile cul-
tural ecosystem is disru ted y tourism and gro t  aimar  

One can extrapolate from this quote that the movie map is not a represen-
tation: it is an operation, a way to live, a way to be in the world. It is also a 
self trauma inducing e ent  it As eni es  or disru ts ecologies  et er 
disru ti e or emergent  t e arc itects  designers  and engineers of t is ro ect 
imagined it not as a room, or simply an interface, but as a “cultural system” 
and an entire ecology.

As one atc es t e lm of t e original demo  t e uestions of race  ur ani a-
tion, war, and society fade into the calm embrace of interaction. Watching the 

ideo of t e ro ect ta en y t e la  one sees an indi idual slo ly na igating 
t e s ace of As en  T e eld is analogous to a single s ooter game  ut at t e 
same time in t e s y angs an a stract ma  t at o ers t e o ser er a glo al 
view of the scene. One is in the local and in the global at once. This is a user 

o is no longer a su ect  ut er a s  to cite eleu e a di idual com art-
mentali ed into ieces of information and attention  and art of a o ulation 
now rendered as variations and “propensity for change.” In a move that antici-
pates contemporary trauma treatment, historical and contextual features of 
t e image are used not to roduce a liation  nostalgia  or memory  ut to 
reorgani e t e erce tual eld and attenuate it into t e ner ous system  More 
critically, the individual here is both given a sense of control over the space 
while simultaneously being consumed into the network. The structural politics 
of both militarism and race war are rechanneled into interactivity. 

This returns me to the question of art, and the small sad gerbils, in their 
excessively responsive environment. The essential question that remains is: 

o  to encounter t is demo  or test ed  t at as no  ecome our orld  
o  to encounter di erence  com le ity  c ance  and er a s e en ain and 

trauma  In an age ere c ance itself  t e c anges in t e system  is t e ery 
site of automation, we must produce a politics, and criticality, of chance and 
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com le ity  y canni ali ing older structures of ision and ga e  t e As en 
Movie Map obliterated the possibility of evidence and witnessing altogether. 
This could be the genealogical underpinning to what the anthropologist 

osalind Morris as argued is t e narcissistic economy  of contem orary 
arfare and torture  

Post-traumatic stress disorder therapies repeat this understanding. In 
prolonged exposure therapies with virtual reality, the function of the immer-
sive environment is posited as reconciling the automatic and conditioned 
responses, thought to emerge from the more “primitive” portions of the brain 
with the higher conscious moral and ethical functions. The therapy is an inver-
sion of syc oanalytic rinci les: at er t en ass t roug  t e conduit of an 
encounter with the other in order to co-produce a reliving of the event and 

it  it a re narrati i ation  t ere is no life  nly ure communication it out 
di erentiation  

Conclusion

At t e end of t is essay  I ant to return to aroc i s Serious Games and 
the moment in which the soldier remembers the event of the killing of his 
comrade. The soldier narrates this event for about one and a half minutes, 
while we watch on a second screen the simulation, as seen through his eyes. 
He recalls driving down a road on a beautiful evening in the desert. While 
wearing the virtual reality headgear, he says to his therapist: “It was very 
quiet, and that had me worried.” On the other monitor we see the simulation: 
a road winding through sunset desert in beautiful orange and pink hues. He 
continues to narrate. Suddenly there is the sound of shooting, but he can see 
nothing. He only hears the noise of shooting. He stops. Then he says a missile 
is red  A moment later e see t roug  is  eyes t e e losion in front of t e 
ee  e e claims and t en e see im loo  do n  e calmly announces t at 
e t en reali es t at is uddy  as it  

it in t is moment aroc i returns to somet ing t at I a e not fully dis-
cussed but is implicit in all analyses of preemption—mainly historicity. If there 
is one thing in the “Demos or Die” desire, it is the evacuation of historical tem-

oralities: ac  demo is a t ing in itself  a orld only referential to its related 
demos. Instead in his Serious Games series  aroc i recu erates t e istories 
of race  iolence  ar  di erence  and se  t at are t e ne er recogni ed su -
strate of our media systems. 

The installation Serious Games does t is y creating a strange e ect ere 
we hear the memory of the soldier in slight advance of our seeing through his 
eyes  e are ot  allo ed into t e mind and eye of t is su ect  ile simulta-
neously eing encouraged to ie  im as di erent or ot er t en t e s ecta-
tor  e are inter olated into em at y  it out identi cation  T e installation 
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continually asserts our encounter with psychic pain, a drama we can suddenly 
almost “see,” because the other forms of information have been made so 
repetitive. It is in this moment, in which we share memory out of sync with 
media o  t at e reali e: e  too  are eing conditioned y t is a aratus  

aroc i :  once argued t at reality as not yet egun : it as not 
egun ecause e cannot itness or e erience t e deat  or su ering of ot -

ers—whether animals or human—with love. In saying so, he awakens us to the 
fact that the demos of our digital and electronic media are not simulations, 
because there is no world to which they refer or replicate. What our demos 
do is remo e our a ility to care  and insert our a ility to consume and analy e 
data. 

It is to this condition that critical digital humanities and all forms of criticality 
and art making must reply. This comes from attempting to excavate the laten-
cies and ruptures within media systems, by attaching the relentless belief in 
real-time as the future, to recall that systems always entail an encounter with 
a radical “foreignness” or “alienness”—an incommensurability between per-
formance, futurity, and desire that becomes the radical potential for so many 
of our contemporary social movements, arts, and politics. It is our challenge 
in critical or  to unmoor t e ractice of t e demo and reattac  it to di erent 
forms of time and experience that are not reactionary but imaginary. What 

aroc i s installation does is to ma e e ery ody reali e t e limits of uman 
ision and recogni e t e image s role in recruiting our a ecti e energies 

for ar  or ca ital  T e goal of critical sc olars i  and artistic and scienti c 
practices is to make media unstable. To turn not to solving problems, but to 
imagining new worlds exceeding the demands of war and consumption that 

ill signi cation  e erience  and time itself  
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