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Abstract:

This paper examines relationships among contemporary, modern and classical models of the arts and sciences that are now shaping human identity through networked communities from natural, cultural, and virtual perspectives. This argument is based upon the notion that these paradoxical relations rely on scientific paradigms as well semiotic analysis, and the resulting trans-cultural perceptions. In addition to presenting these theoretical frameworks, I will show examples of my applications of these ideas as works on the Web and discuss proposed projects for the Internet2 and Geant networks.
Introduction:

From the semiotic and scientific spheres, examples of shifting iconographic representations are exemplified by two of the key spacecraft of the late 1980s and early 1990s. One called "Giotto" rendezvoused with Haley's Comet, and another probe "Galileo" visited Jupiter. Both spacecraft are named to evoke the genesis of historical Italian identity by connecting them with the future of exploration and discovery.  Now DANTE (Delivery of Advanced Network Technology in Europe) the Geant Project organization's new backbones for fortifying high speed global connectivity is pushing the boundaries of the world beyond the material universe into cyberspace. As such, it references the Divine Comedy as a multi-dimensional world inhabited with signs, symbols, metaphoric, cultural and historical values.

Transitioning these classical & contemporary modalities is the Modernist era that emerged in the early 20th Century. Focus of this aspect of my paper is on the Italian Futurists with all the complexities and controversies that the art and manifestoes of this movement continue to engender, especially in socio-political terms. (In architecture, the Futurist style for the grand fascist public buildings is still widely debated.)  On more purely aesthetic and technological grounds, I will reference Futurist ideas to the World Wide Web and create an analogy to newer hi-speed networks that now coming online for the arts and humanities. 

 “Parole in liberta (words set free) …an uninterrupted sequence of new images… [a] strict net 

of images and analogies to be cast into the mysterious sea of phenomena.” 

“Time & space died yesterday. We already live in the absolute , because we created eternal, omnipresent speed.” – F.T Marinetti, The Futurist Manifesto

I. Multi-Guities.

Hypothesis: If, the term ambiguity allows for alternative meanings: sometimes perceived as a negative value for failed clarity in expository language; and, as a positive for dialectical and poetic imaginations; then, my term “multi-guity” is intended to expand this meaning into the multidimensional interactive world of cyberspace. Multi-Guity also references the GUI, graphical user interfacing, and the use of avatars that inhabit this realm. 

In the process of discussing these concepts, I will survey a series of Web projects that I produced over the past decade, and outline new proposals for the Internet2 and Geant, hi-speed networks, that are now underway. These projects are designed for networks to bridge cultures and new technologies. The term I have used for this endeavor in a series of papers published since the early 1990s is “techno/cultural” as it pertains to the interface, identity and consciousness. 

Techno/Cultural Consciousness describes a synthesis of technology within the context of broader culturally determined goals that may equalize, if not reverse, the power base "between the dominant and dominated forces that constitute the body," which Deleuze has so eloquently articulated. Reconfiguring these groups becomes part of the impact when processed through the viewer-participant's interactive electronic experience.

Our thesis suggests that the construction of referential monuments now more than ever bridges experiences rendered in both a material world and a virtual environment. The meaning of events becomes globally profound when funneled through the electronic screen. Far from a mass mediated notion of a global village, tribes and clans in the field and on the Net now constitute new groupings where common concerns can lead to genuine and durable forms of communication and participation. - D’Agostino & Tafler, "Techno/Cultural Consciousness Across the Digital Divides."

II. Web projects.

@Vesu.Vius, a critical forum for exploring  many of the paradoxes of natural, cultural and  virtual  identities. While Mount Vesuvius has served as a powerful metaphor for the upheavals of human displacement and disembodiment, the image of volcanic eruption has also been the symbol of a liberating revolutionary force. 

The rationale for this project is an attempt to locate my own Italian American identity. By juxtaposing the iconic images of Mount Vesuvius and Pompeii with places in the Neapolitan community in The Bronx, New York, where I grew up, @Vesu.Vius tries to move beyond chauvinistic notions of ethnocentrism, towards a “creative ethnicity,” in which diversity is a social reality that can connect people in daily life and in cyberspace. An outline of the three interconnected themes of this project natural, cultural and virtual follows. 

A. Natural:  Susan Sontag, in her reference to Mt Vesuvius, made this eloquent connection to nature and the sexuality in her novel The Volcano Lover.
"It's the mouth of a volcano. Yes, mouth: and lava tongue. A body, a monstrous living body, both male and female. It emits, ejects. It is also an interior, an abyss. Something alive that can die. Something inert that can become agitated, now and then. Existing only intermittently. A constant menace. If predictable, usually not predicted. Capricious, untameable, malodorous."

B. Cultural: Mt Vesuvius is a significant historical icon particularly for those who were born in the region surrounding the volcano in southern Italy that is referred to as Mezzogiorno or "the land that time forgot." Those who live in the shadow of Vesuvius were themselves colonized by a long succession of invaders and are "ever aware that they might at any moment be flung into

 obscurity by a calamitous convolution." -Unto the Sons, Gay Talese. 
@Vesu.Vius moves beyond chauvinistic notions of ethnocentrism, towards a "creative ethnicity," with the realization that "Ethnicity is made of a community that is cultural and psychological, not necessarily geographic." -Blood of My Blood, Richard Gambino.

@Vesu.Vius brings the past into living relationship with the present by including links to the following historical and contemporary documents:

 - The writings of Pliny, the younger, who produced the oldest written account of a major natural disaster after he witnessed the eruption of Vesuvius in 79 AD. 

 - Commentaries by the inhabitants of the region and of émigrés and their descendants who came  to America .

 - Key texts of Neapolitan intellectual history including the writings of Giordiano Bruno (1548-1600), Giambattista Vico (1666-1744), and Benedetto Croce ( 1866-1952). 

Bruno's work on a doctrine of panpsychism (a belief that reality is constituted by the mind), and his hermetic memory systems anticipated both Spinoza and Leibniz. (Considered to be the

founder of modern science, Liebniz's work on symbolic logic led to his invention of a computing machine in 1671.)

In The New Science, Vico presented a cyclical view of history in which there are four ages of the cycle: the divine, the heroic, the human, and the age of confusion. (It later became well

known because it served as the basis for the structure of James Joyce's novel, Finnegans Wake.) Vico was also concerned that the mind was becoming less grounded in the body and that

 people were less capable of grasping and defining themselves in humanistic terms.

At the beginning of the 20th Century, Croce conceived of a new aesthetics from Vico's theories. One of the primary aspects of Croce's writings is that there are two relatively autonomous forms of knowledge: a simple intuitive form and a complex conceptual form, each with a cognitive and theoretical value of its own. His work attempts to remove the bias and barriers that claimed that knowledge obtained via intuition was inferior to knowledge obtained via the intellect.

C. Virtual: In the twenty-first century, technological changes threaten to accelerate the eradication of cultural difference. In The Virtual Community: homesteading on the virtual frontier, Howard Rheingold writes that  "the social networks in diverse societies such as the U.S. and other parts of the world lack the shared ethnic  and historical context that strongly guides people's social communication." Beyond nature and history, immigration and ethnicity, @Vesu.Vius explores various metaphors of identities from a melting pot to a tossed salad and of the virtualities of cyberspace. 
III. Interactive Arts & Technology Lab- a networking report

One of the primary goals of  that I initiated as founder and co-director of the i @ lab, is to create performance and  gallery environments to incorporate the defining qualities of broadband systems including Internet2 and Geant. We examine the essential and unique aspects of networks through artistic experiment and performance in the context of point-to-point and 

multi-point communications.

Current uses for Internet2 range from teleconferencing and remote file sharing for large databases to tele-controlled devices for robotics applications.  Recent Internet2 initiatives have begun focusing on innovative approaches to content delivery.  This "content-based traffic" includes advanced object forms, such as video, audio, and multimedia streams.

The i @ lab  integrates these technologies by sharing expertise in video and  interactive multimedia, music and image visualization systems. The lab seeks collaborations to develop new methods of human/machine interfacing that combine visual and aural  - sound and voice activated systems bridging physical places with the practical and symbolic aspects of cyberspace.

Proposals for projects with European centers in England, France, Greece and Italy are now underway.
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