
Data Sublime [Video] Portraits:

There has been a long tradition of the artists reckoning with their body 
as a fleshy physical object through many mediums; however, as we continue 
to learn the extent that our bodies exist in digital spaces, we must also 
reckon with the digital body. The digital body is a concept that exists 
along side the physical body; it is not a replacement but a reincarnation. 
It is a form that is structured by numbers rather than a skeletal system 
and built from a system of data that we struggle to comprehend. 

During the romantic period (1800-1900) artists rejected the scientific 
rationalism that was brought about by the enlightenment in favor of 
using strong emotions as a source of aesthetic inspiration. The source 
of these cathartic emotional experiences came from confronting the vast 
uncontrollable qualities of nature, in an experience called the sublime. 
Visual art was a way for the artist to stand on the border of the sublime, 
looking in, but not be consumed by it. Today, there is a new iteration of 
the sublime - the anti sublime. 

The anti sublime, developed by new media theorist Lev Manovich, is the 
examination of the self. No longer are we looking out at nature or up 
at space for inspiration but rather we are looking down at ourselves 
from satellites and examining the structure of the human genome. In an 
increasingly disembodied space we search for ways of understanding and 
reflecting on our own bodies. Within the search to understand the modern 
representation of the body there must be an acknowledgment of the digital 
body alongside the physical body. The digital body is a notion that is 
usually accompanied by the fear of the dissolution of the physical body 
in favor of a virtual existence; however in order to provide the most 
fulfilling experience for the self it is important to understand how 
both the physical and digital bodies are a division of the self not in 
competition with each other. 

The exercise of the video portraits is to acknowledge the division of the 
self and to confront the tension that is created between the physical and 
digital body. By juxtaposing the two representations of the body, the 
differences are fore fronted. On the left a stream of co-ordinates (x,y, 
and z axis) maps the position of the body by way of an accelerometer and 
Arduino microcontroller mounted onto the physical body. This produces 
a database so large we struggle to comprehend it, while also showing 
reflections of movement from the physical body. On the right, a video 
portrait of the physical body, caught in the gaze of the database that 
continues to grow in front of them. Both of these representations of the 
self acknowledge each other while existing in entirely different forms.


