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the Title
Mobile imag(in)ing: object-oriented practice-research

the Author
dr Paul Caplan

Head of Department: Digital Technology & Computing

GSM London.

the Pitch
You can answer research questions through work in a library or in a survey group. You can 

immerse yourself in documents or crunch numbers in a database. You can discover new 
knowledge through reading and thinking but you can also do it through practice… and what is 
more you don’t have to be an artist to do it. Mobile imag(in)ing presents a way of doing research in 
media and cultural studies through practice-research. It presents a clear methodology built around 
objects as and the creation of an 'uncreative' remix App on a mobile phone. Mobile imag(in)ing 
argues that students of media can create media experiments on their mobile phone to explore the 
world of networks and digital social media in a new way.

the Key Features and Benefits
• Combination of new (object-oriented) methodological model with practical guidance

• Application of practice-research to digital and new media appropriate to non-artists

• Inclusion and discussion of real practice-research project
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the Keywords
• practice-research

• digital photography

• digital media

• mobile

• methodology

• object-oriented ontology

• governmentality

• scopic regime

the Synopsis
Practice-research is an increasingly common focus of postgraduate teaching and learning. 

Many Masters courses in art and design as well as media studies encourage students to engage in 
practice as a way of exploring issues in their field. In addition, an increasing number of PhD 
projects and studentships look to integrate theory and practice. At the same time, digital imaging 
and mobile media are increasingly provocative areas of study for those looking at social media 
(e.g. Instagram), digital cultures (e.g. Selfies) and network media (e.g. Surveillance). This book 
sets out to offer a new framework for looking at the latter by offering a case study in the former.

Mobile imag(in)ing: object-oriented practice-research presents a model for doing practice-
research through objects. It argues that object-oriented ontology (OOO) offers a philosophically 
rigorous and critical way of addressing research questions through practice. Avoiding the dual 
pitfalls of ‘illustrating theory with practice’ and ‘adding a theoretical commentary to practice works’, 
object-oriented practice-research offers a way of integrating theory and practice through objects. It 
also offers a case study in object-oriented practice-research through a discussion of mobile digital 
imaging and imagining (or imag(in)ing) through pictures and words.

It aims to offers postgraduate and advanced undergraduate students and teachers a method to 
explore as well as an example to discuss. It is designed to be used as students prepare for their 
final projects/dissertations or develop their PhD proposals. 

It differs from books on research methods by offering an innovative accessible and critical 
framework appropriate to contemporary digital and network, distributed media. It differs from books 
on digital media by encouraging students to research through practice, to explore by doing. 
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In addition, the book takes the reader through building a mobile 'laboratory' to explore the 
themes of the book and actually engage in object-oriented practice-research. 

the Chapters

• Introduction: While of course outlining the structure and themes of the book, the introduction 

lays special emphasis on the text (and its attendant app) as a starting point for the 
development of a mobile practice-research laboratory. In the introduction, the reader is invited 
to bothe read the txt but also engage with the practice. (1,000 words)

Part #1 - Object Oriented imag(in)ing 

Part #1 offers a grounding in OOO (as developed by Graham Harman, Timothy Morton and Ian 
Bogost). It is designed to equip non-philosophers with a located and applied understanding of the 
principles of flat media ontologies and actants. Part #1 addresses the core vocabulary and 
conceptual tools of OOO in terms of mobile digital imag(in)ing and 'uncreative' writing. Together 
with Part #2’s extended case study, the aim is to provide the key conceptual touchstones 
necessary to envisage practice-research in terms of objects.

• Chapter 1: Mobile media and everyday remix. (2,500 words) Chapter 1 presents the 
contemporary mobile media space as one where mobile users read and write the streams of 
data, images and words and content from social media and apps within a cultural practice of 
'everyday remix', imag(in)ing the network on and through their mobile device. At the same time 
state and corporate players also remix that data within their surveillance and datamining 
regimes. This 'everyday remix' of images and words is discussed in terms of Mark Amerika's 
idea of 'source material everywhere' as well as Kenneth Goldsmith's discussion of 'uncreativity'.

• Chapter 2: Mobile actants and the assemblage. (4,000 words) Drawing on Graham Harman’s 
reading of Latour’s Irreductions in Prince of Networks, Chapter 2 provides an outline of an 
actor-network approach to the mobile imaging and text assemblage: human, unhuman, 
software, hardware, real and abstract actants at play in contemporary imaging. Through a 
journey from the scale of protocol through software, hardware, the human, the cultural and on 
to the structural, the chapter maps the actant-objects in play. The journey is framed by 
Harman's discussion of what he calls 'undermining and overmining' or the tendency to collapse 
the role of actants 'downwards' into more basic objects or 'upwards'  into more determining 
structures.

• Chapter 3: Imag(in)ing and Facebook. (2,500 words) Chapter 3 provides a case study of 
object-oriented media analysis through a discussion of the actants at play in a specific social 
media space and practice in this case Facebook. These are framed as actor/object-networks 
including such actants as photographer and writer, IP lawyer, sensor, algorithm, protocols, IP, 
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Facebook business strategy etc. Returning to the themes of Chapter 1, here the actant-
assemblage is discussed as a matter of governmentality, a power-full network of actants with 
Facebook's Open Graph positioned as a 'relationship engine'.

Interlude: 

• Before Part 2 explores object-oriented practice-research, Mobile imag(in)ing presents a 
discussion of object-oriented practice through a reading of a number of photographers and 
writers who consciously or unconsciously work with and through objects. These include 
photographers William Eggleston, Robert Frank and Peter Fraser and writers Walter Benjamin 
Kenneth Goldsmith and William Gibson. The author produced a video version of some of these 
readings for the O-Zone journal (https://www.youtube.com/watch?v=vVA--
pDFxo0&feature=youtu.be). N.B Although it would be good to be include images by the 
photographers featured in these interludes, of course that may not be possible. (2,500 words)

Part #2 - Object Oriented practice-research  

Part #2 offers a model of practice-research based around objects. Taking object-oriented 
practice as a starting point it argues that practice can be used to answer research questions. 
Following a discussion of the relevance and power of practice-research in digital media studies as 
well as media and design practice, this second half of the book presents a model and case study in 
object-oriented practice-research. 

• Chapter 5: What is practice-research. (2,500 words) Part #2 opens with an overview of 
different models of practice-research within the context of broader research methodologies: 
answering research questions through qualitative and quantitative methods, through ANT and 
through practice. Each potential research model is presented through how a research project 
around mobile imaging would be developed. As the chapter moves towards the question of 
‘practice-research’ it focuses on the work of Andrew Sullivan and Smith and Dean’s Iterative 
Cyclic Web as models emerging from an art context. The chapter concludes by posing the 
question whether these models remain caught in the undermining and overmining framework 
discussed in Part #1.

• Chapter 6: Thinking object-oriented practice-research (2,500 words) Beginning with a 
discussion of Ian Bogost’s idea of ‘carpentry’ in Alien Phenomenology, this Chapter takes the 
central concepts and themes of Part #1 and outlines a methodological framework based on 
working with objects, treating the researcher as object and exploring the actant-network as 
non-relational and non-reductionist. The aim is to present objects as theoretically important but 
also as conceptually powerful - as research tools.
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• Chapter 7: Doing object-oriented practice-research (2,500 words). Having established a 
rigorous and coherent methodology, this Chapter moves onto the day-to-day method, offering 
students and supervisors a concrete framework for a practice-research project working with 
objects. The key aim here is to present practice-research as a powerful but also manageable 
and deliverable framework appropriate to a final project or research plan. The Chapter 
approaches the requirements of research (clear question, deliverable results, manageable 
method) as an issue of objects (which objects do you work with? How do you imagine that 
object-actant-network? How do you manage and map those objects? etc). It offers OOO as a 
framework for practically working with objects to answer research question - one that can be 
planned and delivered.

Part #3 - Object Oriented practice-research - a walkthrough 

Part 3 picks up on the practical approach outlined in Chapter 7 and takes the reader/practice-
researcher step-by-step through conducting practice-research with 'uncreative' words and images, 
on their mobile phone. The chapters explore creating a mobile practice-research laboratory app -  
a mobile app where the reader can explore the themes of mobile imag(in)ing and governmentality 
through the creation and use of a mobile phone app. This walkthrough is based on the author's 
own work and workshops on creating an 'everyday remix' app he used as part of his PhD and has 
delivered to MA students and at an international conference (for details see 
www.theinternationale.com). A sense of the approach can be seen in the author's article Everyday 
Remix (attached as Appendix 1) currently under consideration by a journal. 

• Chapter 8: The mobile laboratory. (2,500 words) Chapter 8 takes the reader/practice-
researcher through creating a simple mobile web app using open technologies and frameworks 
(HTML, CSS, Javascript), connecting objects at different scales of the assemblage, in different 
geographical locations in order to create a simple imag(in)ing laboratory on the reader/practice-
researcher's mobile phone. This practice allows the reader/researcher to engage with issues of 
open and closed app ecosystems, open source and standards as well as the materiality and 
global nature of the mobile Internet.

• Chapter 9: Practice-research Stream imag(in)ing. (2,500 words). The second part of the 
walkthrough takes the reader-researcher through an exploration of the Stream of images and 
words available to the object-oriented researcher via Facebook and Twitter's APIs (and of course 
to the State and Corporate actants via the means identified by Edward Snowden!) Here the 
reader/practice-researcher adds the Stream to her app and uses that as a way of understanding 
mobile media imag(in)ing (with pictures and words), the Stream and the Open Graph through 
practice.
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• Chapter 10: Practice-research locative imag(in)ing. (2,500 words). The final step takes the 
reader-researcher through adding locative capabilities to her app through the Google's Maps API 
as a way of addressing, researching and potentially deconstructing the locative surveillance and 
sousveillance affordances built into apps and mobile devices. 

Conclusion (2,500 words) The Conclusion is designed to to do more than simply sum up or 
summarise what has gone before. Linking closely to the partner mobile app, the Conclusion looks 
to encourage the reader to engage in object-oriented practice research using the mobile app 
laboratory as a way of testing the theory and the methodology presented in the book. The 
Conclusion encourages the reader, class, teacher to add their own practice-research apparatuses 
and experiments as well as text and image objects to the book’s website that forms part of the 
mobile app. The Conclusion concludes by saying that in object-oriented practice-research, there is 
no conclusion, only new object networks.

the Book's website
The book would have a companion website which, while allowing readers to download the code 

for Part 3 also operates as a mobile app-book-laboratory. The site would include a version of the 
App built in part 3 as well the book's own 'uncreative' everyday remix social media presences. In 
addition (in a similar way to Mark Amerika's site for remixthebook, students and tutors would be 
encouraged to add and remix their own practice-research stories, objects etc to either the book’s 
presences or their own. These would then be pulled into the book's mobile App, creating a live 
book as well as an active practice-research experiment.

the Category
Textbook

the Reader
Mobile imag(in)ing: object-oriented practice-research is aimed at postgraduate students of 

media studies, notably those embarking on a sustained project such as a Final Major Project or 
postgraduate research project.

The book’s ideal reader is a Masters student (or potentially an advance final year undergraduate 
student) considering their Final Major Project. She may be a practice student looking to develop a 
design or photographic project that engages with contemporary issues in digital culture or she may 
be a humanities/media studies student looking (or required) to conduct a small scale research 
project into digital media. In either case, the student needs two things: a clear methodology 
appropriate to her field of study AND a theoretical framework to drive that methodology. Mobile 
imag(in)ing: object-oriented practice-research offers her (and her supervisor) a theoretical position 
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appropriate to the field of study as well as a practical methodology tied to that philosophy. Mobile 
imag(in)ing: object-oriented practice-research is designed to be a guidebook for the student as she 
develops her own practice-research project as well as a stimulus for the supervisor to use in 
supervision.

the Sales
Academics would order a number of copies for institution libraries, probably on a short-term loan 

basis but the bulk of sales would be to students themselves. In the author’s experience teaching 
Masters and undergrduate programmes, students are willing to buy texts for their own use if they 
are directly relevant to assessment, utilitarian, accessible and practical. The addition of the mobile 
app (which would be available free but would come into its own when used in conjunction with the 
book) would act as a driver to direct sales to students.

the Market
In 2007, in a report for the AHRC (Mottram, J, C Rust, and J Till. 2007. AHRC Research Review: 

Practice-Led Research in Art, Design and Architecture) based on the 2001 RAE, Rust et al 
concluded that although “there are no clear boundaries to practice-led research and we do not 
think it would be possible to arrive at an uncontested measure of the amount of practice-led 

research activity in the different disciplines […] [t]he data we have reviewed indicates that practice-

led research is a significant part of the research in these disciplines, particularly in Fine Art, where 
it is the greater part of the activity.” (p 31). They go on to say:

• 68% of submitted outputs in Art and Design are in forms that give a strong indication of being 
practice led (eg exhibition or product). This is a useful indicator of large scale activity

• a substantial proportion of this [AHRC-funded] activity, possibly even a majority, is practice-led in 
some way. (p 32)

While of course these findings are now-out-of-date, and no similar work has been done on the 
RAE 2008 let alone the current REF, the growth in the number of postgraduate programmes in Art 
and Design together with this emphasis (NB the author’s own practice-research was funded by the 
AHRC) would suggest a burgeoning market.

As an informal guide, according to http://www.prospects.ac.uk/ there are 2608 Masters 
programmes in the UK alone in Art and Design and Media and publishing. Of these, 36 specifically 
refer to ‘practice based research’, 30 to ‘practice research’ and 9 to ‘practice-led research’. While 
practice-research is particularly popular in UK and Australia, it is increasingly important worldwide. 
With its case study around digital and networked media, Mobile imag(in)ing: object-oriented 
practice-research has international appeal and relevance.
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the Competition 

Mobile imag(in)ing: object-oriented practice-research positions itself in ‘competition’ with three 

sorts of texts - methods texts  on practice-research, analysis texts on digital, social and mobile 
media and practice texts on imaging, development and writing

methods texts 

In the author’s experience (as a practice-research student, teacher and supervisor), students 
looking to develop a theoretically informed creative project or a practice-led critical analysis are 
forced to try and apply existing theoretical frameworks to an existing practice or try and develop a 
practice to illustrate a theory. The potential of practice-research to deconstruct that opposition, to 
use practice as a way of answering research questions has not been clearly set out articulately in 
the field of media. As a provocation to new forms of practice-led research, Mobile imag(in)ing: 
object-oriented practice-research offers a practical guide for students embarking on a major 
project.

Practice-research is a growing but still problematic area for many departments. Notably in terms 
of postgraduate research, the question of ‘practice-led’ or ‘practice-based’ research at Masters and 
PhD (as well as advanced undergraduate) level has been seen as a way of enabling artists to 
progress to advanced study. Works such as:

• Sullivan, G., 2010, Art Practice As Research: Inquiry in Visual Arts, 2nd ed. Sage Publications.

• Barrett, E. & Bolt, B. (eds.), 2010, Practice as Research: Approaches to Creative Arts Enquiry, I. 
B. Tauris.

• Smith, H. & Dean, R.T. (eds.), 2009, Practice-led Research, Research-led Practice in the 
Creative Arts, Edinburgh University Press.

have offered frameworks and methodologies but their wide-ranging remit does not permit them 
to explore in depth how particular theoretical questions or problematics can be addressed through 
particular practice. While Smith and Dean’s ‘Iterative Cyclic Web’ for instance offers a compelling 
general model, students (and indeed supervisors) often find it difficult to connect this overarching 
methodology to a specific project particularly a non-Fine Art one. The author’s own experience as 
practice-researcher and supervisor bears this out. Mobile imag(in)ing: object-oriented practice-
research offers students and supervisors undertaking a media project a flexible but manageable 
concrete framework and model built around a specific theory and practice.

The book positions itself as a theory and practice-research text offering supervisors and 
students an integrated model of analysis and practice. Unlike a pure theory/analysis text or a 
purely practical or creative book, Mobile imag(in)ing: object-oriented practice-research looks to 
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encourage and empower the reader to explore the theory through practice and use theory as a 
stimulus to practice.

analysis texts 

The framework outlined in Mobile imag(in)ing: object-oriented practice-research is the first 
attempt to bring the important new philosophical focus on objects to bear on photography, digital 
imaging and the wider field of digital media through practice-research. It offers a materially located, 
philosophically coherent, accessible and critical approach that locates digital imaging as well as  
and broader imaging practices within a broader techno-social assemblage. As a philosophical 
provocation Mobile imag(in)ing: object-oriented practice-research opens up the emerging 
philosophical approach of OOO for students of visual culture and photographic practice.

Mobile imag(in)ing: object-oriented practice-research does not aim to replace or compete with 
existing readers or guides such as: 

• Wells, L. (ed.), 2003, The photography reader, Routledge.

• La Grange, A., 2005, Basic critical theory for photographers, Elsevier Focal Press.

• Bate, D., 2009, Photography: the key concepts, Berg.

or indeed the primary texts by Barthes, Sontag, Burgin et al.


While it discusses the major schools of photographic theory and criticism as a way of positioning 
OOO, it leaves the explication and exploration of those perspectives to the existing literature. 
Similarly, while it presents accounts of notable photographers it does not aim to be photographic 
history or even media history. Rather its discussion of a range of photographers is a way of 
locating and exploring the principles of OOO as they relate to practice-research projects.

Similarly while many OOO texts such as: 

• Harman, G., 2009, Prince of networks Bruno Latour and metaphysics, re.pres.

• Bogost, I., 2012, Alien phenomenology or what it’s like to be a thing, University of Minnesota 
Press.

• Morton, T., 2013, Hyperobjects : philosophy and ecology after the end of the world, University of 
Minnesota Press.

• Bryant, L., 2011, The democracy of objects, Open Humanities Press.

• Harman, Graham, 2011, The quadruple object, Zero Books.

offer very accessible introductions to OOO, they begin from and work with philosophy. Even 
Bogost’s work approaches media as a philosophical case study. Mobile imag(in)ing: object-
oriented practice-research seeks to provide a media (and particularly visual media) focused 

page �  of �14 55



Mobile imag(in)ing: object-oriented practice-research

account of OOO. While it will inevitably discuss issues of epistemology and ontology, this begins 
from and is grounded in questions of media and imaging.

Mobile imag(in)ing: object-oriented practice-research’s discussion of contemporary issues in 
digital media draws on the questions of digital labor, networks and technology raised in such work 
as:

• Dean, J., 2009, Democracy and other neoliberal fantasies: communicative capitalism and left 
politics, Duke University Press.

• Lovink, G., 2012, Networks without a cause: a critique of social media, Polity, Cambridge.

and student readers such as:

• Fuchs, C., 2013, Social media: a critical introduction, Sage Publications.

• Kroker, A. & Kroker, M. (eds.), 2013, Critical digital studies: a reader, University of Toronto Press.

but again the aim is not to repeat or compete with these broader texts but rather offer an 
extended exploration of how those issues and debates operate in a specific field: mobile media.

There have been a number of text recently on mobile media including:

• Larissa, H., Burgess, J and Richardson, I. (editors). (2012) Studying mobile media: Cultural 
technologies, mobile communication, and the iPhone. Routledge, New York. (part of a (very 
expensive!) series on Mobile.

• Frith, J. (2015) Smartphones as Locative Media. Polity. London.

• Miller, P, D. and Matviyenko, S. (2014) The Imaginary App. MIT Press. Cambrideg, Mass. (the 
book of the conference at which the author presented his workshop and paper)

These academic and analytical texts certainly explore similar issues to those in the proposed 
book but do not include or discuss practice as a way of approaching those debates and themes. 

practice texts 

While deeply practical, offering exercises and creative briefs as well as annotated examples of 
creative practice, Mobile imag(in)ing: object-oriented practice-research is not a simple how-to 
manual. While there are books on making apps and mobile media by publishers such as O'Reilly, 
Packt publishing and the For Dummies series, these are not only often inaccessible to the non-
programmer but are also uncritical. Even with more theoretically informed discussions of design 
and development such as:

• Farman, J. (2012) Mobile Interface Theory: Embodied Space and Locative Media. Routledge

again there is a separation between theory and practice. The key difference with the proposed 
text is that practice and theory are entwined. Mobile imag(in)ing: object-oriented practice-research 
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focuses on 'everyday remix' imag(in)ing through photographs and words. The practice-research 
mobile app laboratory that the reader builds in Part 3 involves mobile app development as as well 
as photography and writing. There are of course many texts about photographic practice and 
writing and even ones such as:

• Modrak, R. & Anthes, B., 2011, Reframing photography: theory and practice, Routledge.

that seek to locate practical guidance within a broader consideration of photographic ‘seeing'. 
Modrak and Anthes' theoretically informed account of practice is designed to stimulate critical 
photographic practice rather than practice-research. Similarly La Grange’s   Basic critical theory for 
photographers (op cit) offers creative exercises but these are secondary to the author’s (and 
students’) discussion of the theory. Imag(in)ing: object-oriented practice-research’s tight focus on 
one theoretical perspective and practice-research allows an in-depth framework for students to 
explore through their practice.

In terms of 'words', the proposed text's focus on 'uncreative writing' is different to the range of 
creative writing texts. Mobile imag(in)ing: object-oriented practice-research get the reader/practice-
researcher to follow Kenneth Goldsmith's call for 'uncreativity' into the world of mobile media and 
the Stream. Goldsmith's own manifesto:

• Goldsmith, K. (2011) Uncreative Writing: Managing language in the digital age. Columbia 
University Press 

while encouraging the reader to experiment and practice, does not explore words and images 
together nor empower the reader to create an 'uncreative' remix app or machine. Similarly, Mark 
Amerika's Remix the Book (2011) University of Minnesota Press, discusses the themes of remix, 
uncreativity etc but the practice is consigned to the companion website rather than integrated into 
the book.

the Word count
c30,000 words

the Delivery
One year from agreement on form and content. A further 6 months to adapt edited content for 

mobile app.

the Sample sections
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The following sample content is taken from the author’s PhD thesis (examined in 2013 by 
Timothy Morton) and an article under consideration by a journal at the time of writng upon which 
this book is based (the full PhD is available at www.theinternationale.com). The author is 
conscious that the style of a PhD and even an academic journal articel is inappropriate to a student 
text. The content is included here to give an idea of the research and the issues that will be 
covered. For other examples of the author’s writing and the sort of style he would look to use, see: 

• What Is a JPEG? The Invisible Object You See Every Day in The Atlantic (September 24th 
2013). 

• Digital Common Space: Remixability co-authored with Jussi Parikka in Hemment, D; Thompson, 
B; de Vicente, J and Cooper, R (2013) Digital Public Spaces. Future Everything. Available as 
PDF here.

William Eggleston: object-oriented photographer (from the Author's PhD) 

“Bill at one time said to his great, highly-respected friend: ‘Well what am I 

gonna photograph? Everything around here is so ugly.’ And our friend said: 

‘photograph the ugly stuff’” Rosa Eggleston (Wife) in Holzeimer (2008).

“I’ve seen him stare for hours at a china set. And not a particularly valuable 

china set” Andra Eggleston (daughter) in (op cit.).

In 1976 New York Times critic Hilton Kramer and MoMA curator John Szarkowski famously 
agreed that William Eggleston’s style was “perfect”. For the curator, Eggleston’s saturated colour 

was a “snapshot aesthetic” taken to an extreme, perfectly attuned to a saturated imagespace and 

postmodern sensibility. To the critic, the images were indeed perfect: “[P]erfectly banal, perhaps. 

Perfectly boring, certainly” (Kramer, 1976). The important point about their reading of the show 

was that point of agreement, “perfectly banal”. Eggleston embraces the banal by working with and 

through objects. His modestly entitled Guide (2002) is no catalogue to the exhibition, monograph of 
an oeuvre or photobook. More like a child’s I Spy book or a throwaway pamphlet sold with an 

admission ticket, the Guide makes no pretence to be anything other than a tour of objects in 
Eggleston’s South. 

An unfinished jigsaw in Tallahatchie County, Mississippi; a creek in Sumner, Mississippi, Cassidy 
Bayou in background; a shower or a child’s tricycle in Memphis - objects on Eggleston’s tour. The 

bus stops, and on your left... 

The objects’ banality is not a value judgement so much as an ontological statement and a 

methodological or creative move. The Guide is not random. Eggleston selects the objects carefully, 
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but without prejudice. The Guide is democratic  but never fully comprehensive. The objects 1

admitted, drawn to the attention of the scopic tourist share an ontological banality but presence. 
Real but really withdrawn; sensual but never fully accessible. 

Eggleston famously refuses discourses of interpretation or to answer questions. When someone 
says “you often photograph food. What does food say to you?” he replies: “Food does exist sort of 

like cars exist” (Kirby, 1996b). His is the photography of “if you meet the Buddha on the road, kill 

him”. If he refuses or is unable to find the depth within his work, so are his objects. The green 

shower tiles and nozzles in Memphis may evoke Psycho or Auschwitz but they are not about 
Hitchcock, the gaze, evil. They are tiles... in a bathroom... in Memphis. They get wet. The flashlight 
reflects off them. As dye, ink or pixel traces in an image they may re-present but that is not their 
totality. They may connect with memory-objects, undergraduate Film Studies essay-objects or 
MoMA brand objects but those connections forged in the molten core of objects cannot exhaust the 
tiles or the image of the tiles. Eggleston’s grumpiness is an ontological statement - needless to 

say, were I to present that thesis to him, he would quite rightly dismiss it.

When one sees Eggleston work (admittedly in the presence of another scopic apparatus) 
(Holzeimer, 2008), it is suffused with the everyday. Here there are no decisive moments snatched 
from the flow of time, no stalking and waiting nor even flânerie and chance encounters. Eggleston 

gets out of his car, stops, raises his camera before another object, clicks and walks quietly on. It is 
not just his age that means he moves and images slowly, elegantly, undramatically. When he says 
to the filmmaker “Grab any masterpieces yet?” before bending slightly to imag(in)e under a truck, it 

is another sly Eggleston dig. There are no masterpieces distinct from the banal. There are no 
decisive moments or perfect compositions to be captured or created. There is is just this... and 
this... and this.

His refusal to title or date his images is more than just a Zen refusal of labels - fingers pointing 
at the moon. It is a sensibility towards the “this”, a willingness towards objects, a positive 

statement about their withdrawal yet very real accessibility as sensual presences, understood in 
terms of objects not fields of relations or time. When he rounds a corner and something catches 
his eye he does not dance around looking for the perfect position to take the image or shoot 
different frames or compositions. He raises his camera and... He says: 

“I do have a personal discipline. I’ve only taken one picture of one thing. Not 

two. I would take more than one and get so confused later when I was trying to 

. The loaded terms keeps cropping up in the work of Eggleston. One of his collections was called The Democratic 1

Forest, (1989) another (and the title of his retrospective at the Whitney Museum in 2008-9 was The Democratic 

Camera (Sussman, 2008).

page �  of �18 55



Mobile imag(in)ing: object-oriented practice-research

figure out which was the best frame, I said: ‘this is ridiculous, I’m just gonna take 

one that’s gonna be...’” (Holzeimer, 2008).

Photographer Martin Parr says Eggleston’s vision is “about photographing democratically and 

photographing nothing and making it interesting” (Cocker & Holzeimer, 2009). I would agree with 

the first part but argue with the second. Eggleston is not in the business of making nothing 
interesting. For him there is no “nothing” only “something(s)” and they are already interesting.

Facebook (from the author's PhD) 

Facebook’s software does not act as a simple channel for governmental power. 

Following an object-oriented approach, the company’s patented software systems can be 

seen as objects within which other objects (including JPEG) connect. These objects are 
governmental. As they connect and enable to connect human and unhuman actants, 
structures, institutions, ideologies and subjectivities (the Latourian litany of objects), they 
set in motion power relations. Contra Latour, these do not define or exhaust the objects. 

They do not determine the objects’ position through a field of relationality. But they are 

inevitably power-full.

 Clearly as a legal document conferring rights and delimiting IP space within a 
competitive market, a patent is governmental. It is a part of a system of organising 
knowledge, information, even truth. But the technologies that  it discusses - as well as the 

way it discusses them - are also issues of governing, of “conduct of conduct”. Facebook’s 

patent on Managing information about relationships in a social network via a social 
timeline (Sittig & Zuckerberg, 2010) and Tagging digital media (Zuckerberg, Sittig & 
Marlette, 2011) further suggest that the patent object can be seen as an object within 
which governmental objects (hardware, software, processes, practices, business 
strategies, human and unhuman objects) connect. The hardware/software mesh that these 
patents lay claim to - and that forms the basis for Facebook social practices and business - 
appears as governmental insofar as it is designed to trace and generate relationship 
objects through connecting and ordering objects. Furthermore those processes appear as 
dynamic, machinic, material and scopic. That mesh can be characterised, following 

Charles Babbage, as a “relationship engine”. The patents point towards Facebook’s 

development of (and proprietorial claim to) a system that enables and multiplies “social” 

relationships via a computational mesh. These relationships are positioned as themselves 
objects in a system that connects and orders them ultimately for data mining and 
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advertising purposes. In the abstract to the Timeline patent, Facebook’s engineers and 

lawyers agree on what they are building and laying claim to:

“A system, method, and computer program for generating a social 

timeline is provided. A plurality of data items associated with at least one 
relationship between users associated with a social network is received, 
each data item having an associated time. The data items are ordered 
according to the at least one relationship. A social timeline is generated 

according to the ordered data items” (Sittig & Zuckerberg, 2010, col. 1 lines 

42-48).

What is important about this phrasing is that “data items [are] associated with at least 

one relationship between users”. This is the core of Facebook’s business: forming a 

bridge between data and relationships, turning relationships into data (objects). The social 

timeline is “generated” from the data, and itself becomes a data object within the 

“relationship storage module” (ibid col. 3 lines 54-56). Furthermore, “a different social 

timeline can be generated for different communities associated with the user” (ibid col. 4 

lines 4-6). Here relationships are dynamically created by user or by machinic action. 

“Any type of data can be utilized to generate the social timeline and to 

be displayed via the social timeline page. Further, some of the time 
identifiers may not have any names or events listed. 

“The photos may be selected automatically, based on profiles associated 

with the users or any other data. The photos may be automatically updated 
when a user uploads or otherwise provides updated photos that the social 

network engine determines to be relevant to the social timeline” (ibid col. 8 

lines 21-30).

The human and machine actant-objects within the mesh generate relationships and 
connections and order data objects (including images) and those relationships. This 
ordering and connecting is governmental. It is governing and managing self, others and 
the self-others network as well as enabling self-government. The relationships managed, 

generated and governed by Facebook’s “relationship engine” are dynamic and productive. 

They suggest new timeline connections and thus relationships. They position images/
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subject positions by software action but also by encouraging and enabling us to do the 
discipline/governing ourselves - for ourselves or others. 

Similar governmental practices of ordering and connecting (by machine, by self or by 

self and machine; by human or unhuman objects) are apparent in Facebook’s tagging 

patent (Zuckerberg, Sittig & Marlette, 2011). The patent, which uses the digital image as its 
core example, argues that the patented technology is necessary because of a desire for 
and to order.

“Some social networking websites offer mechanisms that may allow the 

user to select particular photos or albums for immediate viewing. Typically, 
however, these photos are disparate and disorganized. In other words, the 
user must spend time visually searching through albums, photo by photo, 
for individuals or objects that are not presented in a coherent or 
consolidated manner. Often, many of the photos do not depict persons or 
objects of interest to the user. Just as often, the user remains unaware of 
the existence of some photos that were overlooked. What is needed is a 
method to organize digital media and automatically generate notifications 

to persons or entities interested in the digital media” (ibid col. 1 lines 

39-50). 

This tagging, not just of the image as a whole but of sections of it, facilitates a form of 
ordering that the Foucault of The Order of Things (1989) would recognise. That tagging 

can again be human or machinic or a hybrid (where software offers “choices” to a human 

actant). While it facilitates an ordering of self, it also enables a governmental ordering of 
self and others. Tags connect users.

“Clicking any of the previously used tags may associate the tag with the 

selected region. Clicking any of the entries in the friends list may associate 

the friend’s email address with the selected region” (Zuckerberg, Sittig & 

Marlette, 2011, col. 8 line 66-col. 9 line 3).

The taxonomy (or folksonomy) of tags are part of the relationship engine’s work of 

generating the Open Graph. Tagging an image or part of an image can send a notification 
to another user of Facebook or someone outside, connecting or reconnecting what Google

+ has called “circles” and what here are referred to as segmented communities (ibid col. 3 

line 41). Images and tags become data elements or objects. What is more the connections 
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themselves become data objects where “[t]he association between the digital image and 

the email address may be stored in the media database” (ibid col. 5 lines 11-12). The 

governmentality here is more than simply labeling and positioning (or self-labeling and 
self-positioning) of population as data or information. It is the creation of a self-sustaining 
human-unhuman machine of governmentality. The relationship engine continually 
generates, or helps us generate, new orders, new connections, new relationships which 
are fed back into the engine as new data objects open to yet more orderings, connections 
and relationships. Ultimately of course this Open Graph becomes the engine for 
advertising and data-mining as well as surveillance.

Images and imaging are a key part of that engine, as evidenced in both the timeline and 
tagging patents. They act as vehicles for ordering and connecting and relationships - self 
and self to self-management.

Facebook and machinic governmentality

What is important to note and is often missing from critical accounts of Facebook and 
power, is that this governmentality operates through a material, machinic (and I will argue) 
object-oriented apparatus. Here discipline, biopower and governmental rationality are 
enfolded in real material objects and technologies. The patents are necessary because the 
governmental engine being built is enfolded within the machinic. The timeline is generated 

by and through a “relationship storage module” (Sittig & Zuckerberg, 2010, col. 3 line 44); 

“social timeline module” (ibid col. 3 line 57) and a “display module” (ibid col. 4 line 9). 

These are not just modules in the sense of boxes on a patent flow chart but real material 
technologies, objects in a (computer as well as ontological) object-oriented sense. They 
are hardware and software meshes, built and housed in real locations, generating CO2, 

protected by human and unhuman security. The “social network engine” (ibid col. 3 line 5) 

is not a metaphor. It is a real, material and machinic object.

Facebook’s IP lawyers make it clear:

“The social network provider includes a profile database, a 

communications interface, a monitoring module, a media database, a 
display engine/GUI, an activity database, and an advertising module. 
Although the social network provider is described as being comprised of 
various components (the profile database, the communications interface, 
the monitoring module, the display engine/GUI, the media database, the 
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activity database, and the advertising module), fewer or more components 
may comprise the social network provider and still fall within the scope of 

various embodiments” (Zuckerberg, Sittig & Marlette, 2011, col.3 line 67-

col.4 line 11).

These modules, engines, databases and evocatively titled “embodiments” are certainly 

business objects within Facebook’s strategy, legal objects within its IP portfolio and 

ideological objects within its brand, but they are also real and material. What is more they 

are nested. Fig 3A in the patent shows the “media engine” as consisting of an “album 

component”, a “digital media component”, a “digital image edit component” and a “tag 

component”. In turn Fig 4 unpacks the black box of the “tag component” to show a “region 

selection component”, an “auto list component”, an “email component” and a “tag display 

component”. The governmental engine is revealed as a Latourian black box, as an object-

oriented nested object - but a concrete, real one.

This is even more apparent when we consider Facebook’s solution to the real problems 

of storage, search and access that its self-perpetuating relationship engine generates.

Facebook and scopic governmentality

Faced with the overwhelming quantity of image objects being added to, and generated by the 
site (Facebook software creates multiple versions of the images uploaded as well as storing copies 
in distinct locations (Beaver et al., 2010)) as well as the data, metadata and arguably meta-
metadata the relationship engine generated, the engineers at Facebook decided to redesign the 
image storage system, creating a system they called “Haystack”. 

A key element in the commercial and governmental success of Facebook as a practice is that 
the ordering and connecting, the generating of new relationships happens as seamlessly, 
transparently and quickly as possible by “dramatically reducing the memory used for filesystem 

metadata, thereby making it practical to keep all this metadata in main memory” (ibid p. 4).  2

The secret to effective photo storage and retrieval and so running of the “relationship engine” is 

metadata - creating, finding and serving scopic data points to enable new relationships. Leaving 
aside issues surrounding the company’s controversial exploration of face-recognition, what 

Facebook’s Timeline, tagging and other relationship services and practice do is deal with 

. The engineers report that “in Haystack, each usable terabyte costs ~28% less and processes ~4x more reads per 2

second than an equivalent terabyte on a NAS appliance” (Beaver et al., 2010, n.p.). Here financial and user experience 

cost are seen as equivalent. It is interesting to note the governmental discourse of waste and efficiency that runs through 

Beaver et al.’s paper.
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metadata. Users connect “images-taken-on-my-birthday”, “images-tagged-with-Charlie’s name”, 

“images-in-my-eBook-album”. This metadata can be organised, connected and governed, by me 

or by software. The key problem for Facebook and the most important aspect of Haystack, is 
managing or governing that metadata as a way not only of finding and serving images but also 
enabling relationships. The engineers identified that the existing system was slowing down 
because of the amount of (governmental) metadata associated with each image-object and the 
financial, storage and speed of access costs involved in having to access all that metadata each 
time an image was searched for or rendered. Their solution was to “keep[..] all metadata in main 

memory, which we make practical by dramatically reducing the per photo metadata necessary to 
find a photo on disk” (ibid p. 1). By making image objects in the system easier to find, resources 

could be saved for the social metadata that enables the relationship engine to function and new 
governmental relationships to be set in motion.

On a user’s domestic photo management system such as iPhoto, Aperture, Lightroom or 

Google’s Picassa, each photo-object is stored as a separate file - visually apparent in the PC’s 

directory structure or Finder. This results in a lot of metadata. Each image has its own location as 
well as any other metadata (time of creation, time of modification, owner etc). With a small-scale 
archive on a PC, this is not a huge problem. On a social archive, it is. Facebook needs to keep that 
metadata in memory to allow quick and easy access and connection. Haystack’s solution was to 

store multiple photos in a single file and therefore maintains very large files. The system then 
works with “needles” and “index records”. “Each needle represents a photo stored in 

Haystack” (ibid p. 6) complete with the metadata supplied at upload. Searches however are not on 

the metadata in the JPEG-encoded files or even the needles but on an index record.

“There is a corresponding index record for each needle in the haystack store 

file [...] The index file provides the minimal metadata required to locate a particular 
needle in the haystack store file [...] The main purpose of the index is to allow 
quick loading of the needle metadata into memory without traversing the larger 
Haystack store file, since the index is usually less than 1% the size of the store 
file [...] Storing photos as needles in the haystack eliminates the metadata 
overhead by aggregating hundreds of thousands of images in a single haystack 
store file. This keeps the metadata overhead very small and allows us to store 

each needle’s location in the store file in an in-memory index. This allows retrieval 

of an image’s data in a minimal number of I/O operations, eliminating all 

unnecessary metadata overhead” (Vajgel, 2009, n.p.).

It is “minimal”. Space and computing power is used to connect those objects, set up 

governmental relations. In simple terms, each discrete photo is mapped to a needle which is in turn 
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mapped to an index record. Each mapping makes the data smaller, more manageable and more 
connectable.

It is important to emphasise that this “system” is materially located - a series of actual, material, 

connected objects. The Haystack architecture consists of the Haystack Store, the Haystack Cache, 
external CDNs (content delivery networks, often hosted by an external company) and the Haystack 
Directory. The Store, the persistent storage where “photos” are stored, consists of arrays of 10 

terabyte web servers (materially present and real), which the system divides into 100 physical 
volumes each of 100 gigabytes. These physical volumes are grouped into “logical volumes” across 

different machines. This allows for protection against data loss dues to hardware or software 
failure. A photo object uploaded to Facebook is resized into four different sized image-objects (via 
the JPEG protocol) and stored on a logical volume and written to all corresponding physical 
volumes. Haystack retains external CDNs but adds a Cache, an internal CDN “which shelters the 

Store from requests for the most popular photos and provides insulation if up-stream CDN nodes 
fail and need to refetch content” (ibid p. 4). The Cache includes copies of the most frequently 

requested files. The Directory (note again that this is materially located within a software/hardware  
mesh, it exists somewhere in Facebook’s server farms) does not store “images” but rather keeps 

track of the logical to physical mapping, any free space available on the volumes and the metadata 
necessary for the browser to construct the URL for an image.

This architecture establishes particular scopic and necessarily governmental practices when a 
user uploads an image to become an object within, and generator of, governmental relations. 
Beaver et al. acknowledge this human object dimension when they turn from an account of their 
computer architecture to the user experience of that material mesh (ibid p. 4). They explain how a 
user uploads an image to Facebook and the Social Graph as well as how a “friend” accesses it 

and so sets a “relationship” in motion.

When I uploaded the “pages” of my eBook to my Facebook album, I sent the data to a web 

server where it was re-encoded through JPEG in different sizes. The server contacted the 
Directory for a write-enabled logical volume to store the files upon. It then assigned a unique id to 
the file and uploaded it to each of the physical volumes assigned to the logical volume. Here a 
“photo” becomes a data as well as metadata object for Facebook and for the user’s “profile”. It it 

ready to connect with that profile, the Timeline and whatever tags become associated with it. It is 
integrated into and set to generate relationships, organisations, connections and data trails. When 
my examiner seeks to read my eBook and of course download a copy to his or her browser cache, 
his browser sends a request to the Facebook server (for a page including an image). That server, 
contacts the Directory which creates a URL for the JPEG-encoded image file held in the Store and/
or the Cache and/or the CDN. The URL that is used to locate the file destined to be Liked on the 
user’s page takes the form:
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http://(CDN)/(Cache)/(Machine id)/(Logical volume, Photo)

It is designed to enable Haystack to “find” and render the file (via the JPEG decoder built into 

the browser).

“The first part of the URL specifies from which CDN to request the photo. The 

CDN can lookup the photo internally using only the last part of the URL: the 
logical volume and the photo id. If the CDN cannot locate the photo then it strips 
the CDN address from the URL and contacts the Cache. The Cache does a 
similar lookup to find the photo and, on a miss, strips the Cache address from the 
URL and requests the photo from the specified Store machine. Photo requests 
that go directly to the Cache have a similar workflow except that the URL is 

missing the CDN specific information” (ibid p. 4).

The URL can be seen as governmental. It is an object created by Haystack (a material 
hardware/software mesh) that does things in the world. It orders data for the users and the system. 
It facilitates scopic and governmental encounters and relationships. As an address that can be 
used elsewhere on the Web or posted, mailed, tweeted etc. it generates new (governmental) data, 
data trails and data relationships.

In terms of issues of governmental rationality, the Haystack system underpins the “relationship 

engine” in terms of ensuring that images and image data seamlessly and efficiently allows the 

organisation, management and government of self and social relations. Without Haystack’s 

technical infrastructure, its concrete material instantiation in server architecture, standards of 
encoding and metadata, hard drives and light-as-data image file-objects written in/on it, profiles, 
timelines, “friendships” and the panoply of Facebook’s Open Graph would not be possible. 

Haystack provides the techno-scopic underpinning for the relationship engine, the Open Graph 
and its governmental rationality.

Reading the relationship engine in terms of objects

An object-oriented account of this governmental relationship engine allows a technically located, 
materialist conception of how that engine is built and operates  but also allows those material 
objects to be seen in relation to other human, unhuman, abstract, even virtual objects.

As has been noted the engineers think in object terms. The lawyers’ discourse too is object-

oriented. The “modules”, “machines”, “databases”, “fields”, “needles”, “files”, “data” and 

“metadata” as well as the tagging, ordering and connecting associations detailed by both are 

objects on the pages but also on material servers. Where Harman’s framework adds value is firstly 

in opening up the scope of the objects that make up the engine and secondly in explaining how 
they connect as a matter of objects not some wider field. In short it enable us to see Facebook’s 
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governmentality as a matter of objects not as the outcome or result of an external governmental 
rationality.

From Harman’s perspective what we see in Haystack, the Timeline and the Social Graph is 

objects connecting within objects. The objects discussed above and familiar to the engineers and 
lawyers are joined by the Facebook user-object, the photographer-object, the Facebook brand-
object, the “friend”-object, the “Like” object (Gerlitz & Helmond, 2011) - a whole collection of 

objects within and without Facebook. All have a real dimension that withdraws. We can never 
access the totality of the “relationship storage module”, the “needle” or the “identifier”. We 

encounter its sensual dimension as we (human user, software algorithm, image data etc.) expand 
energy on it. But those objects have real dimensions outside of our relation to them. The Haystack 
has a reality “beneath” the shifting accidents as we walk around it or encounter its particular 

instantiations. But those wider objects in play have that dual character too. The Facebook brand, 
the Open Graph are not just ideologies floating in the abstract. We encounter their sensual 
dimension as they are realised in the world but they have a reality, an eidos that I can intellectually 
approach (see above) and an essence (fundamental characteristics that make them what they 
are). They also connect as objects within other objects: the state’s surveillance, an IPO or a 

company’s marketing programme. When we come on to look at how objects connect, we realise 

that engineers actually have a lead on philosophers. For the developers of Haystack or the 
creators of Timeline, objects connect within objects. The “network” is nothing more than nested 

objects: components connect within engines, metadata objects connect within indexes within 
servers within... For them this is a matter of engineering reality. Harman would see the same thing. 
Objects connect within objects. There is nothing outside objects. User-objects and governmental 
“self”-objects connect within profile-objects, connect within timeline-objects, connect within Open 

Graph-objects, connect within... 

What Harman would add is that those object never fully connect. Real can never connect with 
real, sensual with sensual. Objects connect through mediating objects. There are “real” Facebook 

users and there are real Facebook “users”. From an object-oriented point of view, both the flesh 

and blood human and the social media “user” have a reality. As objects they have a real dimension 

that withdraws and can never be grasped in its totality. The relationship engine (and Facebook’s 

business depends on connecting them. One has real money to spend, one a data position to be 
sold and managed). These real objects connect within an object. They are mediated by a sensual 
object, one that can be accessed. In this case they connect (or are connected) within the Open 
Graph and Timeline (sensual) objects. These objects, while also having real dimensions that 
cannot be fully accessed also have a sensual dimension that is available for access as long as 
energy is expended on it - literally in terms of the user being logged in and also ontologically in 
terms of objects relating to it. 
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Similarly that real Timeline, the unfathomable software/hardware object that has more to it than 
we can access (governmental powers, real qualities that define its essence etc.) mediates the 
connection between the sensual dimensions of Facebook objects. The particular profile (another 
ontological-computational language parallel) of me as a user, that instantiation as “Close Friend”, 

“Family Member” or whatever I or Facebook’s database define it,  connects with another user’s 3

sensual profile or the particular instantiation of a marketing company’s demographic target, is 

mediated through that real Open Graph. It is not just human objects that Facebook connects. 

Facebook as relationship engine, as an issue of governmental rationality, surveillance, 
sousveillance (Dodge & Kitchin, 2007; Bakir, 2010; Ganascia, 2010), power, psycho-cultural 
practice or any other framework by which it is explored, is a matter of objects not of some meta-
field of becoming, processuality or determinacy.

The question then become how does the JPEG object fit into this mesh. My aim is not to argue 
that JPEG is the only protocological object in play within Facebook, its business and IP struggles 
or their governmental or disciplinary effects. Facebook connects with other standards objects. 
Users can upload GIF, PNG and TIF-formatted files. But JPEG does have a privileged position. In 
order to explore that, I turned to my practice.

Facebook, photography and protocol

When I uploaded any of my images (whether originally JPEG-encoded or not) to Facebook, they 
were re-encoded through JPEG as four-different size image files within Haystack. JPEG as an 
object connected with the uploaded data if it was in a format Facebook’s upload software could 

read. JPEG was not the only protocol object in play. PNG, the format of my screengrabs, could 
connect with Facebook’s software (including JPEG) but WebP and RAW could not. When I 

“published” one of my eBooks on/in Facebook, the encoded image files of the pages (including the 

photos) were added to my Facebook profile, my Timeline. As discussed above, I tried to upload 
RAW and WebP-encoded versions of the pages, and failed. In the dialog box that opened, I could 
see the files on my computer. JPEG-encoded and PNG-encoded files were visible. Their names 
were black. I could select them, add them to the waiting list and upload them to my account/
Timeline/profile, tag them and make them part of the government of (my)self on the Open Graph. 
The RAW-encoded and WebP-encoded objects however are “greyed out” - a symbolic lesser 

status. They fade into the background. Inaccessible. Unvisible. They are locked out, unavailable for 
networking, tagging, recognising, data-mining, integrating into and exploiting (or being exploited 

. Facebook “encourages” users to tag their Friends according to a taxonomy of relations. These may parallel how I 3

define myself or not. From an OOP perspective both are sensual profiles, particular subjective instantiations. The 

interesting thing of course is that Facebook’s taxonomy also has a real dimension as data points are created and used on 

the Social Graph.
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by) the power of the Open Graph. My imaging was about encoding and then sharing and 
connecting light-as-data through standards. When I built that apparatus with JPEG, it worked fine. 
Light became social data. When I didn’t... it didn’t. Light became unsocial data.  4

It is not that Facebook’s upload software-object fails to connect with RAW. Rather it connects in 

terms of failure, rendering a greyed-out name that creates a new object: a “cannot upload object”, 

a “blank photo album object”. RAW and Facebook’s algorithms are part of the same object-mesh. 

They connect in the heart of a new object, a non-searchable, non-taggable, non-networkable, 
“failed upload”-object which is still real and powerful - it is part of this PhD for instance. This is not 

semantics. It is important within OOP that we do not narrow down the range of objects in play or 
their connections. Just because the RAW-Facebook connection is not the same “successful” 

connection as the JPEG-Facebook one does not make it any less real or important. If one were to 
build a Facebook marketing strategy around images of products encoded by the RAW protocol, 
that “failed-upload”-object would be very important. Similarly if one were looking to image outside 

the social web, data-mining and Facebook’s hegemony, “failure” would be an important mark of a 

successful mesh.

JPEG is enfolded in Facebook’s Open Graph, Timeline and its governmental work. Its sensual 

dimension connects with the sensual (accessible) dimension of other software (the upload 
algorithm) and hardware (the Haystack, Timeline and tagging modules and servers) within a real, 
withdrawn, governmental Open Graph object. Its real dimension connects with the withdrawn 
dimensions of Facebook as a business object, the inaccessible dimensions of the “user”, within a 

particular sensual instantiation of the Timeline. Similarly RAW is enfolded with the same objects in 
terms of its technical failure to connect. The sensual dimension to RAW connects with the the 
sensual (accessible) dimension of the upload algorithm, within the real Open Graph. If it did not, it 
could not have returned a failure warning. Similarly its real dimension connects with the real 
Facebook business object again as a “failure warning”, an exclusion from the social imag(in)ing 

system Facebook has set up, that it can manage and can exploit. Its exclusion is just a different 
form of connection. The important thing is that RAW does connect ontologically if not technically. 
The fact it is rejected is as relevant as the fact JPEG is accepted. Both connections are enfolded in 
the mesh that is Facebook’s social imag(in)ing systems and its government of the self.

The App-app-object economy: We’re all remix artists now (journal article 

currently under consideration) 

 I use the term “unsocial” in the same way I use the term “unvisible” (see n. 183) to  draw attention to the sense in 4

which the data is somehow “outside” a particular social mesh. It could be “social” within a different mesh.
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Like no other technology before it - even the laptop and tablet - the phone is a mobile 

remixiological machine. Every user is an everyday remix-artist, a VJ, DJ, slam poet. Every moment 

is a network performance. Every time the phone boots up the performance starts. Every app a cue to 

remix. Even without a human object connecting and conducting the performance, streams of data 

and imag(in)ings flow. Words collide in dialectic images. Algorithms on far-away servers generate 

samples for the remix performance. Ads flash across the screen, Likes alert and Shares notify. 

Software preferences arrange the samples and protocols render them as streams and interruptions. 

Written and visual language are rendered within a flat ontology of data objects in performance. 

Words, images, data, visualisations, figures, addresses and co-ordinates from corporate, state and 

algorithmic authors, from friends and Friends dance and draw imag(in)aries on a pocket screen… 

all before I’ve stroked the screen or even started to remix. 

And then an I joins in. I type or photograph, I write or I image. I reorder and react to the 

machinic remix. I add and take away, I multiply and divide the data and the samples already in 

performance. I arrive not as author or creative but as a data point, a remixed subject, an identity, an 

avatar in my own and those far-away servers’ databases. Tron-like I enter dataspaces, drawn 

through and across the screen. I am no Subject or Auteur, nor even a remix-Artiste. I am everyday. 

One among many in Facebook’s eyes, in my phone’s memory, in my n(N)etwork’s ongoing 

performance. My words join the dance. My images flicker in the stream. My connections and 

relationships collide in the flow of my own device and others across networks. My subject position 

is made and remade alongside other human and unhuman actants in the human-machinic 

performance. 

This app-induced performance, this android is the site of memory and subjectivity, the aesthetic 

and the poetic but also the site of power and governmentality. The performance is generated and 

generating. Power-full unhuman actants generate the samples and the connections and feed off the 

performance. Likes become datapoints, reTweets become relationships. These points and 

relationships are fed back into the performance as advert imag(in)ings, as words and images. They 

generate new samples, feeding the remixological machine, feeding me, creating me within their 

databases and across my networks. The performance has an active audience. Corporate and State 

groupies crowd the stage as the I’s perform and improvise. They shout samples for us to use. They 

feed the performance. They create the performance. And they watch and listen intensely. They map 

the remix, data and metadata as part of their own remixological, governmental machine. A 

relationship engine. 
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Apps are the raw material of remix. The machine’s collection of software objects arranged neatly 

in grids on the screen arrange the data and data relations in packets of time and space as well as 

code. My Nexus as nexus. My iPhone as I-phone. The maps app packages geo data, locative 

experience and located subjectivity. The Facebook app packages governmental Social Graph 

positions. The game app packages time, score data and scopic and sonic experience. The e-book app 

packages literacy speed, look-ups and libraries. The packages kept in memory as running apps are 

remix objects for the I to play with or the governmental assemblage to sample. Our everyday remix 

practice - imaging in the pub, waiting for a train, coming out of the tube - is playing with Apps, 

sampling and connecting objects, playing with packets and packages. But the I that plays is also 

being played with by Apps, being authored as well as authoring that remix. 

To take one experience of the app economy via three apps on my phone. I open Google Maps 

and click search. The app remembers my history and previous searches and guides me step-by-step 

through its visualisation of space and time to a mapped position in Google’s database - 6 mins 

walking, along a line on the screen. When I arrive I launch Layer an augmented reality app that 

pulls data from Wikipedia about my location, images from Flickr and overlays them on my camera 

view - a scopic regime creating a scopic experience. I click on Facebook and the post photo option. 

The app launches the camera. I imag(in)e the space and am returned to the Facebook app to add 

‘Hello World’ and post. The app streams my Wall back onto the screen where my imag(in)ing of my 

world appears enfolded in the stream of updates and Likes and Friend requests. 

This is remix. From App to App across a screen. Sampling server data and mobile sensor data. 

Text and words. Subject position and data subjectivity created and logged. Friends and friends. 

Streams and stories. My phone is a remixological network mobile machine. This is everyday remix. 

We can look to address that experience, this app economy, app culture and relationship engine 

through numbers. But like the Facebook app’s endless Wall page, new figures emerge just as you 

think you have reached a conclusion. Apple and Google regularly ratchet up the numbers game - 

even if their figures are somewhat opaque (Evans, 2013). Apple says 50 billion downloads, Google 

counters with 48 billion and of course that doesn’t even account for HTML5 apps as we shall see. 

Industry watchers try to map app usage with Flurry Analytics claiming this increased 115% in 2013 

(Khalef, 2014) and that people are now spending an average of 2hrs 42m a day on their phones in 

2014, 4 mins more than in 2013 (Arthur, 2014]). Others crunch the economics of Facebook’s $19 

billion purchase of WhatsApp as clues to the scale of what we are dealing with. In his statement 

announcing the deal, Zuckerberg deftly weaves numbers and cultural practice: 
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WhatsApp is a simple, fast and reliable mobile messaging service that is used by over 450 

million people on every major mobile platform. More than 1 million people sign up for WhatsApp 

every day and it is on its way to connecting one billion people. More and more people rely on 

WhatsApp to communicate with all of their contacts every day (Zuckerberg, 2014). 

Here Facebook’s latest real estate on the mobile screen is positioned in terms of millions of 

people, billions of connections, and Facebook’s particular take on ‘communicate’, to which we will 

return.  

Researchers have sought another way into that app culture/economy through a focus on the app 

user. In a large-scale study in 2011, Böhmer et al found a fast-paced remix cultural practice with 

apps being used for less than a minute, even though users spend almost an hour a day using their 

phones (2011). Bell et al focused on app usage across the day and found not only patterns but what 

they call ‘operational chains’ - one app experience leading to another (2013). Brown et al also 

looked at actual mobile practices. By videoing and screen-capturing actual app-usage they found 

that “rather  than  pushing  us  away  from the world  around us -  [mobile devices] are  instead just 

another thread in the complex tapestry of everyday interaction”  (2013: 1031). The contributors to 

Moving Data: the iPhone and the Future of Media  (Snickars, & Vonderau, 2012) discussed a 

device but could not escape discussing a practice. As surely as the iPod and then the iPhone are 

nothing without their iStores, so the content and the Apps cannot be separated from the experience 

and ‘management’ of media streams. 

Whether we download consultants’ PowerPoint slides, watch Zuckerberg’s announcement appear 

as an alert; send academics’ PDF papers to Amazon to be streamed back to our phone as its 

proprietary ePub files or read a Fibreculture paper on apps on our mobile Safari, we see and remix a 

story of remix. 

Mark Amerika describes his ‘book’ remixthebook as a cross between an improvised keynote 

address delivered at a conference on disrupting narratives, a stand-up comedy routine, and the kind 

of live, pedagogical performance found in experimental seminars and lectures conducted in a 

practice-based research lab focused on inventing the future forms of avant-garde art and writing 

(2011, p. xii).  

In form and content he positions remix as our creative response to our contemporary media 

situation in the tradition of the surrealists, situationists and sample artists. The ‘source material 

page �  of �32 55



Mobile imag(in)ing: object-oriented practice-research

everywhere’ he talks about, plays with and empowers others to use, is raw material for forms of 

creative practice and performance. Other discourses around remix begin from ‘creativity’. Whether 

it is Lessig’s deconstruction of a legal framework no longer fit-for-purpose (2009); Navas’ 

discussion of aesthetics (2012); or Ulmer’s ‘electracy’ (2003) or the contributors to Mashup 

Cultures (Sonvilla-Weiss, 2010) and Fibreculture 15, remix is about creativity because it 

problematises and remixes the creative. 

But everyday remix is not about creativity. It’s about finding a destination or a Friend. It’s about 

a sports score alert or a ‘I’m running late’ SMS; a calendar alarm or cheating in a pub quiz. It is 

everyday, banal or what poet Kenneth Goldsmith calls ‘uncreative’ (2011). Like a radio traffic 

bulletin or the ads in a newspaper, our remix performances as we play with apps and they play with 

us compose flat, uncreative but poetic texts and subject positions. It is about what Benjamin talked 

of as rags ’n refuse (2003) data fragments that the digital flâneur wanders through and collects. 

But of course we are not the only ones engaged in everyday remix. It is still a matter of debate 

whether the National Security Agency (NSA) had direct access to Facebook and Google’s servers. 

The NSA Powerpoint presentation suggests it did (The Guardian, 2013). One slide on the Prism 

presentation boasts of ‘collection directly from the servers of these US service providers: Microsoft, 

Yahoo, Google, Facebook, PalTalk, AOL, Skype, YouTube, Apple’ (Lee, 2013). The companies say 

it didn’t. According to the New York Times, there are perhaps secure online ‘rooms’ where requested 

information could be sent and accessed by the NSA, but there is no ‘back door’ (Cain Miller, 2013).  

Prism of course is not the only software surveillance and data-mining systems we know about. 

The Washington Post reported on a system wonderfully named ‘BLARNEY’ complete with a 

cartoon insignia of a shamrock and a leprechaun hat, which describes itself as "an ongoing 

collection program that leverages IC [intelligence community] and commercial partnerships to gain 

access and exploit foreign intelligence obtained from global networks” (Gellman & Poitras, 2013). 

The equally evocatively titled ‘Boundless Informant system’, which analyses Prism data, reportedly 

uses free and open source software in order to make its data mining powers ‘available to all NSA 

developers’ - a wonderful example of the rhetoric of open platforms coming back to haunt us, or at 

least watch us (Greenwald & MacAskill, 2013). 

There is also debate over exactly what digital information the agencies were accessing: 

communications or metadata, the content of messages, postings and comments or information about 

those communications, time and spatial information, where and when the communication happened 
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and between whom. What is clear is that whether sanctioned by the courts or not, whether direct or 

not, the NSA (and its UK equivalent GCHQ) have been ‘reading’ the digital detritus, the data, data 

trails and data relationships we leave behind online. This infinite archive of emails, messages, 

images and webcam imaginings as well as likes and shares are all objects that NSA’s software can 

build profiles and threat levels from. But in order for that surveillance, sorting and standardisation 

to work, the objects need to be not only accessible but readable and usable. If they are encrypted or 

in a non-standard format, the governmental machine slows down. The cryptographers have to get to 

work and the automated surveillance engine ceases to be as efficient.  

Details of the specific software software Prism uses have still to come out. Palantir - named after 

a magical rock in Lord of The Rings that granted remote vision - a California Startup has denied that 

its Prism software is the one used (Greenberg, 2013). One could trace the myriad connections 

between the company, its backers, the CIA, Facebook, Mark Zuckerberg, Sean  Parker and its 

existing Government contracts (Hodgkinson, 2008) to raise an eyebrow about that, but what is 

perhaps more important is to note that data-mining, data-reading, data-sorting software is not only 

big business but at the heart of big business. Palantir says it sells ‘software that allows organizations 

to make sense of massive amounts of disparate data,’(Palantir, 2014) and calls its software 

‘financial analysis software’ (Greenberg, 2013). Big Data and the software that see it, whether in a 

terrorist threat database, a loyalty card database or an RFID tracking database is at heart of the 

government of citizens and consumers. In Foucault’s terms it is governmental (Burchell et al, 1991; 

Lemke, 2011). 

These surveillance practices are the state’s everyday remix. Communicative capitalism too is a 

remix artist. Facebook’s Open Graph (Gerlitz, & Helmond, 2013) and Google, Amazon and Apple’ 

Big Data (Mayer-Schönberger & Cukier, 2013; Cote, 2013) remix our app openings, postings and 

readings into their own predictive remixes, fed back or archived as what I have elsewhere called 

‘digital detritus’ (Caplan, 2013). 

How to address this app-fuelled, governmental remix regime in such a way as to account for the 

panoply of actants at play - the app, the protocols and the standards, the user, the Friend, the Like, 

the business strategy, the Store, the device. How not to reduce it to ‘technology’ nor to ‘techno-

capitalism’. One way is to work with objects. 
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Triple O, that thought project within philosophy that is continually remixed across the Blogs of 

Graham Harman, Tim Morton, Levi Bryant and Ian Bogost and his ’speculative realism 

aggregator’ (http://bogost.com/speculativerealism), holds that objects are real. Whether material and 

physical or digital or even ideological or legal - a hard-drive, an algorithm, an image, a JPEG-

encoded datafile, a Creative Commons licence and a media company and its lawyers are all in play 

and they are all real: all objects at play in my pocket. Here ‘real’ is an ontological not a mechanist 

or materialist issue. If they are in my remixological machine, they are real. It doesn’t matter 

whether they are have a physical form or not, whether they are imaginary or discursive. They are 

real because they have a unity and because they act.  

Object-Oriented Ontology (OOO) offers us a way of approaching the weird world of everyday 

remix and app creation and use that gives objects their due. It refuses to collapse app-objects and 

the nested objects of which they are made into something bigger or reduce them to something 

smaller - what Graham Harman calls overmining and undermining. Objects, as actants in remix 

culture (or indeed any other culture) as components of the app economy are worthy of our attention. 

They are not manifestations of a deeper structural reality or system, superstructural signs of a 

capitalist, colonialist or patriarchal base. They are not representations, signifying, couriers of a 

message. They have their own reality and actuality… all very weird. 

If I am simultaneously author and authored. If I am creator and created, one among many actants 

caught, ghosts in the machine, we cannot think this performance in correlationist terms, human-

centric, Subject and objects. Nor can we think it in structuralist terms collapsing the panoply of 

actants into an assemblage or determining network. Rather there is something flat here. Hardware 

photo sensors and gyroscopes, software standards and algorithms, machinic and human text, 

screendraws and photographs, vectors and pixels, corporate and state databases, laws and cameralist 

practices. All jostle in a vibrant (re)mix of performing object actants. Authoring and being authored. 

Creating and being created. 

OOO holds that actant-objects have withdrawn real dimensions and accessible sensual 

dimensions. We can never fully know an object. It always has more. It always holds something 

back. We may be able to map every line of code in an algorithm but we can never get at every 

dimension of its reality within remix, every facet of its power within and across an app. We may be 

able to access an image or a sentence on our Wall, to unpack its connotations but there is always 
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more as it spins across the social graph. Heidegger had his broken hammer. In contemporary 

everyday remix culture, everything is broken. But although an object always withdraws, it also has 

an accessible dimension, a sensual side that other objects connect with. Our remixological machines 

(objects themselves of course) and our - or perhaps ‘their - apps are the site of these connections, 

choreographed by us, by algorithms or by chance. 

Triple O refuses to collapse these complex relations, these spatial and temporal dynamics at work 

in app creation and consumption, in everyday remix upwards into an account of a techno-social 

system or Like economy or downwards into an account of code. Neither is it willing to privilege 

human access or the human actant as Subject. In Bryant’s words we are dealing with a ‘democracy 

of objects’ (2011), opening up what Galloway and Thacker call the Exploit - the possibility of 

reconnecting objects in critical and disruptive ways (2007). 

Tim Morton uses the term ‘mesh’ in preference to the more common ‘assemblage’ in his 

discussion of the ecological thought. Here object-actants are not parts of some bigger whole, nature, 

or even The Network. Drawing on the image of Indra’s net and its jewels reflecting in jewels, He 

says, ‘[t]otal interconnectedness isn’t holistic.... Indra’s net implies that large and small things, near 

and far things are all “near”’ (2010, p. 40). From an OOO perspective the app economy is a mesh, 

the remixological machine is a mesh, the app itself is a mesh: all at different scales but all object-

meshes. Such a perspective allows the sort of technically informed account of apps that Platform 

Studies applies to video games (Montfort, & Bogost, 2009), but also the sort of critical engagement 

with Apps that work with and through remix. 

How does this focus on objects help us address everyday remix and the governmental app? One 

way to trace this is to use the sort of philosophical practice-research that Bogost has called 

‘carpentry’ (2012) to actually work with objects, to build an app with objects and see what we can 

learn by a flattened focus on specific actants, to see what the app sees. 

Before we engineer/reverse-engineer an app machine-object however, we need to understand two 

types of app-objects: native and web apps. Native apps are programmed in high level languages for 

specific mobile platforms - ObjectiveC (and soon Swift) for the iOS and Java for Android. They are 

distributed by the various app stores and have to pass Apple and Google’s tests as well as pass a 

share of the profits onto the companies. Web apps are written in HTML5, CSS and Javascript - open 

web technologies. They are, in effect bundled web sites. They are compiled via frameworks such as 
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PhoneGap to be submitted via the App Stores but can also be simply installed from the Web. The 

most famous example of a Web App is the one created by The Financial Times when it famously 

withdrew from the Apple Store in 2011 (Dredge, 2013). Debate rages about whether Web Apps  

offer the same affordances and the same performance and power of native Apps but from an object-

oriented point of view the key issue is the objects in play. The HTML-actant may be different from 

the ObjectiveC-actant, but the protocols, standards, APIs, servers, tubes (Blum, 2012), human and 

corporate machine-objects are the same. By exploring how they connect in a simple Hello World 

web-app, we can begin to map their governmental work. 

An HTML app is essentially a web page with what’s called a ‘cache manifest’ file that tells the 

browser to save the HTML file and any other files for offline use. These two objects effectively 

create a self-contained app. A web page object (the object that the browser object connects with) 

consists of a semantically constructed document following the HTML standard. At its most basic it 

consists of: 

<!DOCTYPE html /> 

<html> 

<head> 

<title> 

</title> 

</head> 

<body> 

</body> 

</html> 

To create a simple web page object that can circulate across the networks, be read in browser-

objects on phones, tablets, computers, TVs, fridges etc, we simply add content in between the 

‘body’ tags: 

<!DOCTYPE html /> 

<html> 

<head> 
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<title> 

</title> 

</head> 

<body> 

 Hello world 

</body> 

</html> 

If that document is saved as index.html and made available on a web server (object). It can be 

accessed at a particular URL (object), linked to, shared, remixed or everyday-remixed. That 

document can be rendered by mobile phone web browsers but to turn it into a Web app we need to 

give some more instructions to the browser and operating system software objects. Firstly we create 

a second object saved as webapp.appcache consisting of  

CACHE MANIFEST 

index.html 

And then add an instruction to our web app which tells the device to download the content of the 

index.html file to the device’s cache so it can be read offline, accessed like any other app. Line 2 

becomes: 

<html manifest="webapp.appcache"> 

Next we need to instruct the browser to render the web app full screen. A browser object ‘reads’ - 

or in OOO terms, connects with the code objects - sequentially, so we add these instruction objects 

at the top. Firstly our web app object tells the browser to scale the content to the device size. The 

new line 3 reads: 

<meta name="viewport" content="width=device-width, initial-scale=1"> 

Next it instructs the browser object to run the web app full screen  

<meta name="apple-mobile-web-app-capable" content="yes">  
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A final step to make our Web App behave like a native App is have the option to add it as an icon 

to the user’s homescreen. In reality this is just bookmarking a web (app) page. Here we use 

Javascript, a text-based scripting language which connects with an interpreter or ‘virtual machine’ 

in the browser. Here the Javascript object and the virtual machine objects connect to tell the 

operating system to pop up a balloon offering the user the chance to save the web app to the 

homescreen. In true remix fashion, we do not need to create from scratch. Rather we can remix. A 

quick search and visit to http://cubiq.org/add-to-home-screen and we have two other objects to add 

to our Web app that add the functionality. add2home.js is a Javascript object with the necessary 

instructions. add2home.css is a CSS ‘stylesheet’ object which connects with the browser telling it 

how to render the pop up. By adding these two files to the manifest, we ensure they are available 

offline: 

CACHE MANIFEST 

index.html 

add2home.js 

add2home.css 

The browser object needs to know that it needs to connect with these two objects so we add 

instructions to the <head> [FN 1]:  

<link rel="stylesheet" href="path/to/add2home.css"> 

<script type="application/javascript" src="path/to/add2home.js"></script> 

Now we have a simple app object. It may be simple but it already consists of nested objects the 

device, the screen, the browser, the virtual machine, the operating system, the code as well as the 

political economy of the app economy, Foxconn workers, proprietorial and open business strategies 

and standards etc.  

Although not strictly necessary, particularly for a simple one-page Hello world app, we add some 

more Javascript and CSS to make the web-app behave like a native app when it runs. Given the 

right Javascript object to connect with, the virtual engine will tell the browser object to render 

separate screens of content, add swipe and other haptic affordances etc. Again this can be remixed 

in from objects on the web, this time even more interestingly. By adding:  

<link rel="stylesheet" href="http://code.jquery.com/mobile/1.2.0/jquery.mobile-1.2.0.min.css" /> 
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<script src="http://code.jquery.com/jquery-1.8.2.min.js"></script> 

<script src="http://code.jquery.com/mobile/1.2.0/jquery.mobile-1.2.0.min.js"></script> 

below the other Javascript link we provide the necessary objects. This time however we do not 

need to remix those objects on our server, we can remix at a distance. JQuery mobile is a set of 

Javascript and stylesheet objects that instruct a mobile browser to render webpages as web apps. By 

using the URL for the necessary objects in the instructions, we can tell the browser to download the 

necessary objects from the server. If we look up the IP address of jquery.com (the server object that 

houses the software objects we need) we find its IP address is 70.32.120.34 which is a server in 

Culver City, California, latitude 34.0202, longitude -118.393. Now our web app object is connected 

to the transatlantic cable objects, server objects, IP address objects, hard drive and very real 

chemical objects that form the globalisation ‘hyperobject’ as Morton calls massively weird 

distributed objects - an issue to which we will return. 

A user opening this web app is part of a global mesh. She encounters the global networks 

hyperobject as she connects with her device and her network’s hardware and software objects, the 

human and unhuman actants at play in any network encounter. As she closes the Hello world app 

for something more interesting, she remixes those words into the stream of language she reads 

across her screen. At the same time jQuery’s server logs and possibly her ISP and the NSA’s 

software remixes her web activity into her profile. 

Having built with objects we can now add other objects to enrich her remix (and that of those 

surveilling her). Firstly, let’s remix the Stream into the Web app. Communicative capitalism is more 

than happy to offer objects to remix. The more objects connected, the more data its Siren Servers 

(Lanier, 2014) amass. Twitter is happy to package an object for a Web app to connect with in the 

certain knowledge that the object will report back, connecting with the company’s own algorithm 

objects. On every Twitter user’s Settings page there is the option to create a widget, a simple html 

and Javascript object (ironically both open technologies) from a timeline, from a Twitter list or a 

search. Sampling all the tweets mentioning NSA is as simple as putting the text into the form and 

clicking ’Create widget’. Twitter packages the code object: 

<a class="twitter-timeline" href="https://twitter.com/search?q=NSA" data-widget-

id=“INSERT_WIDGET_ID”>Tweets about "NSA"</a> 

<script>!function(d,s,id){var js,fjs=d.getElementsByTagName(s)[0],p=/

^http:/.test(d.location)?’http':'https';if(d.getElementById(id){js=d.createElement(s);js.id=id;js.src=p
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+"://platform.twitter.com widgets.js";fjs.parentNode.insertBefore(js,fjs)}}

(document,"script","twitter-wjs");</script> 

If we add that between the <body> tags of our web app, the phone’s browser-object will connect 

with twitter.com (in San Francisco, latitude 37.7697, longitude 122.393), and its search software. It 

will leave a trace on that object (the data-widget id) [FN 2] and platform.twitter.com’s servers in 

Wichita will connect with our web app to remix the Stream of tweets onto our screen. 

Whether the user reads or reads-and-writes into the Twitter Stream through our app, she connects 

with objects, leaves traces, contributes to the Stream. Her everyday remix connects with 

communicative capitalism and dataveillance capitalism’s everyday remix.  

Let us add one more code object to the mix to open up - and remix - other actants within and 

without the phone. To add a geolocative affordance to the web app is to connect the user-object with 

the sensors in the phone, the screen as it redraws a map, the Google server farm and the company’s 

Maps API, the global positioning satellites and locative surveillance and management strategies of 

the corporate and state actants as well as the user’s friend waiting in the Starbucks by the theatre for 

the user to arrive.  

Firstly we connect our web app to Google’s API by adding a script to the end of the <head> 

section of the code: 

<script type="text/javascript" src="https://maps.googleapis.com/maps/api/js 

key=INSERT_API_KEY&sensor=TRUE”></script> 

This line instructs the mobile browser to connect to Google’s API (application programming 

interface) software at IP address 74.125.225.48 in Mountain View, California (latitude: 37.4192, 

longitude: -122.057) and load a Javascript library into the phone’s memory. Unless you are a 

Google Apps for business customer, you need to connect those objects with an API ‘key’ you get 

through your Google account (https://code.google.com/apis/console). Google says this helps you 

and it monitor usage. It also, of course, remixes the data at play in your app into the company’s 

archives as calls on that API are connected to other data objects the web app provides [FN 3]. The 

“sensor=TRUE” parameter informs Google that the map will be used with a geolocation sensor. 

Google requires this as part of its (object) relations with data providers.  

The next step is to connect that library object to the phone’s sensor, find the location and load 

that and the Map ready to render it as a visual object within the web app.  

<script> 
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     $( document ).on( "pageinit", "#map-page", function() { 

         var defaultLatLng = new google.maps.LatLng(37.4038194,-122.081267);  // Default to 

Mountain View, CA when no geolocation support 

         if ( navigator.geolocation ) { 

             function success(pos) { 

                 // Location found, show map with these coordinates 

                 drawMap(new google.maps.LatLng(pos.coords.latitude, pos.coords.longitude)); 

             } 

             function fail(error) { 

                 drawMap(defaultLatLng);  // Failed to find location, show default map 

             } 

             navigator.geolocation.getCurrentPosition(success, fail, {maximumAge: 500000, 

enableHighAccuracy:true, timeout: 6000}); 

         } else { 

             drawMap(defaultLatLng);  // No geolocation support, show default map 

         } 

         function drawMap(latlng) { 

             var myOptions = { 

                 zoom: 15, 

                 center: latlng, 

                 mapTypeId: google.maps.MapTypeId.ROADMAP 

             }; 

             var map = new google.maps.Map(document.getElementById("map-canvas"), 

myOptions); 

             var marker = new google.maps.Marker({ 

                 position: latlng, 

                 map: map, 
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                 title: "Greetings!" 

             }); 

         } 

     });</script> 

Line 22 checks the user’s location using the sensor-object and geolocation affordance in the 

operating system software-object in the phone and loads that information into a software object 

called “navigator.geolocation” cached for 5 minutes with a timeout of 6 seconds. Lines 12-21 use 

the Google maps API library to create a map based on the user’s location or failing that a default 

location (in our case Google’s offices). Lines 26-38 draw that map and an overlay marker (Google’s 

famous pin). This new relocated data object is then connected with the web app’s page by putting a 

place marker-object in the <body> of the HTML: 

<div role="main" class="ui-content" id="map-canvas"></div> 

And the <head> as a style: 

<style>#map-page, #map-canvas {width: 100%;height: 80%;padding: 0}</style> 

The final step is to add an instruction to the browser object to initialise (connect with) the 

Javascript geolocation object: 

<body onload=“javascript:initGeolocation()”> 

When the user launches the web app, the objects connect, visualise place, space and subjectivity 

and render-remix it into the app simultaneously remixing the app and the user back into the 

dataveillance and communicative capitalism’s archives.  

Authoring the app-object has been an exercise in remix, cutting and pasting code; sampling code 

from across the world, remixing affordances, hardware and software actants to build the app-object. 

Using the app is an exercise in remix for the user as she wittingly and unwittingly samples data, 

code, words and images into her app experience. The usage of the app is an exercise in remix for 

communicative capitalism as it samples and tracks data, our subjectivity and IDs. 

It is tempting to locate the objects connecting and reconnecting across networks, cultures and 

dataveillance strategies as an assemblage. We have already seen how Morton prefers the concept of 

‘mesh’ and the image of Indra’s net as a way of mapping those relations. In a later work (2013) 
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Morton identifies a special class of objects he calls ‘hyperobjects’ which offers another way of 

seeing the app. 

This particular class of objects is massively distributed in time and space relative to humans. 

They are “not just the collections, systems, or assemblages of other objects. They are objects in 

their own right” (Morton, 2013, p. 2) and as with all objects they withdraw from full access but are 

nevertheless fully real. His object of analysis is ‘global warming’, a term he prefers to ‘climate 

change’ (ibid p. 3). Here the very real, present and material object leaves footprints in our world and 

experience. We do not encounter the full nature of ‘global warming’. Hyperobjects: occupy a high-

dimensional phase space that makes them impossible to see as a whole on a regular three-

dimensional human-scale basis. We can only see pieces of hyperobjects at a time (ibid p. 70). 

Morton imagines an apple invading a two-dimensional world: first the stick people would see 

some dots as the bottom of the apple touched their universe, then a rapid succession of shapes that 

would appear like an expanding and contracting circular blob, diminishing to a tiny circle, possibly 

a point, and disappearing […] That’s why you can’t see global warming. You would have to occupy 

some high-dimensional space to see it unfolding explicitly (ibid p. 70). 

I do not want to present the ‘hyperobject’ or ‘high-dimensional phase space’ as a metaphor. I 

want to go further and argue that our practice-research with the Hello World app shows that apps-

as-objects sample aspects of a communicative-capitalism-network-media object massively 

distributed in space and time: a media hyperobject. That hyperobject is real but inaccessible, present 

and powerful but can only be encountered in a partial way. It is not that dimensions of the 

hyperobject are somehow hidden from the app (or the app-creator object) - servers and data, cables 

and IP addresses, patents and protocols are all real and ‘there’. Rather it is that the app, the app 

creator and the app user operate in a different phase space, they only encounter elements of that 

techno-media-hyeprobject as they emerge into their dimension. Communicative capitalism appears 

as a ‘rapid succession of shapes that would appear like an expanding and contracting circular blob, 

diminishing to a tiny circle, possibly a point, and disappearing’. That’s why we can’t see the app 

economy. We would have to occupy some high-dimensional space to see it unfolding explicitly. 

Creating an app is the practice of engaging with dimensions of the media hyperobject to create a 

window into that hyperobject. As we built our Hello World app we sampled higher-dimensional 

communicative capitalism as streams and data stores, protocols and standards. We built a window 
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where the three-dimensional user (human or unhuman) could ‘see’ the Apple emerge into our 

dimensional reality. 

Everyday remix is the uncreative practice of playing with media hyperobjects. When a user 

remixes a Tweet and a Map, an SMS and a Like, she samples dimensions of the media hyperobject 

as they emerge into her phase space through her networked remixological machine. As those objects 

(remember for OOO, objects are nested, the hyperobject is itself a collection of objects) emerge on 

her phone or on her dataveillance profile, they reveal parts of the hyperobject, they leave footprints 

on her day and in her NSA file.  

Levi Bryant’s perspective on objects adds further to our our picture of the nested objects we see 

in play in app-creation and everyday remix. In Onto-cartography (2014), Levi Bryant prefers the 

word ‘machine’ to ‘object’, a term he sees as pushing us back towards a privileging of a non-object 

Subject. Machines have inputs and outputs. Objects object (as a verb), they act. As such they 

‘negotiate’ with other machines. Drawing on Sartre’s discussion of steam engines in Critique of 

Dialectical Reason (2004, p. 159), Bryant presents the machine as active, not the passive object of a 

creative Subject but a partner - sometimes an anarchic partner - in creation. He says: ‘[t]he machine 

itself ends up contributing to the design in a way not intended by the designer’ (2014, p. 19). 

Here the uncreative everyday remix we see at play in app creation and use appears as objects 

objecting, actively reacting back, weird and slightly out-of-control co-creators, partners with us in 

the app economy and culture. When we connected the Google API machine to the browser object in 

our Hello World app, those unhuman machines, those encounters with the hyperobject had a form 

of agency or vibrancy in Jane Bennett’s terms (2010). And that agency was not under the control of 

the I-machine that programmed. It is not just that new data was established at every running, the 

encounter itself, the dimensions of the hyperobject emerging into our app-dimension, was new as 

inputs and outputs, calls and responses acted on each other outside our control as app-designer and 

outside each machine’s control as data-designer. As Bryant says:  

‘[t]he machine itself issu[es] certain imperatives on its designer that run away from the intentions 

of the designer. The machine itself ends up contributing to the design in a way not intended by the 

designer’ (2014, p. 19).  

It is this mechanic anarchism that opens up the possibility of the sort of Exploit that Galloway 

and Thacker discuss when they talk of ‘discovering holes in existent technologies and projecting 
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potential change through those holes. Hackers call these holes “exploits”’ (Galloway, & Thacker, 

2007, p. 81). 

And of course everyday remix runs away from the I-designer. Its uncreativity rests on objects’ 

anarchic agency. When we remix our alerts and searches, Kindle annotations and geolocation 

position, these machines act back on us, on each other as well as on the database and dataveillance 

machines to which they are connected. 

Like Bennett, Bryant is at pains to stress the materiality of these machines and mechanic 

encounters. As we have seen, as we have built an app and an app experience, the objects and 

hyperobjects in play are deeply material. The wires across which the connections are made (Blum, 

2012), the clouds that are encountered  (Cubitt et al, 2011); the very data that is connected (Cote, 

2013) has an ecological and ontological materiality. IP addresses have addresses. Databases have 

footprints. Remixes leave traces. When the media hyperobject breaks through into our dimension, 

like its global warming counterpart, it does so materially.  

Bryant’s advocacy of a materialist ontology goes beyond a recognition of the material 

infrastructure of the hyperobject and our app. Taking issue with Harman’s characterisation of 

materialism as undermining, Bryant holds that materialism does not reduce machines to their 

constituent parts alone but rather sees them as parts and relations and that the relations, the 

objecting discussed above, are material. 

For Bryant this objecting is a flow of energy (2014, p. 11). Machines connect, they input and 

output. Their bi-directional relations resist entropy. That flow is physical, material. The traders in 

dataveillance know information is not just power but also material to be tapped, stored, sifted and 

sold. Materialist object-oriented philosophers too know that the server on which the map-data sits is 

material, the screen on which it appears is material but the anarchic connection is material too. The 

flow is physical. The energy is material. This goes beyond the idea that information is data, to the 

broader claim that information is the energy that powers the media hyperobject.  

When we built our Hello World app from objects we built it from information-energy too - the 

seemingly immaterial standards and protocols that guaranteed the connections are physical, not just 

in their existence in patents or W3C Requests for Comments documents but also in their appearance 

in our dimension as components of our machine-app. As the HTTP protocol connects client and 

server it provides the energy to make them work. Whether data is flowing across that connection or 

not, the HTTP protocol (some may see it as a relation) acts as a material flow keeping input and 
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output connections open, objecting ready to play. When we engage in everyday remix, the object-

samples are connected (however vicariously (Harman, 2007)) by physical routers and material cable 

but also by material flows. The weird JPEG standard that connects the photograph to the Like 

economy exists. It is an object in our mesh. It is a dimension of the hyperobject whose objecting as 

a flow of energy is physical. It guarantees the inputs and outputs. It literally powers the app. It is as 

material as the electricity that keeps the screen on. 

As I write this conclusion, my phone sits next to my keyboard. Its clock syncs the time set by the 

signal towers it connects with. The widget on the lockscreen remixes the data into my workday. A 

text message, a Twitter alert and a Facebook Like stream across the alerts screen. As I click on the 

URL my Friend has sent me, I sample a video. As I compose the pithy reply I remix the search I’d 

just done for Network Time Protocol. Considering my next sentence I mindlessly flick through my 

photo album and my Read it Later list, a quick couple of Chess moves, a new Google Music track, a 

paragraph of the Kindle novel and a flight over Google Earth for no particular reason… the ‘First 

Monday deadline’ Calendar alert set on a server in California pushes me back to work. 

It’s not Girl Talk (Gaylor, 2008) It’s not Remix the Book (Amerika, 2011). But it is remix: 

uncreative, everyday sampling, playgiarism. The networked remixological machine we know as the 

mobile phone is a canvas on which we are all artists. Each app is the molten core, the machine of 

inputs and outputs through which we sample one dimension of the media hyperobject and mix it 

with another. Each time we use the phone we engage in a flat ontological remixing in our phase 

space. We don’t have to be ontologists or media scholars or object-oriented hackers. The senior 

citizen typing a text message in capital letters because they can’t figure out how to switch them off; 

the student cheating in a pub quiz; the child closing dad’s email to open Angry Birds are remix 

artists, object-oriented practice-researchers.  

The communicative-capitalism-app-economy-network-media-hyperobject, massively distributed 

across time and space, massively power full and massively weird is not the context or background. 

Hyperobjects “are already here” (Morton, 2013, p. 29). Everyday remix is our response.  

Notes 

1. The Javascript and CSS file-objects need to be somewhere, literally. when we replace the 

“path/to/“ with the server address where the object is available to connect, we further engage with 
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the materiality of network servers, cables, buildings, firewalls and real walls, planning permissions 

and legal jurisdictions. 

2. The ID is linked to the author of the widget’s Twitter account. Twitter will trace all activity 

back to that account but because the Web app runs in the phone’s browser, Twitter can still access 

all the data the user’s phone offers as the browser client object connects with the Twitter server 

object (Fodden, 2011]). 

3. There is no need for the API when signed up/into Apps for Business as the App, and any other 

object, is already connected to the user’s account-object.  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leading new media business titles. Plus news and analysis editorial.

• 1999 - 2000 Associate/Art Editor, The Lawyer
Developing and editing features, leader writing, digital illustration and photography. Regular columns 
on new media and marketing.

• 1998 - 1999 Editor, E-volve (P/T)
Launch editor and writer for new media marketing magazine, a supplement to Marketing Week.

• 1998 - 1999 Editor, BOL.com
Launch editor for UK arm of Bertelsmann’s competitor to Amazon.

• 1997 - 1998 Online Editor, The Bookseller
Developing strategy, launching, editing and designing theBookseller.com.
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• 1995 - 1997 Editor, Viewpoint
Launching, editing, writing and photographing campaigning and inclusive newspaper for Mencap 
and developing accessible website.

• 1994 - 1995 Editor, Pharmaceutical Technology Europe

• 1988 - 1994 Lecturer: Journalism/New Media, Liverpool John Moores University 
Development and delivery of undergraduate and postgraduate programmes, distance learning 
materials and research.

Other:
• Tutor Counsellor, Open University
• Lecturer FE.
• Press Photographer.

recent papers and conference presentations:
• We're all remix artists now: everyday remix, apps and objects Paper and Active App-Book (best 

viewed on Mobile) delivered at Apps and Affect conference, Western University, London, Ontario, 
Canada. October 2013. The paper followed a practice-research workshop on building a Web App 
(best viewed on Mobile).

• What Is a JPEG? The Invisible Object You See Every Day in The Atlantic (September 24th 2013).
• Software Tunnels Through the Rags 'n Refuse: Object Oriented Software Studies and Platform 

Politics in Culture Machine 14 (2013) PDF.
• Through a Prism darkly. What does software see?. Paper delivered at Conditions of Mediation 

London 17 June 2013. PDF here.
• Digital Common Space: Remixability co-authored with Jussi Parikka in Hemment, D; Thompson, B; 

de Vicente, J and Cooper, R (2013) Digital Public Spaces. Future Everything. Available as PDF 
here.

• London 2012: Distributed Imag(in)ings and Exploiting Protocol in PLATFORM: Journal of Media and 
Communication 2(2) (September): 6-21 PDF).

• Practising Theory. Paper delievered at ASCA International Workshop, Amsterdam, March 2011. 
(PDF version 8MB. Sorry it's got imag(in)ings embedded!)

• Software Tunnels Through the Rags 'n Refuse. Paper delivered at Platform Politics, Cambridge 
12-13 May 2011. PDF and video here.

• Towards an Object-Oriented Photography. Paper given at the Perceptions of Practice conference, 
Nottingham Trent University 11.07.11

• Video 'paper' Object-Oriented Photography in O-Zone and on YouTube here.

Other published work: Creative Camera, British Journal of Photography, Law &
Critique, Development Education Journal,

referees
Teaching and research:

• Professor Chris Gale, Dean of the Faculty of Social Sciences, Law and Technology. GSM London, 
Horsenden House, 891 Greenford Road, Greenford, London. UB6 0HE. t: 020 8516 7800 e: 
chris.gale@gsm.org.uk

• Dr Cui Su, Course Leader: MA Advertising, London College of Communication, Elephant & Castle, 
London, SE1 6SB. t: 020 7514 6500 e: c.su@lcc.arts.ac.uk 

• Dr Tim Markham, Lecturer in Media (Journalism)/Director of Graduate Studies, Media and Cultural 
Studies, Birkbeck, University of London, 43 Gordon Square, London WC1H 0PD. t: 020 3073 8380 
e: T.Markham@bbk.ac.uk

English language teaching:
• Jan Madakbas. International House, 16 Stukeley Street, London. WC2B 5LQ. t: 0207 611 2400 e: 

Jan.Madakbas@IHLondon.co.uk.
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http://www.theinterationale.com/everydayremix/index.html
http://http//appsandaffect.blogspot.ca/
http://www.theinternationale.com/appsandaffect2013
http://www.theatlantic.com/technology/archive/2013/09/what-is-a-jpeg-the-invisible-object-you-see-everyday/279954/
http://www.culturemachine.net/
http://www.culturemachine.net/index.php/cm/article/view/507/522
http://http//conditionsofmediation.wordpress.com/
http://www.theinternationale.com/papers/prism.pdf
http://cl.ly/2Q1D2i3O021K
http://www.culture-communication.unimelb.edu.au/platform/
http://journals.culture-communication.unimelb.edu.au/platform/resources/includes/vol2_2/PlatformVol2Issue2_Caplan.pdf
http://www.hum.uva.nl/practicing-theory
http://theinternationale.com/papers/Chasing_Protocol_ASCA.pdf
http://www.networkpolitics.org/content/platform-politics
http://www.theinternationale.com/papers/Software_tunnels.pdf
http://theinternationale.com/blog/2011/07/towards-an-object-oriented-photography/
http://nottinghamtrent.academia.edu/DavidReid/Blog/18528/Perceptions-of-Practice-Photography-Nottingham-Trent-University-11-July-2011
http://ozone-journal.org/oo-frequency/
https://www.youtube.com/watch?v=vVA--pDFxo0&feature=youtu.be
mailto:chris.gale@gsm.org.uk
mailto:c.su@lcc.arts.ac.uk

