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Virtual reality is a means for creating comprehensive illusions that you are
in a different place, perhaps a fantastical, alien environment, perhaps with a
body that is far from human. And yet, it is also the farthest-reaching
apparatus for researching what a human being is in terms of cognition and
perception.

In order for the visual aspect of the virtual reality to work, for example,
you have to calculate what your eyes should see in the virtual world as you
lock around. Your eyes wander and the virtual reality computer must
constantly, and as instantly as possible, calculate whatever graphic images
they would see were the virtual world real. When you turn to look to the right,
the virtual world must turn to the left in compensation, to create the illusion
that it is stationary, outside of you and independent. Unlike prior media
devices, every component of virtual reality must function in tight reflection of
the motion of the human body.

That is why virtual reality researchers prefer verbs to nouns when it

@
comes to describing how people interact with reality. Vision depends on

continuous experiments carried out by the nervous system and actualized in
large part through the motion of the head and eyes. The body and the brain
are constantly probing and testing reality.

Look around you and notice what happens as you move your head just a
tiny bit. If you move your head absolutely as little as you can, you will still see
that edges of objects at different distances line up differently with each other
in response to the motion. You will also see the subtle changes in the lighting
and texture of many things. Look at another person’s skin and you will see
that you are probing into the interior of the skin as your head moves. The skin
and eyes evolved together to make this work. If you look at another person,
yvou will see, if you pay close attention, an infinite variety of tiny head motion
messages bouncing back and forth between you and the person whom you are

looking at. There is a secret visual motion language between all people.
b
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From the brain’s point of view, reality is the expectation of what the next
moment will be like, but that expectation must constantly be adjusted. Vision

works by pursuing and noticing changes instead of constancies and therefore a

neural expectation exists of what is:about to be seen. Your nervous system

acts a little like a scientific community; it is greedily curious, constantly testing

out ideas about what’s out in the world. A virtual reality system succeeds

when it temporarily convinces the “community” to support another hypothesis.

Once the nervous system has been given enough cues to treat the virtual world

as the world on which to base expectations, virtual reality can start to feel

real.

Some virtual reality believers think that virtual reality will eventually
become better than the human nervous system, so that it would not ( 7 )
sens‘e to try to improve it anymore. I do not see things that way. Oné reason
is that the human nervous system ( - ) from hundreds of millions of years
of evolution. When we think technology can ( 7 ) our bodies in a
comprehensi\}e way, we are ( I ) what we know about our bodies and
physical reality. The universe doesn’t have infinitely fine grains, and the body

is already tuned in as finely as ‘anything can ever be, when it needs to be.
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The first commercially available digital camera was launched in 1990. In
@
the decade that followed, it created a lot of anxiety in photographers and

' photography scholars. Some went as far as declaring photography dead as a

result of this shift. Initially this was considered too steep a change to be

classified as a reconfiguration®, rather it was seen as a break. A death of
something old. A birth of something new.

Digital images can also be easily copied, duplicated and edited. The latter
made the flexibility of what photos can be seen as representing more obvious.
It also made representing ourselves and our lives easy, cheap and quick.
Additional shots now come with no additional costs, and we can and do take
1V0, 20, 30 snaps of any given thing to sort through later. In addition to
transforming the individual value of the image, this has altered the emotional

b .
meanings we attributed both to keeping and getting rid of individual

photographs. Printed images of loved ones used to be kept even if they were
out of focus, blurry or had development mistakes on them. In the context of
the massive amount of digital images, the labour of love now becomes the
cleaning, sorting, tagging, categorizing and deleting majority of the photos.
While it is occasionally claimed that this emergent acceptance of deleting
photos is indicative of their diminished social worth, there are plenty of digital
snapshots that are printed out, displayed as the lock-screen on devices, or used
as the background of the computer screen. Overall;, we can say that
digitalization has shifted the focus of photography from photographs
themselves to the act of taking pictures.

The first camera phones date back to the very beginning of the twenty-
first century. In early 2001, the BBC reported on the first cell phone with a
camera invented in Japan. Readers from around the world offered their ideas
on what such a peculiar invention might be good for. Some said it could have
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many uses for teenagers (streamlining shopping for outfits, proving you have
met a pop idol, setting up your friends on dates) but would be pretty pointless
for adults. Others thought it would be a practical aid for spying, taking sneak
pictures of your competitors’ produce or quickly reporting traffic accidents and
injuries. Yet others thought it might be nice for travelers to keep in touch with

©
their families or hobbyists to show art or collections to others. My personal

favourites include commenters who wrote they couldn’t wait for the device to

be available at a reasonable price in their home country, so they can take

pictures of the friendly dogs they meet at the park. Someone suggested the

camera needs to be on the front to allow for video calls, which didn’t:happen in

practice until 2003.

A digital culture scholar claims that the fact that we always carry a
camera alters what can be and is seen, recorded, discussed and remembered.
Some photography scholars propose that camera phones and camera phone
images have three social uses—to capture memories, to maintain

)
relationships, and to express yourself. In contrast, another scholar argues that

the camera phone is no different from other portable image making devices
and that the uses and meanings attributed to home videos in 1980s have been
exactly the same-—memory, communication and self-expression. In this
sense, the social function of photography seems to have remained despite the
changes through various reconfigurations of technology and cultural

imaginaries about it.

*reconfiguration = modification; redesign
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