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DEAF Habituation Cage Experiment
Look here for 2004 discussions of the impact of The CodeZebra Habituation Cages by the participants one year after they occurred in 2003.

Description of Habituation Cages
The DEAF Habituation Cages are a fast tracked means of stimulating artist and scientist collaboration. The cages make use of face-to-face and technologically mediated processes in the collaboration. In this apparently autonomous but completely wired world, it would then be possible to analyze how their identities articulated, or changed and if cohesion occurred over the twenty-four hours. Surveillance created a performance atmosphere for the collaboration. The Habituation Cages provided knowledge about the temporal conditions of collaboration, especially the first stage of brain of brain and body storming, as well as the physical and virtual space of collaboration. This context allows a deeper understand the process of collaboration and invention. The Cages make these exciting and accessible to varied audiences.
As the lead moderator in the performance events, I would facilitate each artist-scientist pair's process of exchange, collaboration and invention over twenty-four hours, with the audience. They would interact with outside moderators, who are artists, scientists or theorists. The result was to feel like an intellectual reality television show.
The CodeZebra OS chat software would visualize dialogue and emotional processes while video feeds and streams would also provide two way documentation and interaction. CodeZebra OS is visualization software that allows uses to differentiate topics in chat into discrete visual spaces. It tracks the order and patterns of ideas and behaviour. It analyses emotion in chat postings and provides a graphic representation of posting styles, eventually building personality profiles. Chat would take place throughout the event. Some moderators would join the lock-up through the software, at a distance, others on site, using both CodeZebra and two-way video stream conferencing. . There would be regular real-time streamed interchanges between the scientist and artist, myself as researcher, other moderators and audience members.
The locked-up pair would keep direct to audience video diaries on a regular basis where they would provide opinions of their creative processes, personal dynamics and inventions. Every four hours a documentary crew would enter the lock-up and interview the artist and scientist, receiving a report of their work to date, their feelings about and analysis of the experiment. At the end of the twenty-four hour period a debriefing would occur with each of the locked-up pair, the pair together, and me as "keeper" and host The use of a twenty-four hour clock would mean that the body clocks of the Habituation Cage guests, the moderators and the audience, both of the latter distributed around the world, becomes an element of the performance.
The first Habituation Cage experiment/performance took place as part of the 2003 Dutch Electronic Arts Festival. The third version of CodeZebra OS had been developed in the previous year as a co-production with the V2 Laboratories. For V2, the host of DEAF, the habituation cages were an opportunity to put CodeZebra OS into use in a creative context. As well, Big Brother, one of the first successful reality shows, had its roots in the Netherlands. Thanks to DEAF, the artist and scientist pairs could be locked up as part of the ongoing events of the Festival, implementing the ideas of endurance and surveillance based collaboration performances in front of a large international audience, on and off the Festival site.
The value of the CodeZebra Habituation Cage may lie in the mixing of cultural forms with methods and tools drawn from the sociology and ethnography of contemporary society, including socio-linguistic analysis. The Habituation Cages made use of day-to-day, everyday life forms such as the conversation, every-day-life, play and Internet chat.
Members of the audience could observe them on-site and on the CodeZebra and DEAF web sites through video streams and could participate through the software. The first team was Nina Wakeford, sociologist and Paul Wong, Video and Performance artist. The second team was Tom Donaldson, engineer and Mary Flanagan, games designer.
I organized the teams according to these initial topics, understanding that the teams would warp these in ways that were appropriate to their mutual interests, but hoping that the frameworks would stay enough in tact to provide a meaningful but ample dialogue:

Paul Wong and Nina Wakeford:
--Surveillance, its pleasures and terrors
--Technologies of body and mind that create distance and proximity
--Multiple identities in forced and chosen intimacies, in the spaces of the net and web
--Performance--near and far
--Desire, its technologies and mediations
--Actions on the terror, danger and power of mobility
--Being locked up
--Mutual ethnography--race, gender, desire, counter-cultures

Tom Donaldson and Mary Flanagan
--The process of invention
--Chaotic systems
--Complex systems and complexity theory
--Personalization--computer virology and biology of surveillance
--Evolutionary systems--intelligence, human, animal and machine
--Carbon versus silicon
--What can the presence and decay of the biological provide us with?
--The ethics of inventing life forms
--Games--playing and invention

The moderators, although there for a short duration, would play a key role and my choice of them would be equally crucial. They needed to come from relevant communities of knowledge and have the credibility to intervene into the twenty-four hour process between the artist and scientist and then, between the pair and me. They would interview them, ask questions and give opinions, suggest activities and at times make art works with the pair. The presence of moderators might amplify the identification between the interrupted pair. It also could press them to be self-reflexive about their ideas. The moderators took shifts of one two hours of varying intensity, with two to three hour breaks in between. Several moderators engaged with both teams, as their interests crossed over between the groups and some of the topics were parallel.

The moderators for Team One in order of appearance:
Eric Kluitenberg--Internet activist, theorist and educator, Amsterdam
Ahasiw Maskegon-Iskew-Cree/Métis Aboriginal cultural producer, theorist, performance artist, web master Aboriginal People's Television Network, Winnipeg
Nina Czegledy-new media curator, biotech theorist, documentary producer, Budapest
Steve Marsh--inventor of socially adept technologies and trust theorist, National Research Council, Canada
The moderators for Team two in order of appearance;
Nina Czegledy-new media curator, biotech theorist, documentary producer, Budapest
Mark Tribe--Creator of Rhizome, Internet theorist, NYC
Nat Muller-collaborating member of F0Am new media performance group, sexuality and Internet theorist, Berlin
Steve Marsh--inventor of socially adept technologies and trust theorist, National Research Council, Canada

More information and documentation of the CodeZebra Habituation Cages is found on the full web site in the Experiment and Archive sections.


