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Against the‘Imminently 
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…this is why the future, be it NFTs or Memoji or the 
howling existential horror of  the Metaverse, looks so ugly 
and boring: it reflects the stunted inner lives of  the finance 
and technology professionals who produced it. As the visual 
manifestation of  cryptocurrency, NFT art combines the 
nuanced social awareness of  computer programmers with 
the soulful whimsy of  hedge fund managers. It is art for 
people whose imaginations have been absolutely captured 
by a new kind of  money you can do on the computer. 

Brooks, D. (2021). The Future is Not Only Useless, It’s Expensive. Gawker.
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[web 3.0] feels like the fag-end of  the boosterism of  the last 
ten to fifteen years... it's an attempt to say 'we're just going 
to scale this up to a point it's as scaled up as it can be, we're 
not shifting to a new mode of  how we understand 
technology might impact on our lives.' It is still just 
smartphones, virtual reality, machine learning and finance 
joined together and then captured by two or three 
corporations... 

Runciman, D. (2022). The Next Big Thing. Talking Politics.
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1: The tools we use to 
imagine shape what is 
imaginable. 
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There is no way of  framing ethical, political, and 
philosophical questions that would not also have to be a 
matter of  techne, technique, or technesis, and so would not 
have to be imagined mechanically. 

Connor, S. (2017). Dream Machines.



Diervilla, Hortus Cliffortianus — Georgius Clifford (Georg Dionysius Ehret) — 1737
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Crystal Bennes – #DevelopmentAesthetics – 2013-
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Crystal CG
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Crystal CG
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So much of  the aesthetics [of  a building] is 
inherited from the software without you 
realising it…You can almost spot what sort of  
software applications have been used for a 
particular building. 

Plummer Fernandez, M. (2014). Dezeen.
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Alan Warburton – Goodbye Uncanny Valley / Fairytales of Motion – 2017 / 2019

Computer scientists incrementally created a library of  
simulated phenomena [and] software companies packaged 
these tools together into multi-purpose 3D animation 
programs. These creative suites naturally prioritise certain 
tasks and outputs. They ship with presets for lights, objects, 
motions, bodies and materials.  

Warburton, A. (2017). Goodbye Uncanny Valley.
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Virtual Production Stage (maybe) — On the set of The Mandalorian — 2020
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ImageNet – 2006-
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ImageNet – 2006-

…the online fund of  memory is becoming increasingly 
homogenized through both the conditioning or 
standardization of  user-generated material and the 
perpetual re-circulation of  a relatively small (and 
increasingly commercial, rather than amateur) pool of  
available content.  

McKim, J. (2017). Speculative Animation.
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2: Future imaginaries tend to 
conform to present expectations. 
(And are often presented as inevitable)



Alexander Nix in 2016
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Alexander Nix in 2016

…contemporary discourses around AI rely on the 
potentials of  such technologies as much, if  not more, than 
current functionalities. 

Elish, M, C., & danah boyd. (2018). Situating methods in the magic of Big Data and AI,  
Communication Monographs, 85(1), pp.62@
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Unknown French cartoonist — Mr Mesmer’s Tub — c1780s
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…the development of  new technologies is not only driven by 
specific social needs but also tends to express or embody more 
abstract social desires… 
…inventors and producers often use impossible fantasies or 
“enchantments” to promote public acceptance of  new 
technologies and conceal their potentially disastrous side-
effects. 

Enns, A., (2019). Apocryphal Psychotechnologies. In. Allen, J. & Enns, A. (Eds.). Continent. 8(1-2).  
[Online] Available at: http://continentcontinent.cc/index.php/continent (Accessed 11th September 

2020)

Unknown French cartoonist — Mr Mesmer’s Tub — c1780s
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The formula was particularly likely to falsely flag 
black defendants as future criminals, wrongly 
labeling them this way at almost twice the rate as 
white defendants. 

Angwin, J., Larson, J., Mattu, S. & Kirchner, L. (2016). Machine Bias. ProPublica
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…“promissory rhetorics” of  AI suggest that any shortfalls 
in the system will be solved in the near future. However, 
these shortfalls are constituent of  how current AI systems 
work. By calling upon a future that is imminent but always 
just beyond reach, what technologies can currently do is not 
as important as what they might yet do in the future.  

Elish, M, C., & danah boyd. (2018). Situating methods in the magic of Big Data and AI,  
Communication Monographs, 85(1), pp.65
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Minority Report, Washington DC – Alex McDowell & Steven Spielberg – 2001
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Underkoffler is well aware of  cinema’s ability to instil public desire to 
see the real-world development of  fictional technologies. In fact, he 
approaches every consulting opportunity with the explicit goal of  
creating cinematic technologies that enter into the ‘techno- logical 
imaginative vernacular’ of  actual scientific discourse. To do this, 
Underkoffler treats his diegetic prototypes as if  he were designing not 
only physical prototypes but also real objects that become part of  
‘everyday life’ in the diegesis.  

Kirby, D. (2010). The Future is Now: Diegetic Prototypes and the Role of Popular Films in Generating Real-world 
Technological Development  

Social Studies of Science.  40(1). p.50
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David Cronenberg — Existenz — 1999
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Novel technologies and fundamental changes in scientific 
principle do not substantively pre-exist themselves, except 
and only in terms of  the imaginings, expectations and 
visions that have shaped their potential.  

Borup, M. Et al. (2006). The Sociology of Expectations in Science and Technology,  
Technology Analysis and Strategic Management, 18(3-4), pp.285

David Cronenberg — Existenz — 1999



I would argue, however, that the most characteristic [futures/science 
fiction] does not seriously attempt to imagine the "real" future of  our 
social system. 

Jameson, F. (1982). Progress versus Utopia; Or, Can We Imagine the Future?  
Science Fiction Studies.  9(2). p.153

Rather, its multiple mock futures serve the quite different function of  
transforming our own present into the determinate past of  something 
yet to come.
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3: Other worlds are 
imaginable.
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QT.Bot — Lucas LaRochelle — 2020
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Dark Souls 3 Any% 35:25 — Watch DarK__  — 2018
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Playing A Girl — Angela Washko — 2017
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MOJO: The Floods — Jeremy Kamal — 2020
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Ripple Counter — Auger Loizeau — 2015
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Ripple Counter — Auger Loizeau — 2015

The power of  art objects stems from the technical processes 
they objectively embody: the technology of  enchantment is 
founded on the enchantment of  technology. The 
enchantment of  technology is the power that technical 
processes have of  casting a spell over us so that we see the 
real world in an enchanted form.  

Gell, A. (1992). The Technology of Enchantment and the Enchantment of Technology.  
In: Anthropology, Art and Aesthetics. Oxford: Clarendon, p.4
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…[humans] yearn for causalities and signs of  the 
supernatural in our environment, we find it hard to 
comprehend slower or less linear processes. Much of  reality 
happens in plain sight, yet remains outside of  our 
experiential register as it may be too slow, too 
multitudinous, too distributed. 

Pohflepp, S. (2016). Pattern Agnosia and The Image Not Made by Human Hand. 
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