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Experiments with Emerging narrative (working title)
This project took on three primary goals: 1) The mirroring textual descriptions of hierarchies with computer code, 2) experimentation with emergent behavior algorithms, whose behavior parameters reflected the sequential position in hieratical data, and 3) experimentation with Google query based imagery. These goals were addressed in the context of course material. The hierarchical textual descriptions were derived from Becker’s text Text-Building, Epistemology, and Aesthetics in Javanese Shadow Theatre. The rules applied to each element were derived from the textual descriptions of various ‘scenes’ as described by Becker and the Spatial Social model presented by Shore in Culture in Mind. The algorithmic choices in query imagery reflected Manovich concepts of database narrative. 
Mirroring textual descriptions of hierarchies with computer code
Object Oriented Programming (OOP) is inherently hierarchical (no pun intended). In working with an OOP paradigm, system software is modeled as a set of objects that interact with one another. (oop wiki) In this project the OOP paradigm was applied to the textual descriptions of Text-Building in Javanese shadow theater. First let us consider the graph depicted on page 222 of Beckers text.
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Becker’s diagram of the wayang plot hierarchy provides a model for class structure. The class could be called a Lakon (Event) or event. The structure is easy to model because of symmetry of internal structures. “A Lakon (event) is divided into three pathetan or acts each with the same internal structure” (221). These internal repetitions with minor variations can be molded with an OOP design framework. In order to best describe how the hierarchy was mirrored in the OOP design I will list some code with descriptions. The language used in this project was php 5.0.3 and macromedia action script 2.0. While the code syntax for php or action script maybe specific to those languages the overall structure is applicable to any OOP language. 
First we start with the main class which is entitled Lakon.  The class contains a description of its self $desc. The variable $this refers to the current class in this context Lakon (which is Lakon) When initialized Lakon generates instances of three sub classes of Pathets: Nem, Sanga and Manjura. 
class Lakon 
    { 
        var $desc = "Lakon event the overall structure of a wayang plot";        

    
function Lakon() { 
            $this->Nem= new Nem(); 
            $this->Sanga = new Sanga(); 
            $this->Manjura = new Manjura();
    
} 
 }

Let us look at the code for one of the pathets. In this case Pathet Nem.
class Nem extends Pathet 
    { 
        var $desc = "Pathet Nem";                 
         
        function Nem() { 
            $this->Pathet(); 
        } 
                 
   } 
Given the common structure of the Pathet each implementation simply extends the pathlet class and inherits the Pathet structure and relationships. Let us look at the pathlet class to better understand the inherited attributes of Pathet Nem.

class Pathet 
    { 
        var $desc = "A pathet is made of three basic scenes";         
         
        function Pathet() { 
            $this->init(); 
        } 
         
        function init() { 
            $this->Jejar  = new Jejar(); 
            $this->Adegan = new Adegan(); 
            $this->Peang  = new Peang(); 
        } 

    }   

We notice that the Pathet class contains three sub classes in which each instance of the Pathlet will inherit an instance of Jejar, Adegan, and Peang;
Finally we take a look at the implementation of the Jejar class

class Adegan extends Scene 
    { 
        var $desc = "Adegan derived from that audience and always involving a journey away from that audience";         
         
        function Adegan() { 
            $this->Scene(); 
        }   

   }

One can imagine what the scene class might look like at this point. For this project each element of the hierarchy was structured in this OOP paradigm. In detailing these classes for simplicity I have removed the methods that they contain. Methods can contribute parameters that correspond to the description of the object. For example the Lakon class might contain methods that allow for repetition of particular scene or sequence in accordance with the description of scene repetition provided by Beaker. The Adegan class might contain a method that applies parameters to the animation that cause a large group of nodes to group together while one node separates out from that group. In order to understand this and other dynamic animation techniques used in this project we will have to consider how emergent behavior algorithms function. 
Experimentation with emergent behavior algorithms
Emergent behavior is the process of deriving some new and coherent structure due to patterns of interactions between elements of a system over time. (wiki) One can see emergent behavior in many systems. For example the individual neurons of a brain operate on simple parameters, but the emergent behavior of all the neurons creates a complex meaning making system. Emergent behavior algorithms function by modeling the properties of a single element and the means of interacting with other identically structured elements. For this project I adopted the flocking animation model established by Craig Reynolds at siggraph 87. In flocking algorithm nomenclature individual elements are called boids. Flocking is controlled by three basic rules: 
Separation: boids move away from boids that are in that are too close to them.
Alignment: boids try and match the average speed and direction of other boids near them. Cohesion: boids steer towards the perceived center of the boids. 
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            Separation                         Alignment                Cohesion (boids Reynolds)
For the project I would modify the base implementation of flocking algorithms to construct animation narratives that fit with the structure as detailed by Becker as well as the understanding of the spatial social model as presented by Shore in Culture in Mind. The base implementation of Flocking algorithms relates all elements to the center through cohesion. For this project I modified this base relation to fit particular situations and structures. For example in some cases I would preference a particular boid to the center causing other boids to rotate around it. At other point the sizes or colors of boids would change as the boids moved towards and away from the center.(figure 2) At times of conflict two sets of boids could be created and collide. The two set would initially collide on periphery but then shift towards the center as the center of the group shifted. 
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Figure 2 – images in the center are larger images on the periphery are smaller.
Experimentation with Google query based imagery

In this project I also experimented with Google based queries. I wrote screen scrapers and database feeder to enable the integration of the query from two of goggles sites, images.google.com and labs.google.com/sets. 

While it would have encouraged associative coherence to simply query images.google.com with the words provided by the user input, I wanted to generate an image list that was not literally what the users inputted. Literal query items would have not illustrated broken the result narrative of a Google query. To get additional terms to query with I used one of goggles experimental search engines that generates sets from query items. The Google set page generates a list of words that are in the same set as the words provided. For example if you query paper, pencil it would return paper, pencil, scissors, ruler, markers, crayons etc. The query engine portion of the project then takes the words from the set and queries images.google.com. These images are returned and loaded into the flash animation as boids where behavior rules can be applied to them. 
To what end / retrospective :

In the begging of the course Shelly cited “we often mistake human nature under capitalism for human nature”, a parallel might be draw in that we often misstate technology under capitalism for technology. I hope that a project of this form fully realized could address that question. By decontextualizing the Google search, one can decontextualize one of the most predominate forms technology in the market of ideas. A pattern or result or google query shifts as the nodes of the internet shift their behavior. Linking to site x with word y rather then site z with word y. This pattern generated by simple rules of link displays very complex emergent behavior. The number of nodes in google is approaching the number of nodes in the human mind. Can our collective information space be accessed in alternative ways? By adopting alternative hieratical structures then the ones presented in googles result narrative we can place the google query in alternate space, decontextualizing its original significance, meaning narrative reinforcement. Once decontextualized and placed in a new environment with rules derived from alternative forms of meaning making, one could hope to see patterns of the complex system emerge that were not originally visible. 
--The project mostly represents experimentation with these ideas and would need a great deal more time to fully realize the vision if even possible. 

--A future paper would engage with actor model theory in more detail. Actor model offer an additional level of abstraction from oop programming models and would have been interesting to put the project into that framework of thinking.

 -- In retrospect I might have tried an alternate model of dynamic animation generation as the flocking model although interesting is very chaotic and difficult to work with. Small variations in initial conditions can result in dramatically different animations and it can be challenging to structure rules in an emergent behavior environment. Given the time constraints I was unable to fully realize and dynamically generate animations for all the sections. 
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