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Preface 

vii

great eras of cultural-historical transformation such as 

the shift from the scroll to the codex, 

the invention of moveable type, 

the encounter with the New World, and 

the Industrial Revolution. 

… to be a human being in the networked information age 

2

migration of cultural materials into networked environments

4

digital age 

viii

emerging forms of transmedia research and the increasing importance of prototyping, experimentation, and 

tool and platform development for contemporary scholarship in the humanities. 

generative scholarship 

projects are the basic unit for Digital Humanities scholarship 

5

intertwinings of 
scholarly method, 
computational capacity, and 
new modes of knowledge formation 

combine to make possible what we term the Generative Humanities
, a mode of practice that depends on 

rapid cycles of 
prototyping and 
testing, 

a willingness to embrace productive failure, and the realization that any 

“solutions” generated within the Digital Humanities will spawn new “problems”— and that this is all to the good. 

16

risk-taking work 

10

students and faculty alike are making things as they study and perform research, generating not just texts (in the form of analysis, commentary, narration, critique) but also images, interactions, cross-media corpora, software, and platforms. 

12

All forms of design share a propositional orientation that is well-suited to the challenges that come with designing new structures, for design asks: “What if?” Each design iteration plays out an answer to the question: “What happens when...?” In a world with fluid contours, humanists, designers and technologists working together can move beyond considering what can be done with the tools at hand to ask: “What can we imagine doing that may not yet be possible?” 

13

For digital humanists, design is a creative practice harnessing cultural, social, economic, and technological constraints in order to bring systems and objects into the world. Design in dialogue with research is simply a technique, but when used to pose and frame questions about knowledge, design becomes an intellectual method.  … 

design as a method of thinking-through-practice  … 

Digital Humanities is a production-based endeavor in which theoretical issues get tested in the design of implementations, and implementations are loci of theoretical reflection and elaboration. 

https://hbr.org/2008/06/design-thinking
15

Digital media have become the meta-medium par excellence, able to absorb and re-mediate all previous forms in a fluid environment in which remixing and culture jamming are the common currency. 

… software term “version” into units of scholarly production. 

+

12

In generative mode, these designers shape structural logics, rhetorical schemata, information hierarchies, experiential qualities, cultural positioning, and narrative strategies. When working analytically, their task is to visually interpret, remap or reframe, reveal patterns, deconstruct, reconstruct, situate, and critique. 

Beaney, Michael, "Analysis", The Stanford Encyclopedia of Philosophy (Winter 2017 Edition), Edward N. Zalta (ed.), forthcoming URL = <https://plato.stanford.edu/archives/win2017/entries/analysis/>. 
a process of isolating or working back to what is more fundamental by means of which something, initially taken as given, can be explained or reconstructed. The explanation or reconstruction is often then exhibited in a corresponding process of synthesis.
1. HUMANITIES TO DIGITAL HUMANITIES 

2
collaborative and generative 

10

Modeling knowledge in digital environments requires the perspectives of 
humanists, designers, and technologists. 

7

Digital work challenges many of these separations, promoting dialogue not only across established disciplinary lines but also across the pure/applied, qualitative/quantitative, and theoretical/practical divides. 

13

Not every digital humanist will become a designer, but every good digital humanist has to be able to “read” and appreciate that which design has to offer, to build the shared vocabulary and mutual respect that can lead to fruitful collaborations. 

15

The academic world has developed sophisticated (though hardly perfect) modes in the sciences to credit multiple authors, 

16

Older “service-based” models of staff conceived in contrast to scholars qua auteurs are being challenged and rightly so. 
4

implications of design, and specifically design for transmedia modes of argumentation, as a model for contemporary work 

12

Though there is no “natural” way to interweave text, images, sound and moving images, there exists a range of available genre models from experiments unique to the digital realm to ones that draw upon prior moments in the history of print and cinematic conventions. Digital design expresses concepts by means of the multitude of ways in which it layers media, structures information, and articulates navigational strategies. Though not every project requires a custom approach or platform, attention to the design of arguments is a fundamental feature of Digital Humanities research. 

11

digital networks and media have brought orality back into the mainstream of argumentation after a half-millennium in which it was mostly cast in a supporting role vis-à-vis print. YouTube lectures, podcasts, audio books, and the ubiquity of what is sometimes referred to as “demo culture” in the Digital Humanities all contribute to the resurgence of voice, of gesture, of extemporaneous speaking, of embodied performances of argument. But unlike in the past, such performances can be recorded, disseminated, and remixed, thereby becoming units of polymorphous exchange and productive mutation. 

Walter J.Ong: Orality and Literacy (11982, 2002) ??? Flusser … 

http://dss-edit.com/prof-anon/sound/library/Ong_orality_and_literacy.pdf

10

As noted above, I style the orality of a culture totally untouched by any knowledge of writing or print, ‘primary orality’. It is ‘primary’ by contrast with the ‘secondary orality’ of present-day high-technology culture, in which a new orality is sustained by telephone, radio, television, and other electronic devices that 

133

At the same time, with telephone, radio, television and various kinds of sound tape, electronic technology has brought us into the age of ‘secondary orality’. This new orality has striking resemblances to the old in its participatory mystique, its fostering of a communal sense, its concentration on the present moment, and even its use of formulas (Ong 1971, pp. 284–303; 1977, pp. 16–49, 305–41). 

11

Digital Humanities necessarily partakes in and contributes to the “screen culture” of the 21st century. 

… communication and interaction design 

10

developing critically informed literacies expansive enough to include graphic design, visual narrative, time-based media, and the development of interfaces (rather than the rote acceptance of them as off-the-shelf products). 

18-19
Modeling highlights the notion of content models—shapes of argument expressed in information structures and their design. 

… “content model.” The phrase means just what it appears to mean: a model by means of which shape is conferred upon a given set of cultural contents. 

12

To design new structures of argumentation is an entirely different activity than to form argumentation within existing structures that have been codified and variously naturalized. 

13

In addition to modeling the platforms, tools, databases, and other information structures on which digital projects are built, 

designers understand the possibilities and limitations of each of the specific media forms employed in such projects 

PRIMERI VISUAL + VERBAL 13-14

14

Charles and Ray Eames’s short film Powers of Ten … a display or interface  … the embodiment of a project’s argument and methodology. 

20

Even the most text-centric academic will admit the existence of visual rhetoric, but the skills to read interfaces, databases, and other content models are still very underdeveloped. 

The classification systems that scholars and librarians have evolved over the centuries and their direct relationship to the arrangement of physical book stacks, not to mention whether those stacks are open or closed, are all evidence of the design of information and its access as central concerns of the humanities. 

From Humanism to the Humanities 

5

the modern human sciences are rooted in the Renaissance shift from a medieval, church-dominated, theocratic worldview to a human-centered one. The philosophical systems of Renaissance thought, mirrored in the graphical structure of monocular perspective, had human subjects at their core. The gradual transformation of early humanism into the disciplines that make up the humanities today was profoundly shaped by the editorial practices involved in the recovery of the corpus of works from classical antiquity, many preserved in Greek and Arabic manuscripts in Byzantine and Islamic centers of learning 

6

By the second half of the 19th century, with industrialization in full swing and the building of public school systems and public universities underway in Europe and the United States, the humanities began to assume their contemporary guise. This is the era in which the study of literature, philosophy, and classics was split off from the natural and physical sciences, even as “history” and the historical disciplines came to be understood as expressions of Wissenschaft in the double sense of a “science” and a discipline endowed with a distinctive toolkit for grappling with the cultural record 

ZGODOVINA HUMANISTIKE … 

7

modern concepts of humanistic knowledge were built on authoring, narrative, and textual models specific to the medium of print, with the monograph gradually supplanting commentaries and critical editions as the inviolable touchstone of scholarly knowledge and achievement. 

Beginnings of Digitization 

8

The first waves of the humanities’ engagement with networks and computation embraced pioneering work from the late 1940s and the models that inspired archival projects at Oxford in the early 1970s. 

… from the late 1980s through the start of the 21st century, a first wave of Digital Humanities developed, critiqued, and disseminated ways of structuring humanities data to dialogue effectively with computation. 

PROJEKTI (8)

9

late 1990s, projects began to appear that harnessed the digital to create visualizations, geospatial representations, simulated spaces, and network analyses of complex systems.

Computational Activities in Digital Humanities 

16

Digital Humanities projects can be described by sketching their structure at 

several levels. 

16-17

The foundational layer, computation, relies on principles that are, on the surface, at odds with humanistic methods. Specifically, computation depends on disambiguation at every level, from encoding to the structuring of information. Explicit step-by-step procedures form the basis of computational activity. However, ambiguity and implicit assumptions are crucial to the humanities. 

… What is less-often noted is that computational methods have been altered in significant ways by humanist approaches. Indeed, this is a challenge for the development of the Digital Humanities, namely the ways in which ambiguity, interpretation, contingency, positionality, and differential approaches can be embodied in computation. 

   The second level involves processing in ways that conform to computational capacities, and these were explored in the first generation of digital scholarship in stylometrics, concordance development, and indexing. This processing activity takes advantage of the ability of computers to automate 
… In the first phase of digital activity, sorting, searching, calculating, and matching were basic operations performed on texts or data. The introduction of structured data for analysis and display in the family of what are known as markup languages added a dimension to this activity, introducing interpretation into the digitized stream of keyboarded characters. The insertion of these “tags” allowed manipulation of the content and the performance of an interpretive act. 

   Both computational foundations and processing activities have endured, but other platforms, tools, and infrastructures have also developed to support curation, analysis, editing, and modeling. These depend upon the basic building blocks of digital activity: digitization , classification , description and metadata , organization , and navigation . Designing and building digital projects depend on knowledge of these fundamentals and on a nuanced understanding of the networked environments in which the projects will develop and variously reside. 

structure of DH projects (support for digital activities):

1. computational foundations (disambiguation)

2. processing activities (automation)

1. 1. generation of digital scholarship: 

1. sorting, 

2. searching, 

3. calculating, and 

4. matching

2. Mark-up languages + interperetation

3. +  other platforms, tools, and infrastructures

basic building blocks of digital activity
1. digitization , 
2. classification , 
3. description and metadata , 
4. organization , and 
5. navigation 

fundamental activities (depend on basic building blocks, above; depend on, bellow):

1. Curation, 

2. Analysis, 

3. Editing, 

4. Modeling

activities depend upon
1. networks and 
2. infrastructure 
17

fundamental activities at the core of Digital Humanities 

curation is the selection and organization of materials in an interpretive framework, argument, or exhibit. 

18

Rather than being viewed as autonomous or self-evident, artifacts can be seen being shaped by and shaping complex networks of influence, production, dissemination, and reception, animated by multilayered debates and historical forces. 

   Analysis refers to the processing of text or data: Statistical and quantitative methods of analysis have brought close reading of texts (stylometrics and genre analysis, collation, comparison of versions for author attribution or usage patterns) into dialogue with distant reading (the crunching of large quantities of information across a corpus of textual data or its metadata). Analysis is often conjugated with visualization in order to give graphical legibility to analytical results. Many of the tools for visualization are still adopted wholesale from business graphics or from the social and natural sciences, but this is beginning to change as data visualization assumes an evermore central role in Digital Humanities scholarship. The recent surge of interest among digital humanists in mapping, for example, is indicative of a trend that recognizes the importance of developing geo-temporal visualizations and mapping platforms to analyze complex social, cultural, and historical dynamics. 

   Editing has been revived with the advent of digital media and the Web, and will continue to be an integral activity in textual as well as time-based formats. The parsing
 of the cultural record in terms of questions of authenticity, origin, transmission, or production 

… editing is also productive and generative, … Genetic editions, in which variants, versions, pentimenti, and amendments can be incorporated into a display or trail of evidence have been the dream of literary scholars since the rise of scientific philology in the 19th century. 

   Modeling highlights the notion of content models—shapes of argument expressed in information structures and their design. A digital project is always an expression of assumptions about knowledge: usually domain-specific knowledge 

19

Thus a project dedicated to analyzing the correspondence of a famous artist might assume a chronological shape, which is one model of a human life. Or it might be organized around correspondents and relationships, another way of weighting the data. Or it could be structured by place of origin and receipt, as a geospatial network. 

The building blocks of digital work will each be molded by the model of knowledge which they need to serve. 

Even basic questions about file formats, image resolution, metadata, and classification schemes to structure the digital materials are intimately bound to the argument made by what is referred to here as a “content model.” The phrase means just what it appears to mean: a model by means of which shape is conferred upon a given set of cultural contents. Do we organize music files by playlists or by artist? By performer or composer? The playlist model fixes files in an order that makes searching for a particular artist difficult, and classical music might be more logically organized by composer than by performing artist. Each of these represents a distinctive information model that privileges one or another feature of the content.

   The organization of information in a file or data system does not have to conform to its display within an interface. 

modeling carries a specific meaning in the creation of simulated and virtual environments. Rendering immersive models of historical sites, 

20

The role of speculation in the use of fragmentary evidence mustered for virtual reconstruction gets amplified through the capacities of digital media. 

graphical user interface 

The classification systems that scholars and librarians have evolved over the centuries and their direct relationship to the arrangement of physical book stacks, not to mention whether those stacks are open or closed, are all evidence of the design of information and its access as central concerns of the humanities. 

Navigation and organization are interdependent 

   Each of these areas of activity—curation, analysis, editing, and modeling—is supported by the basic building blocks of digital activity. But they also depend upon networks and infrastructure that are cultural and 
institutional as well as 
technical. Servers, software, and systems administration are key elements of any project design. Compatibility and interoperability are essential for sustainable 

… 
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