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Microstory, story, ritual & grand narrative

MALIK, B. 2006. OD MYTU K STORY Zrod, vzostup a pad velkych pribehov. Filozofia 64, 2009/1. [online] http://www.klemens.sav.sk/fiusav/doc/filozofia/2009/1/45-56.pdf

* Keywords: Story — Grand narrative — Myth — History — The objective — Ideal — Archetype

* Microstory ~ Use Case (mikropribeh pouZzitia, napr. v kontextovom diagrame)

b Grand Narratlve, 843+ https://upload.wikimedia.org/wikipedia/commons/7/75/Sv_Kiril Metodij Zahari Zograf Trojanski_mon 1848.ipg

* Used, e.g. by Prof. Homza in a recent series Dejiny Slovenska s wwwyouube comuwstchzv-snntigsichi
* We hypothetise, that there are only three Grand Narratives relevant today

o [ AS Usua”y Wlth CUltural heritage, there iS d CIaSh in media https://fphil.uniba.sk/katedry—a—odborne—pracoviska/ksd/]

TURNING POINTS IN HiSTORY

* 1. Holy Bible etc. - - - very useful for early states e
EXPLORERS v
* 2. Homer etc. - - - very useful for propaganda of Habsburgs et al. EXPLORATIONS

THAT CHANGED THE MODERN WORLD
I Keweri |

* 3. Hot today, Kuhn’s scientific revolutions, turning points of history, Toffler’s 3 waves

* Summary HO HO HO by %}3 example of paradoxical use of Homer heritage: cartoon by Matt Groening
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http://www.klemens.sav.sk/fiusav/doc/filozofia/2009/1/45-56.pdf
https://upload.wikimedia.org/wikipedia/commons/7/75/Sv_Kiril_Metodij_Zahari_Zograf_Trojanski_mon_1848.jpg
https://www.youtube.com/watch?v=8NnHgHiLdhk
https://fphil.uniba.sk/katedry-a-odborne-pracoviska/ksd/
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‘explorers and explorations that changed the modern world

“Few things have changed the world as much as exploration. The discoveries made by explorers
through the ages have altered the culture, commerce, and geopolitical landscape of nations.
Exploration has opened markets to new products and led to the cross-fertilization of philosophies
and ideas. By climbing the highest mountains and fathoming ocean depths explorers have
increased our knowledge of the natural world. Venturing into uncharted territory, they have
opened the door to new possibilities and paved the way for progress.”

» The Britannica guide to explorers and explorations that changed the modern world / edited by Kenneth Pletcher
Descartes famously postulated two kinds of "substance” in the universe, FeS extensa and res cogitans.

Kehlmann, Textorisova, logo Britannica... CRUSE lab from above, Rosetta... Humboldt ext. Gauss cog.
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Microstory, story, ritual & grand narrative

MALIK, B. 2006. OD MYTU K STORY Zrod, vzostup a pad velkych pribehov. Filozofia 64, 2009/1. [online] http://www.klemens.sav.sk/fiusav/doc/filozofia/2009/1/45-56.pdf

* Keywords: Story — Grand narrative — Myth — History — The objective — Ideal — Archetype

* Microstory ~ Use Case (mikropribeh pouZzitia, napr. v kontextovom diagrame)

b Grand Narratlve, 843+ https://upload.wikimedia.org/wikipedia/commons/7/75/Sv_Kiril Metodij Zahari Zograf Trojanski_mon 1848.ipg

* Used, e.g. by Prof. Homza in a recent series Dejiny Slovenska s wwwyouube comuwstchzv-snntigsichi
* We hypothetise, that there are only three Grand Narratives relevant today

o [ AS Usua”y Wlth CUltural heritage, there iS d CIaSh in media https://fphil.uniba.sk/katedry—a—odborne—pracoviska/ksd/]

* 1. Holy Bible etc. - - - very useful for early states [Rastislav invited, see clash by Homza]

* 2. Homer etc. - - - very useful for propaganda of Habsburgs et al. [Danubiana by Winder]
* 3. Hot today, Kuhn’s scientific revolutions, turning points of history, Toffler’s 3 waves [99]
« Summary HO HO HO by |

| §

TURNING POINTS IN HiSTORY

Tue BrRiTANNICA GUIDE TO

EXPLORERS v
EXPLORATIONS

THAT CHANGED THE MODERN WORLD
I Keweri |

example of paradoxical use of Homer heritage: cartoon by Matt Groening [ f‘
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https://www.youtube.com/watch?v=8NnHgHiLdhk
https://fphil.uniba.sk/katedry-a-odborne-pracoviska/ksd/
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What we have observed up to now? Next step

* Three grand narratives in general (GN1, GN2, GN3 in EU)
* Very fast movie in 11 frames and many millenia (istrsteabookroc, GN3)

* More detailed movie in 12 acts explained in a twofold way, CW, CCW (bowl, GN2)

* The oldest depicted story insiovakia, pubiic in Rome, hidden here (in SNM, GN17?)
* For a professional presentation of any theme (GN1-3) we need

* data, e.g. CRUSE scanner@matfyz

* metadata, we guessed, but how the ontology for Movio? CIDOC CRM
* money - - - how to write and win a project?



CIDOC CRM

 The CIDOC Conceptual Reference Model (CRM) provides an
extensible ontology for concepts and information in cultural
herltaqe and museum dOCumentatlon (https://en.Wikipedia.org/wiki/CIDOC_ConceptuaI_Reference_ModeI)

* Itis the international standard (ISO 21127:2014) for the controlled exchange of cultural
heritage information. Galleries, libraries, archives, museums (GLAMSs), and other cultural
Institutions are encouraged to use the CIDOC CRM to enhance accessibility to museum-
related information and knowledge. ClTeM

- Z. Lenhart, Brno, CZ preklad:
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Image Encoding

* Verbal only: SIavkovsky 2 452 m n. m. (“higher before earthquake” 1774)

o Synt h et i C, SVG ) X3 D (WCH example!) https://sk.wikipedia.org/wiki/Slavkovsk%C3%BD_%C5%A1t%C3%ADt#/media/S%C3%BAbor:TouristicMarkingStripe-RAL_blue.svg
* Natural RAW, BMP, TIFF (Cruse master scan), JPG, PNG (Cruse)

* Http://www.unesco.sk/nehmotne-kulturne-dedicstvo-SR 9 (no mm)

https://www.ludovakultura.sk/zoznamy-nkd-slovenska/reprezentativny-zoznam-nehmotneho-kulturneho-dedicstva-slovenska/prvky-zapisane-v-reprezentativhom-zozname-nkd-slovenska/ 3 5

* “Kdysi se Fedotov snazil, aby obraz mluvil. Nyni chtél, aby obraz pfemyslel. Jako by obraz byl klubkem niti €i lupou, ktora soustfeduje linie jako slunecné
paprsky pronikajici k budoucnostl Obraz premysli spolu s divakem.” SKLOVSKIJ, V. 1973. (1935-1964). MaliF a car. Z/vot malite Fedotova. Cesky preklad. S. 156, r.
27-30. Praha: VySehrad 1980.

» // Genidlna formulacia v 30 rokov pisanom dokumentarnom romane s vyuzitim dvojitej metaforizacie na vyvolanie chronotopovej odozvy. Nasa imaginacia sa
pokudsa vnutornym zrakom uvidiet obraz ako sémantické pole Ci siet pojmov i ako projekciu poznavania (anagnorézis) z minulosti do buduca.


http://www.unesco.sk/nehmotne-kulturne-dedicstvo-SR
https://www.ludovakultura.sk/zoznamy-nkd-slovenska/reprezentativny-zoznam-nehmotneho-kulturneho-dedicstva-slovenska/prvky-zapisane-v-reprezentativnom-zozname-nkd-slovenska/

Hairball, interactive visualization of ray-casting

* https://sketchfab.com/3d-models/hairball-db894e830ad94216ae6188396d707aff

smer 6800

 Find 11 differences:

* Find the best of 16:

*  https://www.mdpi.com/1424-8220/23/4/2303



https://sketchfab.com/3d-models/hairball-db894e830ad94216ae6188396d707aff

* We hypothetise, that there are only three Grand Narratives relevant today in EU
* 1. Holy Bible etc. - - - very useful for early states [Rastislav invited, see clash by Homza]
e 2. Homer etc. - - - very useful for propaganda of Habsburgs et al. [Danubia by Winder]

* 3. Hot today, Kuhn’s scientific revolutions, turning points of history, Toffler’s 3 waves [99]

* 4. Hopeless attempt of marxistic grand narrative, 99 copies of Toffler in Slovak for UV KSS,

Bratislava/nahlas sad fate, unsolvable problem to incorporate the fractal geometry...
* Three relevant ones clash W|th another ones (Huntlngton Clash of Civilisations) + LYOTARD [Srrevemts
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Ritual

* The most important of them are repeated e S el
RICHARD DAWKINS
 Gene >> meme a
e Genetic algorithms + KILL =
* = Memetic algorithms
 Replication // CRUSE

* the most influential science book : I GE N E
. ofall time

40TH ANNIVERSARY EDITION

* “The immortal gene”

OXFORD LANDMARK SCIENCE



Dramatickd stavba reliéfneho cyklu na striZansk

Ritual, Spiral, Time

e Circular Story by Dekan
e Story, time, infinity, sun...

® .. uroboros, Penrose, Moebius, chakra, spiral...

* “The double spiral is thought to signify balance”
* RNA, DNA... galaxy... progress/Hegel...
* Time visualization, 4, 12, 24, 52, 60, 360, 365...




570 . J. E. Baker et al.

T T Ty “as simple as Web surfing”
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e
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Figure 1. Algorithm animalion in the Mocha model,




The impression has grown up that illusion, being artistically irrelevant, must also be
psychologically very simple. We do not have to tum to art to show that this View is
erroneous, Arty psychology textbook will provide us with baffling examples that show
the complexity of the issues involved. Take the simple trick drawing which has reached
the philosophical seminar from the pages of the humorous weekly Die Fliegenden
Blatter [2]. We can see the picture is either a rabbit or a duck. It Is easy to discover
both readings. It Is less easy to describe what happens when
we switch from one interpretation to the other. Clearly we
do not have the illusion that we are confronted with a “teal™
duck or rabbit. The shape on the paper resembles neither
animal very closely. And yet there is no doubt that the shape
transforms itself in some subtle way when the duck’s beak
becomes the rabbit’s ears and brings an otherwise neglected
spot into prominence as the rabbit’s mouth. I say “neglected.” but does it enter our
experience at all when we switch back to reading “duck™? To answer this question,

Gombrich Art & Illusion 1960

2
2. Rabbit or duck *

* Da Vinci, Rabbit/Duck, CatDrawing
* Pipe/Nopipe, Ambassadors, Malevich

Psvchology and the Riddle of Stvle 5

we are compelled to look for what is “really there,” to see the shape apart front its
interpretation, and this, we soon discover, is not really possible. True, we can switch
from one reading to another with increasing rapidity; we will also “remember™ the
rabbit while we see the duck, but the more closely we watch ourselves, the more
certainly we will discover that we cannot experience alternative readings at the
same time. lllusion, we will find, is hard to describe or analyse, for though we may
be intellectually aware of the fact that any given experience must be an illusion, we
cannot, strictly speaking, watch ourselves having an illusion

1L LEONARDO DA VINCI

Dinowrm of ths avesath af trnsc

6 Introduction

was the power of metamorphosis: the tail destroyed the purse and created the cat;
you cannot see the one without obliterating the other. Far as we are from completely

174 art Three: The Beholder s Share understanding this process, how can we hope to approach Velazquez
I had hardly anticipated, when | embarked on my explorations, into what dis-

/ 3. How to draw u cat

;
/
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—
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184, The Faserspival Ceci nest o une fufie.




Four Categories of Ambiguous Web Graphics

« Categories of ambiguous messages created and communicated by
web graphics:

e static (stilsy and dynamic (animations, interactive 3D worlds), by Holbein, Elias, Grabner

One view

SHon@ A O ... 33ddnd A
23 33ddnT 251 A=l wiHool 25 Aonbh 2518 it
stpit pivAool

2+ views

N views (using
mirrors)

EIias, Grabner, Ferko. 2003. Bakhtinian understanding to Web graphiCS. https://ieeexplore.ieee.org/document/1253446
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Vybavitelnost Kdykoli je viditeln4 &i slysi- Méné pohotova. Vyzaduje
telnd vzpominani ¢i pfipomenuti.
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NLP anchor, game design HOOK ==

Slop-Naojelc )|

OlCONNOR, .l. & SEYMOUR, .l.: Introducing Neurt;-l;in.guﬂl'stic‘Pr;)grdmming, Lamvbent Books 1989
SK: Ivan KUPKA: Praktické aplikacie NLP, UK Bratislava

e The types of human input channels: VAKOG and S

¢ video, audio, kinesthetic, ophtalactic and gustative - the first signal system
e symbolic - the second signal system, the third one: e.g. irony

e Elicitation, anchor... e.g. question, guess, compare... metaprogram

e Beyond SVAKOG: energy of errors, meaning of contradictions, rhetorics



Good is Not Good Enough

https://www.gamedeveloper.com/business/what-makes-an-indie-hit-how-to-choose-the-right-design

gamasutra.com/blogs/RyanClark/20150917/253842/What_Makes_an_Indie_Hit How_to_Choose_the_Right_Design.php

Hooks

E

-

e

e

-

Sucker Punch
Productions
Junior Technical
Designer

Remedy Entertainment
Associate Art Director
{Vanguard)

Remedy Entertainment
UI Designer (Vanguard)

Remedy Entertainment
Senior Gameplay
Designer (Vanguard)

Remedy Entertainment
Senior Al Designer
{Vanguard)

these folks {and many others like them!) are the ones you
should be studying and listening to.

(A quick aside: Just because someone has been repeatedly successful doesn't necessarily mean that they
KNOW why they've been successful. It could be something subconscious that affects the way that they
make games. Study their games and look for patterns, for sure, but always take any written article,
including this one, with a grain of salt! No matter who the author is.}

So who the hell am I? I do not claim to be a big shot, but I've made a living in this industry since going
independent full time in 2004. I've created 10 games in that span, and 8 have been profitable or break-
even. 3 have grossed more than $1M, incuding Crypt of the NecroDancer, which has earned even more.
It's possible that I have just been lucky, I admit, but I hope not!

T have an explicit method that T use when selecting which game designs to move forward with, and T will
describe that method in this article.

Good Isn't Good Enough

B Latest Blogs

View All  Post RSS

A "good game” is usually not enough, and I think the method used by many newcomers will generally
produce "good games”. It's commeon to take a look at a successful "game X", see various flaws in it, and
decide to make "game X but BETTER!" or "game ¥ but IN SPACE!" I must admit, my first indie game was
basically "game X but better™! Don't fall into that trap.

» Cogmind 2020 ARG

Post-maortem To improve the likelihood of success your game needs to stand out. But how? Here are the steps I take for

any given game design:

If vou want people to remember your game, to talk about your game, to write articles about your game,
etc, it needs to have a hook. Preferably multiple hooks! In music, a hook is a short riff or melody or
phrase that really grabs the listener and gets stuck in their head. For example, the riff at the start of
Queen's "Under Pressure” was such a great hook that it was later re-used as the hook for "Ice Ice Baby”.

-

wha's playing what on
PlayStation 57 [1]

Opinion: Game company
acquisitions & the
"growth stock bubble’
[1]

« Evaluate the quantity and quality of the game's "hooks"
» Evaluate the viability of the market for similar games
» Consider how you can describe and promote the game

-

We will discuss each of these factors below.

e

Live Action Online
Games (LAOG) During
Lockdown

Hooks

-

Spilt Milk Devlog 07 -
Fascism Fighters 4000
Post Mortem (Part 2 of

B Press Releases

December 27, 2020

+ Explorer the New Class
of La Tale

2020 Game Connection's
‘Winner Labyrinth City...

-

If you want people to remember your game, to talk about your game, to write articles about your game,
etc, it needs to have a hook. Preferably multiple hooks! In music, a hook is a short riff or melody or
phrase that really grabs the listener and gets stuck in their head. For example, the riff at the start of
Queen's "Under Pressure” was such a great hook that it was later re-used as the hook for "Ice Ice Baby".

Anncuncing the releaze
date of "Arcade
Archives...

-




Paper & Book

*  http://Iwww.ssgg.sk/G/Abstrakty/G_cisla/G34.pdf
. https:/flurry.dg.fmph.uniba.sk/webog/SuboryOG/ferko/KnihaARaVyucovanie.pdf

GLOBALNA A LOKALMA ZAUIIMAVOST VO VYUCOVANI GEOMETRIE A ROZSIRENES REALITY

No Surprise
Mo Laughler

Slory or Pradiction 15 mnding
Cartoon - of Bz
Set-up Outcome predicted?

v

Surprise

v

Find rule that

makeas ending
Tollow from

preceding material

|5 rube found?

YES HO

| Laughter | |l=uzz-5'11ent

Obr. 2.5: Ofakiavanie s bisociicion kombinuje upravena Sulsova schéma z knihy Rod
A. Martin, Psychology of Humor. Treba si viak predstavif dve modifikicie, na vstupe
nemusi byf iba situacia v pribehn, ale v multimedialnom virtualnom mizen s realnymi
i rozgirujicimi komunikitmi a na vystupe v polickn Laughter méze nastaf horenvedenych
Sest mofnosti AH, AHA, HAHA a ich chybné vyhodnotenie. V¥stup v polickun Puzzlement
moze obsahovaf dve moZnosti: HM a jeho chybné vyhodnotenie. V policku No Surprise No
Laughter ide napr. o typickni asociacin (Suls tu nepouiiva Koestlerov pojem bisociicia)

Augmented Reality
a vyucovanie

vyber z tedrie a autorskych postupov

Dusan Kostrub
Zuzana Berger Haladova
Martina Batorova
Andrej Ferko

Univerzita Komenského v Bratislave
Fakulta matematiky, fyziky a informatiky
Bratislava, 2020

'||'|I1.'|'|.‘\Ii|'|5_1h_'n:‘
Measures

Data

vt
i Mining

Ranking \
-

Filtering

Obr. 2.2: Predstavme si namiesto dat slova a namiesto vezoriek napady a . merajme” ich
zanjimavost v kontexte vvkladu danej témy (Geng et al., 2006)

GLOBALMNA A LOKALNA ZAUJIMAVOST VO WYUCOVANI GEOMETRIE A ROZSIRENES REALITY

X for the
mathematician

N
\ A as a content
to be I;:ugllr

Nasa

reference

X as a tool for
practice |

Obr. 2.3: Obrazok prevzaty z Meaning in Mathematics Education (Kilpatrick et al.,
2005). Na kontext vyucéovaného popri néitelovi a Ziakovi vplyvaji aj detské a expertné
porozumenie a praktické vyuzitia daného obsahu, napr. pomocon Pytagorovej vety (a
trojuholnika so stranami nasobkov dizok 3, 4, 5) vedia Sikovni murari zostrojif pravy uhol
(X as a tool for practice 1%)



Using Rhetoric Figures

vyucovani geometrie a rozsirenej reality

: 2 Globalna a lokalna zaujimavost vo

* Comparison, two views

d InV|S|b|e Sphere ZUZANA BERGER HALADOVA
MARTINA BATOROVA

* Two frames = very short movie PE——
WhOIE difference FAKuLTA MATEMATIKY., FYZIKY A INFORMATIKY

UK v BRATISLAVE

e Part of union
* Whole €—- Part

* Etc.

x =7

Obr. 2.1: Solid Geometry for Schoolers, © Olena Mordas & Kateryna Barabash, FMFI

UK, 2018. Semestralny projekt v predmete Virtuidlna a rozsirena realita. ktory vy-

. ucuje Zuzana Berger-Haladovid. Vyznam dvojpohladovej prezenticie mnozinovych operdcii

] BtW W ro n g p a ge d e S I g n s gulovon plochon a kockou je jednak porovnavaci, no opakovanim casti scény zdoraznujici
virtualny objekt ilustruje celok rozdielu a cast zjednotenia oboch telies. Prezenticiou

dvojpohladového multimedidlneho objektu sa pre ¢ast publika pomika viacero lokilnych

zaujimavosti (mentdlna rotacia kocky, zmena pohladu, najvacsi sivy trojuholnik, realitu

scény rozsirujuei virtualny objekt) i globdlne zaujimavy vyznam daného komunikitu, jeho

téma.

45




Data Space Provocations // Europeana 2022

St rateg I St (VOJ VO d Ca ), https://www.youtube.com/watch?v=F-KBkTOongQ&list=PLgmcH-mOIMLxPjNDIvkl_GOmsv8IFrs8D&index=3&t=125s

Prol: If app is an answer, what was the question? “Ponahlajme sa spravnym smerom” // metaphor
cakes on tabletop, utopia (idealny stav), standards, analogy, danger, Google>Europeana, interoperable CH, nocake
eaters, missing signpost, values...

Pro2: Cultural spaces, indigenous CRM, jargon, CH in mass migration, cross cultural

IVIex/Can // mental image, exciting playground, out of our bubble, minor and minoritized communities, share
the stories, capsule projects = no signpost but milestone, zoom out, digitize all monuments in risk (KEGA term 660),
create something out of it, moving metaphor, we grow exponentially, capacity building, many HOW questions,
hell>>hack, dataspace = moving target, collaborative data ecosystem,

Pro3: carbofootprint 20 digitization, timing // contrast impact with impact, , we have to progress with
our thinking, 87 tons 11 homes equivalent, a person 1.7 MB/sec, 44 zetabytes, 48min: scanner, CH people recycle
more, CH as a channel broadcasting values, Penguin green ideas, brief books, identity, funding opportunities, scale,
society, NFT, metaverse, very sexy, digital surbriety

Anonymous: very interesting (too late), many datasets is not a measure of success, no coordination, aggregators



Data Space Provocations 2

o E U r2 2, https://www.youtube.com/watch?v=F-KBkTOongQ&list=PLgmcH-mOIMLxPjNDIvkl_GOmsv8IFrs8D&index=3&t=125s

» // Best practices, Deutsche Bibliothek, end-user experience, can we lure them? Engagement, UX, platform
aspect (UA), ((Struve Arc project)), good documentation, interoperability ((midi success story)), image
enhancement, lack of persistent identifiers, (silence: justice?), body language, sharing the stories is one of
our big responsibilities, inclusivity, metadata,

* Pro4: Young people, ESACH https://www.esach.org/
» // they should occupy, unhappy THEY, link data

* One minute round: we need a new narrative, book Web of Meaning, no selfish
gene, but cooperation

* /// missing: interestingness, web science, semantic web, Al


https://www.esach.org/

https://a rxiv.org/pdf/2304.05947.Ddf // future

Visual Localization using Imperfect 3D Models from the Internet

Vojtech Panek'-, Zuzana Kukelova®, and Torsten Sattler’

Pravda Spravy Sportweb Auto Koktail Zdravie

VAT Vesmir zem Clovek Technolégie Komunikicia Obrazazvuk
Q @The Guardian 4 L 4

@guardian - Follow

o Italian historian claims to have identified bridge in Mona
Lisa backdrop

L]
Figure 1: We evaluate the use of 3D models from the Inter-
The net for visual localization. Such models can differ significantly
Guardian .

from the real world in terms of geometry and appearance.

:raeli?a:arr\?::;rcaonnl\aims to have identified bridge in Mona Lisa backdrop

Bridge painted by Leonardo da Vinci is the mostly destroyed Romito di

Laterina bridge in Arezzo, says Silvano Vinceti

Figure 2: Different 3D models downloaded from the Internet for multiple scenes (cf. Tab. | for details). Top to bottom: Notre 10:42 PM - May 3, 2023 ®

Dame (Front Facade), Pantheon (Exterior), Reichstag. St. Peter's Square, St. Vitus Cathedral, Aachen. The first model in each
row is a reference Multi-View Stereo (MVS) model reconstructed from images. The Internet models vary in their fidelity of
appearance, i.e., how closely a model’s texture reflects reality, and the fidelity of their geometry, i.e.. how accurately a model’s
3D geometry matches the MVS model.

@ 62 @ Reply 1, Share

Read 1 reply
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Conclusions

* 5 seasons: Winter, Spring, Summer, Autumn, Europeana — cyclic nature

° Bakhtin, Lyotard https://philonotes.com/2022/11/what-is-grand-narrative, Tufte, NLP

 Religion, science and rumors as versions of messages [quality], e.g.
Noe/Gilgamesh + 268 other stories globally, diuwium VS. one ,,120m story”

* Perspectives of Retrospectives, SK: Beliana/SAV, wu/SNG, http://dikda.snk.sk/ SNK
* Data
 Metadata, CIDOC CRM

* Money, write a project, usually

* Up to now, 1. visualization only, future: 2. activisation, 3. hermeneutics/VM


https://philonotes.com/2022/11/what-is-grand-narrative
http://dikda.snk.sk/
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