DRAFT 2_15_08
Eclogue for the Metropolis: entrepreneurial environments
The Classical eclogue was a literary form used to translate and magnify aspects of the agrarian landscape into the upper reaches of popular culture. A revived eclogue, one for today’s working ecologies, speaks of a contemporary Arcadia that is a synthetic culture of environmental systems and information technologies. 
The global metropolis, a broad idea about environmental and cultural conditions, is both the stage and the audience that -- sui generis -- spawns and is held captive by diverse appetites.  The metropolis is characterized by the presence of things: it is a collection of populations and systems, a sprawling organism that metabolizes raw terrain into real estate, resources into industry and demographics into consumerism. This lateral condition has been the topic of a great deal of discussion in design and design theory circles since the 1990s, and the work that has emerged from this discourse – often referred to as infrastructural /mat/ or landscape urbanism -- incorporates numerous progressive landscape, architectural and urban types.
 The work suggests monumental visions for metabolizing the intensities and densities of a globalizing culture into design strategies that are astonishingly invasive and monolithic in the application of systems logic to quirky, complexly adaptive and highly site specific contexts. In short, contemporary urbanism’s big solutions echo the failures of modernism with the low aptitude of its organizing forces to accommodate the minutiae of places and their eccentricities.  And what does it mean, really, to coolly “differentiate unassigned flows,” to effectively “inhabit aggregate taxonomies,” or succeed by “mapping performative regimes?”
  
As explored in a handful of recent conferences and competitions, a more effective way to imagine the near future may be about anomalous (as opposed to unanimous), highly heterogeneous, very localized solutions.  A new kind of entrepreneurial environmentalism is emerging, one that reconciles fragmented environmental and social relationships using nature and technology as an integrated application as opposed to tools for speculation and representation. We have entered into a post-disciplinary, post-remediation era that takes a cold, hard look at the future. Eco-socio entrepreneurs merge societal agendas such as poverty, health, immigration and education with a pro-environment stance that deals with climate change, water scarcity and alternate energy resources. It will play out as a responsible but idealistic, productive, socially seductive enterprise that fuses pervasive information technology and connectivity with the resilient ecologies of smart buildings, landscapes and cities. In doing so, it suggests a dissolution of individual design practice and theory trajectories; replacing “urbanism,” “architecture” and “landscape” with entrepreneurial environmentalism signals not merely a semantic preference, but a recalibration of underlying arguments from the constraints of disciplinary autonomy to a collective position.

Looking backward before moving forward
Because entrepreneurial environmentalism is firmly grounded in socio-ecologies (ecological factors in addition to sociological factors), before looking more closely at its fresh vision for the metropolitan condition we should consider what went missing in the original transmission of principles from the field of Landscape Ecology into the generation of infrastructural/mat/landscape urbanism. It’s no secret that the borrowing of ideas and technique from one discipline into another can produce catalytic results. Escape from disciplinarity presents opportunities to establish fresh terrain. But like a game of Telephone, each time the tale is retold it loses resonance. Early adapters – or proto-translators -- establish the story line. The work of subsequent generations relays superficial characteristics of a seminal idea, but it tends to lack acuity and gain a limiting didacticism. The dialog which coalesced in the mid-1990s around landscape as armature was fed initially by the work of various post-structuralist European and American urbanists and later by explorations in rhizomal networks and non-linear systems
. Proto-translators of Landscape Ecology theory into urbanism received the discipline’s clear message that patterns and processes – read infrastructures and material flux – are co-dependent while operating at varying spatial and temporal scales; and further, that the focus had shifted from delimited sites or buildings to the dynamics of complex networks.  For example, in 2002 James Corner’s essay “Ecology and Design as Agents of Creativity” called for open-endedness, ambiguity and multivalency in place of dualities and concretism.
 Around the same time, in writing about infrastructural urbanism, Stan Allen made direct reference to Landscape Ecologist Richard Forman’s field research as a possible model for emergent surface conditions and adaptive urban systems.
 A fusion of these interests into a widespread embrace of landscape as “the lens through which the contemporary city is represented and the material from which it is constructed” led some to claim that “a disciplinary realignment” was underway, “in which landscape [was] usurping architecture’s historic role as the basic building block of city making.” 

This situation delivers a profound misreading of the operative environment: that it is a separate theoretical endeavor from ecological realism.
 The tendency to forefront phased processes makes sense for remediation projects (such as OMA’s ‘Tree City’ proposal for Downsview Park, Toronto), but once we’re done fixing past ills, the strategy is limited by its conflation of landscape and architectural design strategies with urbanism. Urban systems prevail at the expense to some degree of ecological and sociological immediacy. Beyond the script, authenticity of matter ceases to matter, producing uncomfortable levels of designer-less design, in which the instrumentalization of materials and systems are the ontological equivalent of Darwinian determinism. At the same time, process-plus-time incrementalism results in a level of indeterminism that critical inquiry, public attention spans and budget cycles can not sustain. This symbolizes the last gasps of a Machine Age hegemony of systematization: the matrix simply replaces modernism’s master plan. There is a bit of Oedipal irony in this, as contemporary urbanism, so deeply rooted in the theories of Landscape Ecology, reveals its desire to sublimate applied ecology in order to get into bed with the post-Fordist metropolis. 

Eco-tech + info-tech = Big Nature (consumer-oriented environments)
Looking forward, entrepreneurial environments are distinguished from their predecessor’s determinism/ indeterminism conundrum by the relative localization – both geographically and temporally -- of methods for social engagement and ecological productivity.  Like Big Pharma, Big Business and Big Tech, the entrepreneurial environment is in constant competition with the passive, the wasteful, the standardized. It cultivates loyalty based upon measurable benefits to its users as opposed to enjoying the monopoly of the master plan/master schedule. Mass customization becomes very important here, because it is what we have come to expect. Entrepreneurial environments must allow for specificity and adjustability, ideally dispersing massive multi-user preferences for temperature, light quality, energy capture, program type and any number of other performative aspects throughout our habitats. The success of this depends upon information technologies embedded into landscape, architecture and urban environments. For example, building skins that calibrate albido according to season, or city streets that double as flood ways during storm events, unite contemporary design discourse with the populism and pragmatism of the green movement. [Mention specific project here.] 
At varying scales, the socio-ecology of entrepreneurial environments uses technology to drive the inter-workings of enhanced bio-, geo-, hydro-, phyto- and atmospheric operations while at the same time using social networking/geographic information models to create modes of exchange and administration. Collections of highly contextualized living systems as a kind of open-source strategy needs the generosity of multi-scaled material and information systems to expand, decay, re-organize and regenerate in response to shifting economic intensities, advancing technologies and cataclysmic events. As territorial identities are increasingly plastic and energetically branded,
 pro-active material management upholds rejection of the passive. [Mention specific project here that adaptively manage the dynamic properties of building systems, urban systems and natural systems].  

Aggressively operative environments – landscape, architecture, or urban -- offer a means to exceed formalism and instrumentality by privileging ambient equations of matter + configuration, information + sensation.  For example, [Thom Mayne and other NOLA proposals].  But as a collection of translational disciplines concerned with the health and functionality of the metropolis, do entrepreneurial environments offer sufficient vitality and viability to overcome the deep anathema toward the tree-hugging, 1970s-style compensatory environmentalism? Until recently, design’s mistrust of green activism limited the speculative utility of ecology to a sanitized analog for complexity and emergence.  For today’s socio-ecologies to succeed, applied ecological media – the green, blue and brown stuff – must continue to function simultaneously as ideological mechanism and as applied science long after An Inconvenient Truth fades from best seller lists. It may help if we differentiate between green ideologies as the “clean” and working applications the “dirty” versions of ecology. Driven by mass media and consumer interest, in the near term the “clean” diagram will continue to provide strategic models just as the computational bio-logic of flocks and phyla gave rise to a new formalism at the turn of the millennium. Similarly, current environmental science – “dirty” and technologized – will continue to gain industry (and thus key financial) momentum.  As these increasingly intersect, the ubiquity of connectivity plus the opportunism of eco-tech will result in super-customizable program habitats capable of responding in real-time with the acuity of smart mobs and the charisma of Big Nature. [Insert example here.] In this scenario, the immediacy and precision of live information is capable of choreographing living systems of large intricacy and unambiguous variety that are simultaneously clean and dirty, akin to what once was called for by Uvedale Price before arguments for process-based environments were reduced to formalism, incrementalism and scenography.
  
[THIS SECTION FORWARD HASN’T BEEN REVISED YET – IT NEEDS CLARIFICATION, BETTER TRANSITION AND INTEGRATION INTO OVERALL PAPER -- I’LL WORK ON IT AFTER MY LECTURE NEXT WEEK]

Cloud Cities [puts the “social networking” into socio-ecologies: eco-tech + info-tech (social networking + GIS (add back in GIS/GPS verbage)) = new environments that are post-disciplinary. YouTube example of participation]
User participation models proposed by the real-time intersection of information and environment rely upon  methods of accessibility, portability and usability made possible by cloudware. Instead conventional software -- the one-time up or downloading of program to user -- cloudware accrues functionality and content on the Web, permitting spontaneous activation upon demand, and immediate release after usage. According to George Gilder writing in Wired Magazine, the shift to cloudware exponentially improves the productivity, entrepreneurialism and interactivity of the Web and signals a new cultural paradigm:

This change is as momentous as the industrial-age shift from craft production to mass manufacture, from individual workers in separate shops turning out finished products step by step to massive factories that break up production into thousands of parts and perform them simultaneously. … In every era, the winning companies are those that waste what is abundant in order to save what is scarce. Google has been profligate with the surfeits of data storage and backbone bandwidth. Conversely, it has been parsimonious with that most precious of resources, users' patience.
 

Why is this a useful model? Because currently we’re designing our environments primarily as hard-wired, dedicated venues for a small selection of ecological and social exchanges. Instead, following cloudware logic, the priority becomes “live” content whose availability and deliverability is never in question.  Program is not emergent incrementally (the index), but is immediately available (the cloud). Configuration of landscape/building habitat is not determined purely by objective process, but by subjective selection (mass environmental customization). Further, content and participation have the potential to be extraordinarily emergent: if infrastructural /indexical urbanism is akin to the adaptive networking capabilities of today’s Web 2.0, the next generation of urbanism might approximate Web 3.0: the semantic web, an intelligent configuration that excites “a layer of meaning on top of existing foundations,” including the ability for a complex system to reason, not simply follow commands.
 What happens when populations select to participate in mass customization? Urbanism 3.0. The public realm is liberated to serve alternately collective action toward a common, semi-censored goal (the wiki model), or to facilitate individuated spectacle(s) and spectator(s) (the YouTube prototype).  Like the parallel play that toddlers engage in to learn social skills, parallel individuality is encouraged by current information technologies. This logic can be extended to the intersection of info and eco-tech – supporting adaptability to local conditions. The power of subjective experience – sensation and information as primary intention – is in no way radical, but the way in which entrepreneurial environments deliver it needs to be. Choice is abundant. Users’ patience is not. Welcome to the cloud:

· Land uses are biased…Customized by probable but uncalculated exchanges between individual preferences and crowd sensibilities.

· Structural and functional organizations gain resilience via temporal and spatial scalability (local, regional, global) and self organizing tendencies.

· Program is ecologically, socially and economically productive.

· Material conditions are emergent in a stochastic and viral versus incremental manner.

Sepere anima aude

[add architecture and urbanism examples]
A number of current design practices explore the vitalist and productive potential of entrepreneurial environments.
 A “terror of the new sublime”
 – exponential global connectivity-- propels the development of living systems (the new local) while apprehending -- and participating in -- the vast. If “the failure of earlier urban design and regionally scaled enterprises was the oversimplification, the reduction, of the phenomenological richness of physical life,”
 projective landscape ecologies must produce extroverted content. In the race for consumer attention, regenerative landscape must exacerbate their identity and stake claim to user participation or lose relevancy. The information-phenomena of Big Nature, armed with eco-tech and media savvy, seduces by inviting a kind of participation that prioritizes propensities and material processes.

In recent proposals by practices such as GROSS.MAX, SToSS and Stig Andersson, [or insert other projects here] the trajectory of landscape Big Nature has become increasingly scalable: inward, toward the (relatively) micro scale of material management; and outward to the macro scale, where the mapping of mobility, communications and demographics reveals mosaics of exchange. 
  With GIS and related applications such as LIDAR, ArcHydro, Google Earth and equivalents enabling a kind of macro choreography, the processing of a region’s raw materials – its human, ecologic, and economic populations – is scripted using either “slow” equations like zoning codes or “quick,” adaptive algorithms produced by the real-time interactions of goods, consumers and suppliers. Increasingly, geo-genetic instruments enable individuals to register their presence across a spectrum of virtual and real environments – ranging from data-based G.P.S. to user-created content venues of blogs, MMOs (massive, multi-player, online games) and social networking software – encouraging participation in a new kind of “live” public space. 

If the goal of socio-ecologies is the promotion of living systems that are both dirty and clean, it must by definition be predicated upon the production of both social and ecological content. Potentially, these landscapes link modes of input that are well defined, whose content depends upon flickering levels of exchange. Similarly to web-based platforms such as Wikipedia, Facebook, Flickr, Second Life, et. al., without participation actualization does not occur [Figure 3]. Exchange and experience – the assimilative confrontation between subject(s) and content(s) – establishes the ontological identity of landscape ecologies.  In 1940 Jorge Luis Borges mused, “The plural is, I suppose, inevitable, since the hypothesis of a singular inventor – some infinite Leibniz working in obscurity and self-effacement – has been unanimously discarded.”
  [insert examples here]
i-nature
Acknowledging today’s quantum leap in availability of mobile technology to register [empirical information/fact] the stage is set for the philosophical return to the personal as the dominant mode of assessing and interacting with one’s environment. A fusion of dynamic data and performative ecology – smart environments and highly productive living systems – allow us to imagine the overlap, collision and inter-breeding of myriad i-natures.

The Scottish landscape firm GROSS.MAX has several recent projects that offer a type of translational practice geared toward the delivery of live content and phenomenology of working landscape matters.  Effort is placed on the accrual of experience and meaning using technological and ecological means, less on the cultivation of program, which is available at an on-demand basis. In this case, configuration of animate matter and atmosphere is a four-dimensional equivalent to the Latin version of magical realism, the literary school that explores relationship to place via constructed sequences of lucid perception, expressive thought and provocational emotion. Operating close to but not crossing the line of the surreal nor the utopian, there is little abdication of responsibility relative to determining how things work –-- only increased interest placed in how things are experienced [figures 8 and 9]. 

 [Reference specific project here] GROSS.MAX makes clear references to Scottish philosopher Hume’s writings on the empirical power of reading one’s environment, but it’s not about “processing raw data representing the actual world, but that we create fictions to relate the sensations we have, and so each create our own evolving perception of what the world is.”
  In their work the tactical role of representation is a kind of visual experimentation, essential for: communicating potential sensory effects, making promises that may or may not be kept, providing user instructions that may be discarded. 


Stig Andersson? [Figures 10 and 11]
Palpable landscape
If the preceding example can be understood as an argument for the re-alignment of self in relation to a post-20th century nature/technology hybrid, equally critical to the case for landscape ecologies is a fine tuning of cultural mores to allow horticultural, geological, hydrological and related agendas to weigh equally with development in an effort to create new kinds of land use and management.
 A brief illustration of this thinking is inherent in a recent proposal for a steeply sloped site overlooking the Cuyaghoga River and Cleveland’s industrial flats. Here site is understood as a series of layers that vary in stability and permanence.  As design layers are added to the site, they become stitched together with elements of location and orientation, or permanent infrastructure. Degrees of stability are achieved through these elements of permanence, while customization of material states and program occur. Depending on who uses the site when, varying kinds of information are generated that allow for customization of place. Mass customizable program is thought of as a fabric topology: program is understood as a series of functions which can transform while maintaining a continuum of transitional usages and states. The fabric stretches and is manipulated to create varying program organizations without tearing apart. The final layers of sensation are generated via experiential phenomenon resulting from the intersection of time, place, program and user(s). This becomes the seductive element of the design, while at the same serving as a productive environment [figure 12]. 
The project proposes that an exaggerated perception of nature’s intensity and one’s experience within it engenders a highly individualized and fluid idea of urban open space. A new “nature” emerges that synthesizes the extroverted, subjectively customized landscape with the mandate of sustainable and secure public space to create a balance of human vs. (eco)logic agendas within the urban environment.
Ideas about transformation of site -- and equally, about transformation of the individual via experience of environment -- operate across multiple scales of geography and time.  (Attitudes about the role of transformation periodically advance and recede in the practice and theory of landscape, from the spiritual associations of Transcendentalism to the brutal romance between site and process played out in the Environmental Art movement.) To achieve transformation/participation, in necessary contrast to the ambivalency of program, the arrangement and amplification of topographic, geologic, vegetative and weather conditions is extremely specific and persistent.  These artificially heightened material states are authoritative without being deterministic, authored but to a large degree, feral.  

The productive + seductive capability of contemporary landscape ecologies is an intermediate state, technologically and ecologically derived, materially factual, one that achieves performative and phenomenological capacities driven by information and participation (neither “natural” nor fully artificial).
  As designed landscapes increasingly seek this status -- simultaneously directive and adaptive -- one hears resonant echoes of the principles of the seminal Picturesque.
 Then it was a reaction to the Industrial Revolution, a philosophical impulse that allowed landscape culture to “leap the fence,” and confront nature directly, and in doing so, encounter a phenomenologically rich set of natural circumstances in place of the mysteries that prior generations had defended against. Today is similarly a reaction to technological advancement, an ideological desire on the one hand to right our environmental wrongs and on the other hand to create a more resilient metropolis: an on-demand, customizable landscape ecologies of live content that informs, transforms and seduces. 
The growing need for resilient ecologies and powerful experiences that actualize an individual will continue to assert landscape’s cultural position. Matter matters -- it is productive and seductive to a degree that nature is not docile and controlled, but governed by the potent interaction of natural and human forces.

Matter matters -- it is productive and seductive to a degree that natural and urban systems are not docile and controlled, but governed by the potent interaction of ecological and technological forces. The typological silhouettes of urbanism, architecture and landscape continue to blur, shifting from objective spatial terrains defined by programmatic dogmatism to a subjective state of environmental fluency.

open source environments/new environmentalism/Big Nature/ ecologies/ socio-ecology/eco-culture/economies/living systems/entrepreneurial/entrepreneurial ecologies/productive ecologies/productive systems/eco-preneurial/see Green or Info stuff/ language from other disciplines?]
http://www.dac.dk/visArtikel.asp?artikelID=2368
 

Especially this second one from the above URL.

 

Fatou is an old, highly polluted industrial area situated in the green belt of eastern Beijing. The factories left behind over 10 million m3 of polluted soil, enough to cover the entire city of Venice in a layer 2 m deep. Over the next 10-15 years the Fatou area is to be developed to create a new city.
Performative Urbanism consists of seven small urban districts organized according to principles of proximity and density to assure universal ease of access to public transport, recreational areas and the city centre.
Performative Urbanism presents a sustainable solution that permits the cleansing and recycling of polluted soil while simultaneously creating local jobs. 

Ironically, harnessing the social power of “placelessness” of wireless lifestyle – of “being” many other places, allows us to realize difference between civic (collective ends) vs. public (facilitating individuality) place. Don’t expect public space to act civic. Instead, promote individual connectivity – what appears to be a disconnection of social interaction from geography is happening only at the  site  scale; pull back, and info tech enables new ways to register presence, and expansion of ‘place’ and ‘participation.’ …. 
Ex: Gateways proposals

See expanded verbage in Lisa+Beth hard copy to flesh out Cloud Cities…Also:
Alternate models: a more complex complexity
PROGRAM embedded into system…doesn’t equal “programmatic indeterminism” and unexpected juxtapositions as proposed by Koolhaas (although not to say that has failed, has potential evolve…as it did with Tree City)…That’s what went missing (“program as process” at Villette… Koolhaas: “urban program as landscape process;” Tschumi: “reconstituting event and program in lieu of stylistic concerns”)

“A model for process” = indeterminacy = the goal, also the problem 

Ambient program, figuration are not the same thing as indeterminate (are “terminal”)

Earlier appropriation reduced, simplified to gain clarity of diagram and script. This edited out the “smartness” of ecosystem models: their resiliency.  Diagrams and scripts – at least as used so far in design ecologies – are capable of responsiveness based upon given coordinates, positional and temporal values, material properties, etc. But have little ability to mutate in unpredictable directions/dimensions. I.e., although results are not controlled, the inputs and relationships are to a significant degree. (For example: Tree City, or one less known). Imagine instead a system of true resiliency: parameters, populations and protocols are highly defined, but can change instantaneously. Call it “xx” complexity.”  Models for this type of complexity include: the wiki,
 social sharing sites like YouTube, Flckr,  Facebook, MySpace, and avatar-based environments like Second Life. …Combining information-based models with ecosystemic models allows a more complex complexity, one that goes beyond the scripts and diagrams of algorithmic complexity to establish translational design (platforms) --  one that comes closer to the original promise of design ecologies? Translational design platforms enable: xxx. Examples?: xxx.

GATEWAYs competition: signals a complexity of ecological and urban context, a vagueness of program that’s increasingly important (akin to emergence of city parks in 19th c.?). See wording. Apply new models for potential solutions for “new nature.”

The Office: the beauty of dynamic simplicity
In recent seasons there has been a proliferation of television programs that feed off the public’s hunger for complexity, and ambiguity. Sweeping drama, rich with tragedy. Epics reminiscent of Homer, Shakespeare delivered via today’s technology. They succeed because there is always a promise of resolution (Lost, Heroes,). Multiple methods of participation are encouraged: tune in, record and store, interact on line, get hand held updates. Mass addiction to reality-based programming is evidence that we thrive on the freedom to be unscripted (although there is a great degree of story-line management). But within the profit-fueled race to create more complex story lines and reality-based programming, there is an equally strong revival of the situation comedy, the character- and plot-based performance whose dramatic (comedic) arc is predetermined.  There are two kinds: ones like “The Office,” which appears to be “live” (and does include moments of improvisation), and others such as “Everybody Loves Raymond,” which is fully rehearsed. The Office has enjoyed spectacular ratings, because smart people enjoy feeling like they’re in on the joke: what appears to be real, is not. In fact, the characters and plot lines are exaggerated versions of themselves. 

Epic = design ecologies (complex, self-referential, opaque)

Reality = Landscape Ecology (so real it’s mundane, transparent)

Neo-sit com = critical / real (appears real, really a critique) DIRT and Latz

These observations of popular culture provide a basis for commenting on the work of two practices that participated in the Design Ecologies symposium: DIRT and Latz. Why? Because they operate, strategically, like The Office. Like The Office’s intentional ignorance of (hyper-self conscious) epics, these two firms (and a number of others like them) do not significantly participate in rush to design ecologies. They opt instead for the familiar character and plot development approach: good old site design that includes a fair dose of Landscape Ecology. Yet like The Office, while the work of these firms appears to be reality-based (i.e., Landscape Ecology-driven), and in fact at the DE conference was labeled as “neo-Romantic,” it contains clever, critical perspective that sets it distinctly apart from purely function and aesthetics-driven practices – just as The Office distinguishes itself from Everybody Loves Raymond.

Let’s call this technique “dynamic simplicity.” It exists in stark contrast to the “xx complexity,” and refers wholly to the conceptual stance of a work (as opposed to an implication of compositional minimalism).  While “xx complexity,” potentially the near future of the design ecologies camp, is most interested in __(see Wall?), “dynamic simplicity” champions configuration and sensory experience. In many instances, projects of DIRT and Latz are located on brownfield sites.  In these circumstances, the intentions of configuration and sensation are not wholly self-referential: they operate simultaneously to provide information about a site’s cultural and ecological status through revelation of site process.
 Literal experience is constructed; its meaning left to be determined by those who experience.  So, amid the epic complexity of design ecologies, exists this. Two practices that elevate a critical, material regionalism – by foregrounding the dynamic characteristics of plant, earth, paving, water and light elements – whose artful refusal to be too epic should not be confused with being reality (romantic nature).
Conclusion(?)….Eclogue and the Super-real

In Ecolgue IV, which Virgil wrote in 37 B.C. about a landscape of growing richness, he used the spoken verse to forecast a future, global success founded upon agri_cultural fortitude: 

With waving grain-crops shall to golden grow,

From the wild briar shall hang the blushing grape,

And stubborn oaks sweat honey-dew…

See how it totters, the world’s orbed might, 

Earth, and wide ocean, and the vault profound, 

All, see, enraptured of the coming time! 

Here the eclogue was a conversation between a relatively primitive culture and its primitive context -- nature lightly cultivated by crops, orchards, vineyards and pastures. In this scenario, the first (culture) needed the second (nature) for survival. Super-realism, a contemporary state, echoes the eclogue. Super-realism champions programming associated with the “working landscape.” More specifically, the relationship of super-realism to the idea of an infrastructural, adaptive, urbanized ecology, one that provides a menu for programmatic productivity, is reminiscent of the reciprocity between the eclogue and the heightened fertility of the pre-modern, bucolic lifestyle. In contrast to the eclogue, though, super-realism, toggles between a very evolved culture and very complex ideas about nature. So today the opposite dialectic is true: nature – whatever it really is and whatever is left of it – relies upon culture for survival. And if our culture fails to place value upon some ideal of nature, nature will disappear. So as a kind of eclogue, the practice of super-realism tries to teach us that: still, it is the working, productive landscape that carries worth. It is the mediated ecologies that are hybrids of the bio-logical and the techno-logical -- ones that in and of themselves generate program -- that will allow our culture and perhaps, ultimately, the global landscape, to be resilient. 

The super-realism of entrepreneurial environments translates ecologic productivity into a language of cognitive clues. One of the few pre-reqs for “getting” super-real scapes is, most simply, an awareness of the responsiveness of a system to emergent conditions (along the X-axis), plus the impact of time (along the Y-axis). Anyone who has seen an empty lot become overgrown over time, attracting an evolving roster of users from sand lot baseball, to covert drug deals to condo development, understands succession. What’s not so easy is to convince the public of is to place cultural value and tax dollars into the improvisational landscapes and performative, infrastructural, ecological urbanism to which super-realism aspires.

ography that would give epic grandeur to the ordinary citizen.”

Super-realism has recently been discussed as an emerging literary style practiced by writers such as Raymond Carver, Richard Yates, Richard Ford, Zadie Smith, Tobias Wolff, Ian McEwan. The web site artandculture.com points out that, 
“Two kinds of fiction have descended from the mammoth mother movement we call Modernism. On the one side, there is the branch that comes from Hemingway and Fitzgerald; on the other, that which trickles down from Joyce, Faulkner and Woolf….Taking a detour through Beckett, the latter branch issues into the self-conscious sea of Postmodernism, or meta-fiction (Pynchon, Borges, etc.). The former branch, however, leads towards the region of ‘realistic’ narrative structure. This writing is defined in terms of its plots, which run from one slight pitch to the next and objectify even trivial events. The conventional division of narrative into organized scenes is scrupulously avoided…If some insight is awakened or emotion stirred, the fact is simply recorded. Writers of Super-Realism allow their characters’ consciousnesses to enter into the game. The characters pause, reflect, wonder and even obsess. In these writers’ hands, revelations emerge from daily happenings, and daily happenings become revelations.”
  

It is not a far leap to make from these tactics to the tactical imagery of numerous digital graphics programs which variously cut, paste, assemble, animate and model to achieve a surely mediated but explicitly “realistic” narrative structure, one that frames its characters in everyday, transient moments of action, reflection and wonder.
In urban, landscape and architectural design, super-realism’s compositional methods of sampling, collage and amplified texture create candid-driven content of high-detail and densely juxtaposed activity. Super-real imagery creates an expectation of similarly intensified levels of actual performance and experience, condensed into a single frame or moment. This places extraordinary demand on conventional typologies that operate within real time and real space – the civic scape, the private scape, the education scape, the pleasure scape – and challenges-forth our capacity to participate in what could be called the exponentially programmed lifescape.  When we envision the exponentially-programmed city, what will determine our ability to participate in this lifestyle promised by the super-real?  A likely answer is: by taking on the behavioral and organizational characteristics of both ecological and informational systems, such as: assimilation, surveillance and migration.

For example, we’re becoming more adept at multi-tasking with each wireless device that comes onto the market. Ten years ago a date at a bar included two people; today one must multiply by at least five to get the full picture of all of the players. At any given time, the individual is networked into numerous semi-smart mobs – that is, connectivity-enhanced groups capable of acting as a collective without the requirement of physical proximity as a catalyst for action. So as a singular agent, we gain exponentially-programmed capacity via assimilation -- by plugging into a larger organism. 
In another example with an ontological bent, certainly our precepts of what constitutes legitimate participation have vastly broadened to include acts that we never actually participate in -- but which nonetheless contribute to our personal identity. For example, with the addictive portal into millions of other peoples’ lives that You-Tube, MySpace and similar web sites
 provides, we gain easy admission to an avalanche of events and emotions that inflect our own sense of self. By this means, we are participating in collective activity via surveillance. 
Further, the growth of on-demand culture has greatly reduced those auxiliary but time-consuming necessities such as sitting in traffic, waiting in line or aligning one’s daily routine to standardized business, transit and entertainment schedules. Because we now have the option of getting various forms of entertainment and commercial engagement exactly when we want it, we are freed from the top-down delivery of content. In this way we are practicing dis-engagement from the traditional public sphere to a certain degree. But there is a flexing of muscles of individuation at such an accelerated rate that it creates a simultaneous, collective migration toward certain types of made-to-order lifestyles.  We may be enabled to make choices, but most of us are making the same choices about what to listen to, wear, eat and watch. The super-real promises a lifestyle of a mass customization nearly as romanticized as the shepherd’s soliloquy (and could be as misleading?)

Bibliography
Abrams, Janet and Peter Hall, Else/Where: Mapping New Cartographies of Networks and Territories. Minneapolis: University of Minnesota Design Institute, 2006.

Allen, Stan. Points + Lines: Diagrams and Projects for the City. New York: Princeton Architectural Press. 1999.

archinect.com

Armstrong and Botzler, eds. Environmental Ethics: Divergence and Convergence. New York: McGraw Hill, 1993.

Bas Princen, Artificial Arcadia. Rotterdam: 010 Publishers, 2004.

Berger, Alan, Drosscape: Wasting Land in Urban America. New York: Princeton Architectural Press, 2006.

Burns, C. and A. Kahn, eds. Site Matters, New York: Routledge, 2005. 

Corner, James, “Ecology and Landscape as Agents of Design,” Ecological Design and Planning. Steiner and Thompson, eds. New York: John Wiley, 1997.
Czerniak, Julia, CASE: Downsview. New York: Prestel Verlag, 2001.

Forman, Richard. Land Mosaics. New York: Cambridge University Press. 1995. 

Gali-Izard, Teresa. The Same Landscapes. Barcelona: Editorial Gustavo Gilli, SA. 2005.

Ghent Urban Studies Team, eds. Post Ex Sub Dis: Urban Fragmentations and Constructions. Rotterdam: 010 Publishers, 2002.

Gunderson and Hollings, Panarchy: Understanding Transformations In Human and Natural Systems.  Washington: Island Press, 2002

Johnson and Hill, eds. Ecology and Design: Frameworks for Learning. Washington: Island Press, 2002.

Leopold, Aldo, The Land Ethic. New York: Routledge, 2004.

Mau, Bruce, ed. Massive Change. New York: Phaidon Press. 2005.

McPhee, John. The Control of Nature. New York: Farrar, Straus and Giroux, 1998.
Meyer, Elizabeth, “The Post-Earth Day Conundrum,” Environmentalism in Landscape Architecture, Michel Conan, ed. Washington, D.C.: Dumbarton Oaks Research Library and Collection, 2000.

Mohsen Mostafavi, ed. Landscape Urbanism: A Manual for the Machinic Landscape. London: Architectural Association, 2003.

Nassauer, Joan Iverson, ed. Placing Nature: Culture and Landscape Ecology. Washington: Island Press, 1997.

Pollan, Michael. Second Nature. New York: Atlantic Monthly Press. 1991; and The Botany of Desire. New 
York: Random House. 2001.

Sijmons, Dirk, ed. “Brabant: A Possible Continuation,” = Landscape. Amsterdam: Architectura + Natura Press, 2002. 

Thompson, Clive, “Open Source Spying,” New York Times. December 3, 2006.

Waldheim, Charles. The Landscape Urbanism Reader. New York: Princeton Architectural Press, 2006. 

    
[image: image26.jpg]


    
    
[image: image2] 

Figures 1 and 2. Left: The Shepheardes Calendar by Edmund Spenser, 1579. Right: proposal for a public landscape (sources: calpoly.edu; GROSS.MAX).
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Figure 3. YouTube’s online platform supports a tremendously productive landscape which integrates ultimate individualization with mass participation (source: YouTube.com).

[image: image5.jpg]Hudson Boston ~ Washington
Figure 5.7  Forest patches in six Ohio (United States) landscapes. Each
landscape parcel is approximately 10 km on a side and is named for a nearby
town. The shaded areas represent land remaining or reverting to forest in the
1930s. Forest cover in landscapes increases from left to right. Patch density
(number per 10,000 hectares) increases from left to right in the top three
landscapes, and remains constant in the bottom three landscapes. (From
Bowen and Burgess, 1981; also see Sharpe et al, 1981; courtesy of R. Burgess
and Pudoc-Centre for Agricultural Publishing and Documentation.)
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Figures 4 and 5. Left: research by landscape ecologist Richard Forman and colleagues informed early forays into infrastructural urbanism (source: Landscape Ecology). Right: Stan Allen, field condition diagrams (source: Points + Lines).
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Figures 6 and 7. Left: the ecological footprint – a kind of parti diagram -- from four of the Downsview Park competition finalists, 2002 (source: CASE:Downsview). Right: Chicago 2100, UrbanLab’s proposal for water harvesting and eco-boulevards, 2007 (source: history.com/designcompetition). 
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Figures 8 and 9. Left: digital imagery by the Scottish landscape practice GROSS.MAX, 2005. Right: from “Mollusk,” the Governor Island competition entry of Field Operations, 2007. The park concept for “Mollusk” is described in competition materials as, “An autonomous rogue territory devoted to harbor life, exertion, and immersive physical exposure to weather.” (Source: GROSS.MAX; centeroftheworld.org).
Proposal for public campus (source: GROSS.MAX).
Figures 10 and 11. Stig Andersson
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Figure 12. Location, information, sensation: Irishtown Bend competition, park proposal by Elizabeth Lagedroste (source: E. Lagedroste, 2007).
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Schematic of the AMD and Art Project




Figures 17, 18, 19. From left to right: aerial view of Parc du Sausset; diagram of one portion of the Shell Project; the AMD & ART Park site plan (source: KSA Digital Library; West 8; epa.gov).

� In Drosscape critic Alan Berger touches on several precedents, including Albert Pope’s ladders and Lars Lerup’s holey plane models for metropolitan sprawl, and suggests nine land use groupings for the proliferation of amorphous but economically, ecologically and socially significant scapes: LODs, LOTs, LONs, LOWs, et. cetera.


� See the incisive Landscape Urbanism Bullshit Generator at � HYPERLINK "http://www.ruderal.com/bullshit" �www.ruderal.com/bullshit� for alternate verbage.


� Well used references for this work include Delanda’s, A Thousand Years of Non-Linear History  and Deleuze and Guattari’s A Thousand Plateaus: Capitalism and Schizophrenia.


� James Corner, “Ecology and Design as Agents of Creativity,” Dumbarton Oaks.


� Stan Allen, Points and Lines: Diagrams for the City.


� Charles Waldheim, “Landscape Urbanism: A Genealogy,” Praxis Journal no.4. 


� In the foreword to Ecology and Design: Frameworks for Learning, Bart Johnson and Kristina Hill lay out an agenda for communicating an ecologically-grounded sense of “landscape realism” to the next generation of designers, one that includes biotic, aesthetic, economic and political factors.


� See Robert Somol’s discussion of branding and terminal plasticity in “All Systems GO: The Terminal Nature of Contemporary Landscape,” CASE: Downsview.


� Uvedale Price, Essays on the Picturesque As Compared to the Beautiful and the Sublime, 1794.


� George Gilder, “The Information Factories,” Wired. � HYPERLINK "http://www.wired.com/wired/archive/14.10/" �Issue 14.10�, October 2006.


� John Markoff, “Entrepreneurs See a Web Guided by Common Sense,” New York Times, November 12, 2006.


� A conflation of  Kant’s Age of Enlightenment call to arms, sepere aude, “dare to know,” and anima, feminine form of animus, whose Latin root is defined in Websters Dictionary, 4th Edition, as “soul, mind, disposition, passion.”  


� Ideas about current regional materialism clearly are impacted by, and also differentiated from, discussions of critical regionalism put forth by Lefaivre and Tzonis, Frampton and others in the 1970s. See Critical Regionalism: Six Points Towards an Architecture of Resistance. In landscape in the same era, critical regionalism as a response to modernism was expressed in Ian McHarg’s ecological planning method. See Design on the Land.


� Paul Shepheard, “Sensational Landscapes,” TOPOS Journal. n. 57, 2006p.96.


� James Corner, “Terra Fluxus,” Landscape Urbanism Reader. Charles Waldheim, ed. 


� See Clare Lyster, “Landscapes of Exchange,” Landscape Urbanism Reader, 2007. 


� Jorge Luis Borges, Tlon, Uqbar, Orbis Tertius. As mentioned by Noam Cohen in “Borges and the Foreseeable Future,” an article discussing the “growing number of contemporary commentators” who observe “the connections between the decentralized Internet of YouTube, blogs and Wikipedia [and] Borges stories, which ‘make the reader an active participant.’” New York Times, January 6, 2008.


� Ibid, p.97.


� Michael Polan’s Botany of Desire is essential reading for this topic.


� To what degree is it possible or desirable to present ecological associations and material behaviors as non-cultural acts? The very definition of what most conceive of as “nature” is derived intrinsically from our notions of self and societal values. Non-passive landscape matter that functions according to its internal logic and its negotiation with external forces has the potential to reveal much about environmental conditions. We might call this the new wilderness state. The direct opposite, passive matter, is fully controlled via intervention and management techniques. This state results from ongoing operations such as agriculture and industry. See Neil Evernden, “Nature in Industrial Society,” and Eugene Hargrove, “The Ontological Argument for the Preservation of Nature,” Environmental Ethics: Divergence and Convergence. Armstrong and Botzler, eds. New York: McGraw Hill, 1993.


� Among many sources on this topic, see Edmund Burke, A Philosophical Enquiry into the Origin of Our Ideas of the Sublime and Beautiful, 1757. In Elizabeth Roger’s words, Burke “strove to define the correspondences between certain human emotions and particular categories of sensory impression.” From Roger’s Landscape Design: A Cultural and Natural History. 


� See a related discussion of the wiki as a model for military information-sharing by Calvin Andrus, “The Wiki and the Blog.”


� See Landscape Journal: Eco-Revelatory Design


� Virgil, Eclogue IV, The Messianic Eclogue


� Tissot, Roland, in Myth and Ideology in American Culture, Blary and Durand, eds. Lille: Centre d’Etudes, 1976.


�  www.artandculture.com


� These web sites are accessed at: youtube.com and myspace.com
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