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1. Introduction

“We cannot think any longéman without a machine”

Bruce Mazlish (1972: 229)
“Technology and the humanrawdéonger so dichotomous”

Scott Bukatman (1993: 5)

Cinema has always been an art fornthvheflects what and how has happened in this
world from the human point of view using variousywaf audiovisual communication to
interact with the viewers; with us, therefore, tiigestions and answers that people ask about
everything have always been important for the cime@onsidering every film genre asks the
guestions and gives the different answers; accgrttirVivian Sobchack; science- fiction is “a
film genre which emphasizes actual, extrapolatmespeculative science and the empirical
method, interacting in a social context with theskr emphasized, but still present ... in an
attempt to reconcile man with the unknown” (Sob&hd®97: 63). In the light of Sobchack’s
idea about the relationship between man and thenawak; in the post-industrial society,
technology has become the unknown figure affeatungdaily life and our future. In this sense,
as technology and science improve rapidly; evenry theere are new machines and tools that
we have to be exposed. For this reason, mainly,alleeof SF genre has become exploring how
these developments and tools affect human and wihdt of interaction there is between
human and technology. In other words, sciencesfictinema has had significant role as an art
form to define and discuss the unknown and poséililee of interaction between human and
technology. As science-fiction cinema promisesatpdh the non-fictional world, human being
is exposed by machines; computers, mobile phohednternet, television, cars, prosthesis and
any other machines. Obviously, there are very itgpdrsimilarities between the human of
post-industrial society and the represented humathé world of SF cinema in terms of
physical body and personal identity. According itmikarities of these two converted human
concepts; this thesis aims to examine representatd altered human body and identity by
technology in science-fiction cinema and how theggesentations have become real in non-
fictional post-modern society today. In additiohg tthesis explains and uses a new term
“techno-human” to define new hybrid human versidmnol has similar identical and physical

features with the represented human from scierutieiii cinema and the real world of today. In
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the book “Terminal Identity” (Bukatman, 1993), ScBukatman claims significance of altered
human figure by technology in SF cinema using a termterminal identitywhich is related
with the identity of techno-human and Bukatman ségsminal identity is a form of speech,
as an essential cyborg formation, and a potentsallyversive reconception of the subject that
situates the human and the technological as cogixencodependent and mutually defining”
(Bukatman, 1993:22). Considering the definition Bdkatman, there is a strong relation
between two human figures in SF cinema and theahegtorld; both are modified and their
autonomies are awakened as Bukatman emphasizesathe idea for hiserminal concept.
Besides, to define the human of the post-indussidaiety, Giuseppe O. Longo uses the term
homo technologicus“a symbiotic creature in which biology and tecluyy intimately
interact” and he explains this term as “homo sapieansformed by technology” which is a
new transformational type in a new space (Long®32@3). In this regard; in today; techno-
human is the version of homo technologicus and idensg these both definitions of
Bukatman and Longo; -Bukatman’s is for SF cinemd &ongo’s is for the non-fictional
world- techno-human links these both notions cotreéing on the alteration of body and
identity by technology of human comparing with egentation of the human in SF cinema.
Furthermore, in structural meaning, techno-humagsdwmt only belong to the world of today
or the world of SF cinema, it belongs to both adrth its area and time are also hybrid as its
identity and body.

Notion of hybrid “techno-human” inclesl implanted, virtual, extended, mobilized and
modified bodies, virtual and digital identity. E-pling and analysing of all these features of
techno-human will show the process how and what kinchanges human being is exposed by
technology during the late $Gnd the 2% Century referencing to the SF cinema. Additionally
techno-human may be considered similar with thethpwsan notion, but the studies on
posthuman comprise many different perspectives andlyses to explain causes and
consequences of the human kind of modern era swsc¢hseaciological, psychological,
environmental, historical and scientific. In thegard as all post- studies are the big subject
matters, | will refer these notions to the previsusdies of my subject and | will explain these
previous studies in the following part to emphadize differences and also the similarities
between my subject and these notions.

Besides, the thesis brings the cdmtten question about the interaction between the
science-fiction cinema and the non-fictional wois: cinema has always been affected by the
non-fictional world and also has brought extra wal, environmental and humanitarian

concerning for what and how the future world miglet For the reason that SF cinema has
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always been there and it will be, it makes moreadrtgnt to analyse and examine the relation
between SF cinema and reality, considering androuyehe subject of how human and the
real world might be affected by SF cinema. Morepy@edicating these features on the
examples of science-fiction cinema, the thesisndahow cinema -especially science-fiction
cinema- is important and successful to understagdassible situations which the human, the
society and the environment might be involved mfiliture through technology.

On the following part, this introducti@hapter includes the methodology which | use
during my research, reading, film analysing andiagiprocesses of the thesis. On the second
part, for the background of my thesis, | discussegal terms and approaches using previous
studies which are studied in the similar subjeelsted with the subject | study. In addition, the
last part includes reviews and analyses of maimonstwhich are involved the area of my
subject; science-fiction cinema, body, identitypesculture, post- studies, digital media and

culture, terminal identity, image, penetration fledh.

1.1 Research Methods and Structure

Including film, (new) media, pesbdern and cyberculture studies, my research is a
multidisciplinary subject to examine each studyldfi@ccording to its own theories and
terminology. For each study area, the researchlvasoqualitative and exploratory research
methods. These methods bring my study to identfy alterations and problems reviewing SF
films, especially the films beginning from the 188ntil the recent day such dgrminatorl,
2 and 3 (James Cameron, 1984 & 1991; Jonathan Mip2@03),Robocop(Paul Verhoeven,
1987),the Matrix (Andy & Lana Wachowski, 1999Blade Runne(Ridley Scott, 1982)Back
to the Future Il (Robert Zimcekis, 1989)Artificial Intelligence (Steven Spielberg, 2001),
Equilibrium (Kurt Wimmer, 2002),Avatar (James Cameron, 2009Repo Men(Miguel
Sapochnik, 2010)TRON(Steven Lisberger, 1982) and others which aredigtethe film list.
Furthermore there are referee articles and bookghwiare related with my subject
methodologically and contextually. My materialstthase to reach the idea of techno-human,
generally, has the common methodology to studySRecinema and human in the view of
modern period relating the subject with the filmalysis and reviewing. Moreover, | have
references which research the human and technatlgiionship in terms of modernity and
post-human emphasizing the human body and idemgitgltered. The research includes
different set of rules for each area for examimapoocess. For film reviews; critical analysis

involved in film criticism and theoretical appro@ashwhich are screen, dystopian and realist



film theories observing futuristic life forms andcsety, subjectivity of elements on the screen,
content and reality relationsFor instance, methodologically, analysing a SF movi
representation of the situation of altered humash the environment is important related with
how this representation is showed using the cingereen. Further, all the characters, machines
(devices), spaces, clothes and even the musichareléments of the screen which are being
analysed as the same elements of actual worldeang lanalysed in articles and books. In the
articles reviews, the method is to underline of ligai@ve method for the body, identity,
cyberculture, media and post-industrial study sttbjaunderstanding the relation between these
terms and propounding their links to the idea ehit®-human. On the whole, close analysis;
including close reading and visual analysis, is thain methodology of my thesis as |
concentrate on audiovisual elements of films coimnigincomparing and relating with the
written materials, and both sources; visual andteniare included descriptive observation.

Structural content of the thesissprés four chapters with introduction chapter.
Following three chapters are separated accordimgatio subjects of the research; surrounded
and exposed body, altered identity and conclusioncempose significant elements to
summarize the main subjects of techno-human andthsis. Body and identity chapters
compare each concept considering from diffeagigies dividing each chapter to specific and
substantial sub titles according to featured elémenSF cinema and post-modern society for
human and techno-human.

Chapter 2: “Surrounded and ExposedlyB explains physical transformation of
human being is exposed and analyses the procebsvofhuman becomes techno-human,
comparing with the represented body of human incBema. The chapter examines how
technology penetrates to human and how human pg¢eetto technology in physical way;
prosthesis, artificial organs, regenerative machiaed so on. Moreover, the chapter reflects
how machine terminates the human body (car ac@deuins) and also changes the duty of
limbs (voice as on/off button, hands as pen). Ilditazh the chapter focuses on how exterior
part of the body interacts with the machines; nebpihones, mp3 players, earphones, cars and
computers. In the last part of the chapter 2, theshcentrates on redefinition of the mind and
memory of techno-body and the process of this meitieh.

Chapter 3: “Altered Identity” studieew human identity is affected by technology and
this affection created the new identity of technwrlan. The chapter evaluates digitized identity
of new human being through the Internet, virtughcgpand reality, media -television-, and
social networks. Furthermore, the chapter includesy human being, personally becomes

alone and crowded at the same time, involving &ffeEnew space on the identity. Considering
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the issue of technophilia; the chapter explaindakie of human being to the all devices; from
mobile phones to cars; and the identification ahhan being with the machines, how they feel
as a machine.

The last chapter, summarizing theeganideas and claims of the thesis, defines the
relation of technology, today and SF cinema cregiire triangle of these notions, and locating
the techno human in the middle of this triangledatlares the significance and existence of
techno-human using the consequences of the thesis.

1.2 Background / Previous Studies, Approaches and Terms

1.2.1 Science-fiction

For the area of SF cinema, there afierdnt approaches and previous studies to
examine and use as references in the area of fidies. However, related with my thesis, |
more concentrate on previous studies which havestaotial claims and observations
subjecting body and identity perspectives. One h&f studies of Vivian Sobchack (1991)
approaches post-futuristic environment of SF cinenetioning simulated space, reformed
consciousness, recruiting stations, the relatiospafice and time, temporal body and public
spectacle (Sobchack, 1991: 223-281). Fredric Jamgd®82 & 1991) speaks about
encountering of SF and postmodern culture in th&t-pwdern period and he argues SF and
postmodernism are not detached saying about SF éttieangement and renewal of our
present” (1991: 285) and he claims SF transformspoesent to past (1982: 152) as | claim in
this thesis, similar with Jameson, SF cinema effeatr present as the past of the future and the
existence of techno-human in today and in the wofl&F cinema is the significant proof of
this approach. Moreover, according to Jameson,ovidecame dominant in culture and
television is a reflection of real existence inisbcin the 1980s, and today, for the reason that
all the environment and space have been changéelgrdand rapidly, video and television
have been replaced by their improved versionsessighe Internet, and computers. Therefore,
in terms of Jameson’s claim about domination of ¥ieeo, today, more than what video
provided in the past, screens allows techno-hurogoenetrate virtual world of the Internet,
video, television, games and any other elementeof media. Every other day, screen and its
contents are becoming dominant one in the new sgawéronment and society affecting the
identity and the body of human. In this regardnfrine beginning of the 1980s SF cinema has
represented the all environment of future with enseand visuality as it was discussed by Scott
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Bukatman in terms ofociety of spectacl@Bukatman, 1993), further there are SF films which
use thespectacleas the main material of the society and space ss¢chWVALL-E (Andrew
Stanton, 2008)Minority Report(Steven Spielberg, 2008Jade RunnefRidley Scott, 1982),
The Fifth ElementLuc Besson, 1997) and such.

Film and media scholar, Constance Penigtes science-fiction cinema as the figure of
postmodern period and he claims post-industrialetpand SF cinema is connected. She
observes th@erminator (James Cameron, 1984) and the machines in the nmoveErms of
sexual differences, time travelling and tech hoonsidering the body as a subject and altered
identity (1989: 197-211). Forest Pyle is anothédrosar who studies body and cyborg figures in
SF cinema. His study includes analyse of cyborglamdan relation in th&erminator(1984;
1991) andBlade RunnefRidley Scott, 1982). He argues SF cinema has ipopellarity since
the 1980s and SF movies have thematic and forneaisféor hybrid of human and machine;
and he emphasizes the movies suchTesninator and Blade Runnerdistorts the borders
between human and inhuman -which | call the mashi(feyle, 2000: 124-137).

In the booKerminal ldentity(Bukatman, 1993), as he examines identity in sgen
fiction, Scott Bukatman claims significance of Sketna as an art form. Bukatman claims SF
cinema reaches mass society generating importamtresce because it is a part of mainstream
cinema (1993: 12). About the meaning of SF cinemadys: “the meaning of SF films is found
in their visual organization, and their inevitabléention to the act of seeing, the significance of
special effects begins to emerg@993: 13). Thinking the techno-human, especiafiybody,
Bukatman signifies the relation of body and SF &edmentions the body meets with new
space, it is modified and its autonomy is awakefi®®3: 16). However, when the effects of
SF cinema on the society and human are studieg,tedimost 20 years later than Bukatman-
the awakening and modification of the body thro®fh needs a new perspective to research
the new subject of the body considering casuadies efficacies between new human being
and former one since non-fictional life became téfection of SF cinema considering the
similarities between the represented space and mim@iag in SF cinema since the 1980s and
today's real world. Additionally, because of gemnedgstopian conjectures of SF cinema,
Bukatman claims being human is utopian in SF mowesause, for the future, it is difficult to
imagine pure humanity; there will be more aliengjraids and evil computers than human if
SF cinema has been justified (1993: 16). At thisfpd believe that the future which Bukatman

emphasized is our recent day as it has becomdfimuttito define human being separated from

! Tech noir is a term which combines science-fico film-noir genres. Also the term used as anlaane in
Terminator (1984).
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its technosized environment. In this regard, allicy and analysis which | have mentioned
about SF cinema, forms the initial point for my gabtechno-human, in terms of the alteration
which has been in the fictional world in the trilm@f human, technology and SF cinema.
Further, when this triangle has become real intiegle of human technology and real world
of today; this expedition of human from SF cinem&hte post-industrial society proves how SF
cinema is important with its representations to para the reality of the actual world with the

cinema’s fiction.

1.2.2 Body

The body has been examined by diffeagral various study areas; such as sociology,
psychology, biology, politics, literature, semiojognd generally in humanities. Distinctively,
the body figure that | use for my thesis is moratesl with -new-media, cinema, information
and communication technology (ICT) including posdustrial, cyberculture and science-
fiction studies. In the booklediating the Human Bod{2003), Leopoldina Fortunati, James E.
Katz and Raimonda Riccini edit and collect articdésut the process of how body is mediated
through technology in general; mobile technologig\ision, cars, the Internet, prosthesis and
such. They mention technology becomes the end wfralahuman body, manipulating and
diversifying it and the relation between body aechhology is defined as: “the body as natural
technology has been falsely replaced today by tolgital innovation, which, as innovation,
always presents itself as being better than whaeptaces” (Fortunati et al. 2003: 3). In
addition, for communication technologies, ICTs extehe limits of the body and expand the
content of the body to transfer information anaiipenetrating; technology infects the whole
body (Fortunati et al. 2003: 4-7). In his arti@ledy and Technologyiuseppe O. Longo uses
the termhomo technologicusa symbiotic creature in which biology and teclogy intimately
interact” and he explains this term as “homo sapiens tram&fdrby technology” which is a
new transformational type in a new space (Long®32@3). The idea of homo technologicus
combines with my techno-human idea but just theme differentiations about identity
perspective. Longo puts the body in the centreigfidea but my suggestion is to think the
human as a whole concept. The body and identitycanmected as the main and important
parts of human being. The body is the proof of ptatexistence of being human and identity
is what human being is in sociological, psycholafiddeological and personal aspects.
Therefore, it is serious for me how body is studiaat | cannot ignore the connection of body
and identity referencing the previous studies whitdve been studied body and identity

separated.
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As Scott Bukatman defines the new fidgraspect of the human in SF cinema as
“terminal identity”, for the body perspective heess‘terminal flesh” term which is reformed
by technologized environment of SF flms mentionatger terms called “techno-organic” and
“hyperbolic body” and as reported by Bukatman, loely has been composed substance of
science-fiction (1993: 19). There is a strong catina between the body of techno-human and
Bukatman’sterminal fleshin the context of embodied mind, body and memory akefined
subject of SF. Bukatman says: “the narratives ohieal flesh offer a series of provisional
conclusions wherein the subject is defined, ated#fit times, as its body, its mind, or
sometimes its memory” (1993: 20). Furthermore, Buokean remarks in the world of SF
movies, body and soul are denied and everythingneed can be found in technology;
everything is mechanic (1993: 287-288).

Editors of the bodRosthuman Bodie€l995); Judith Halberstam and Ira Livingston
study posthumanity from standpoint of the body isgyhat;

“Posthuman bodies are the causes and effects @fmpdern relations of

power and pleasure, virtuality and reality, sex @#sdconsequences. The

posthuman body is a technology, a screen, a pegjedhage [...] a

contaminated body, a deadly body, a techno-bodg, ias we shall see, a

queer body. The human body itself is no longer pafthe family of man’

but of a zoo of posthumanities” (Halberstam & Liyston, 1995: 3).

Moreover, Halberstam and Livingstone claim posthairbadies do not belong to continuous

timeline, they are the bodies from past and futowé they live in today as present time

catastrophe (1995: 4). In addition to this appredhk body of techno-human as a concept
which includes represented human body in the fubfir®@F cinema from the past time and the
human body in the recent world of today is stronmghated with the posthuman concept as the
both notions bodily exist in hybrid times; pasgesent and future.

Stelarc, as a performance artistsooblar, considers the body is extinct and it seed
to be shifted from its physical realm to its exteddyber and hybrid version saying: “the body
must burst from its biological, cultural and plaargtcontainment{2000: 561). However, the
body is already exploded from its traditional boames and it cannot live without the outer
accessories and assistants. Stelarc contemplates am extension of the body through
prostheses and plug-in devices; extra ear, lass, elge third hand, fractal flesh, virtual body
and atrtificial intelligence. Those devices which s$teidied and his art works (ping body,
parasite, touch screen interface, exoskeleton amglifeed body) remind the machines that we
can see in SF movies, for instandghnny MnemonigRobert Longo, 1995)Brainstorm
(Douglas Trumbull, 1983)Minority Report (Steven Spielberg, 2002) dRobocop (Paul
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Verhoeven, 1987), moreover, there are very simdiawrices and machines that human body
wears, carries or is implanted to develop the batied of the body or to fix the body to
become complete such as; prosthesis, artificgdms, portable devices and such.

In brief, each scholar defines the boslgited with their own study area and the general
idea they agree the human body has been changedhi®roccasion, when Bukatman
emphasizes the body representation as an altesdoh r&f human existence in SF, in his
artworks and articles, Stelarc compares the bodymaachine as two different competitors of
real world of modern period. Furthermore, when ghkolars such as Longo, Halberstam and
Livingston try to define the new altered version lafdy using the notions such Bemo
technologicusand posthuman body, Stelarc claims that human sodlgsolete considering the
rise of the machines (Stelarc, 2000). Accordinghese discussions, the body is not same as it
was before the post-industrial and post-technossmgety, for this reason, combining and
comparing all these ideas and studies of schaofasstliesis aims to create a new explanation
for the body which is exposed by technology; trathe techno-body which comes from
fictional world to the real one.

1.2.3 Identity
The root of my subject is connected totSBakatman’s (1993)erminal identitywhich
he defines;

“Terminal identity is a form of speechs an essential cyborg
formation, and a potentially subversive reconceptid the subject that
situates the human and the technological as cogxtencodependent and
mutually defining” (Bukatman, 1993: 22)

Bukatman examinegerminal identitythrough science-fiction literature and cinema &sl
study involves; terminal image, terminal spacemieal penetration and terminal flesh
referencing the human figure. In addition, Bukatmantions human and technology becomes
a whole figure and they are connected rhetoric@mhomenological way. Therefore, this new
figure becomes the subject of science-fiction amd subjectivity comprises the centre of
terminal identity (Bukatman, 1993: 2). According to time when Bukatmused the term
terminal identityin 1993, there were examples of science-fictiosupport his idea, but until
today, there have been many developments in teagypah post-modern world, therefore, now,
there is possibility to study Bukatman’s terms dtsonon-fictional world.

Alternatively, Sherry TurkleSecond Seléhould be considered as terminal identity

for a non-fictional world. Turkle examines, idemtily, how people grow up with computers,
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personalize the computers with themselves, lowad think themselves as machines (Turkle,
1984). She tries to define the new computer culamecentrating identical alteration of the
human. Additionally, Turkle studies identity of thelture of simulation in “Life on the Screen”
discovering reconstruction of the identity and a&speof the self through the Internet from
virtuality to artificial life (Turkle, 1995).

1.2.4 Postmoder n / Posthuman

The study area of postmodernism with other termthefarea; post-human and post-
industrial, tries to define new notions or new \@nsof existed notions; determining the new
meanings. Postmodernism uses binary oppositionyr aa&c male/female, homosexual /
heterosexual, (so called) east / west, right /(ledlitical), imperial / communal and human /
nonhuman. Therefore, defining the techno-humarHriBema and in non-fictional world, it is
impossible to neglect the relation and influencépastmodernism in the both area for the
reason that the world of today and SF cinema ircladmbination of postmodern binary
oppositions that | have mentioned. In the SF fiensl today, we live in the environment that
has the oppositions together and we try to makéndis/e definitions for the world we live and
for the world we see in the films. Both world acerhed by the oppositions; for instance; we
discuss the east and west as there are econosovcadlogical and cultural differences in both
sides, or we have to define ourselves accordinguio sexual orientation, political views,
wealth and such, in addition, since the 1980s, with growing technology, machines
(technology) has become binary opposition of hunmathe list of post-industrial society’s
binary oppositions; and previously; this subject baen represented in SF films, and then it
has become real, therefore, in the actual andofiati life, postmodern period has started
consecutively.

According to N. Katherine Hayles, humarsisrounded by technology and new space
and the human is enlarged, extended and improkiecgfore, post-human symbolizes this new
version of human and additionally Hayles separtitesdea of post-human ignoring the reality
of human had before; meanings of life, environmatentity and body are redefined through
post-human, thus, it may be called death of thedmiput obviously, post-human does not
mean the death of human; it is the next level,aanms more power, embodiment, extension and
more intelligence with machines (Hayles, 1999: 283). In this regard, techno-human is an
idea for this new human version connecting comptmenthe context of post-human and for
this reason, techno-human should not be considase@xtension of those notions, it is

something alternative. It is not the death of huraad it is not the next level of the human, it is
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behind of post-human, regenerated version of postam considering the similarities between
represented human in SF cinema and today’s world.

In the study ¢fostmodern Theor{1991); Steven Best and Douglas Kellner examine
postmodern period and its theoretical details franitiple directions; philosophy, humanities,
cultural and politics aspects and compare the #&spm#cmodernity and postmodernity. They
claim modernity brought new elements to everydfey hew technologies, new art, new modes
of transportation and communication, therefore, emoly became the reason of
postmodernity; changing the way of life, behaviamnmmunication, identity and society. This
situation comprising computers, media/new mediay rierms of knowledge produced a
postmodern social formation (Best & Kellner, 199432).

Jean Baudrillard is a sociologist whonaentrates postmodernism and post-
structuralism and studies media and communicatiogeneral. He claims, in the modernity,
production is conducted by the industry and in gustmodernity, the area of simulated
information and signs; models, codes and cybemetre dominant and controllers of the
human and society (Best & Kellner, 1991: 118). Bdladd observes the postmodernity is the
era of subject which is the terminal of multipleéwerks (Baudrillard, 1983: 128). Baudrillard
comments on the system of postmodernism and postinutwe are in a system where there is
no more soul, no more metaphor of the body” (1988:51). As stated by Baudrillard,
postmodernity is the era of simulation and simwasf human being in hyperreality (1988:
166, 184); on this occasion; as television has lzespecific example for the simulacra in the
time of Baudrillard in the 1980s; for today, theéeimet has become the alternative of television
with its multi-functional features and the form t@levision, especially the media and new
media has moved from home to the space with scrélemiefore this new form of media and

the Internet can be counted as the part of sinwaif the postmodern era.

1.2.5 Cyberculture

Jakub Macek, simply defines cyberculture as cultigsues related tayber-topics;
cybernetics, cyberspace, cyborgization (cyborggemeli¢ or cyberpunk-more related with
literature? (Macek, 2005). Lev Manovich’s more distinctive idéfon for the cyberculture is;
arising culture with the integration of computeetworks, online communities, new media, the
Internet and other communication and informatiochtelogies (Manovich, 2003: 13-25).

Adversely, Mark Dery and David Bell have conveniegberculture definitions for both SF

! Cyberdelic is the combination of cyberspace, aybte and psychedelic.
2 Cyberspace, cyberdelic and cyberpunk are my axtditi
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cinema and postmodern era. Mark Dery claims; “Cgtéure is divisible into several major
territories: visionary technology, fringe scienesant-garde art and popular cultur@ery,
1992: 509). For David Bell; “cyberculture is a wafythinking about how people and digital
technologies interact, how we live togethéBell, 2007: 5). Considering these definitions of
cyberculture, techno-human is relevant with cybkuce for the reason that techno-human is
one of the elements and consequences of the relagitween human, technology and science
including popular culture, new media and the Indé¢ras the virtual space and network.
Moreover, the consequences of this relation haen leemphasized in the SF films using the
elements such as cyberspace, cyborg (cybernetind)rids of human and machine-, robots,
artificial organs, prosthetics which almost all axkailable today. Therefore, it is possible to say
that; partially, techno-human is formed by cybetund as formed by post-industrial culture in
the both fictional and non-fictional area.

Donna Haraway'€yborg Manifesteexamines the social and gender issues through the
notion of cyborg and she explains the main idead definitions to constitute critical
manifestation. She emphasizes cyborg, cybernggi@nism, is the combination of machine and
organism, a kind of hybrid and cyborg exists in #wtual world (Haraway, 2000: 291). This
definition of Haraway is a supportive reference fioe to move the techno-human from the
fictional world of cinema to the real world that tdevay discusses in her manifesto.
Furthermore, for the cybernetics, David Bell memsiccybernetics is a science and notion
combining communication sciences and control in &iMneings and machines (Bell, 2007: 3).
In addition, the way of controlling human beingsdmymmunication sciences is related with the
techno-human, whereas the control creates affeti@ween human, technology and science
changing the nature of human being, the body aaddéntity.

Virtual Reality (VR) is considered a® tpart of cyberculture -more of cyberspace- and
postmodern era, for why it is form of the interantiand junction of human and computer
reality, generally in computer space. About VR, da@ell emphasizes “VR has become more
useful conceptually, in terms of troubling idea®atowhat is ‘real’, as well as being widely
depicted in science-fiction and cyberpunk.” (B&DO07: 19). According to Michael Heim,
virtual reality is to be part of virtual world; heays: “VR is an event or entity that is real in
effect but not in fact” (Heim, 1993: 109-128). Téfare, | will use the VR for physical and
identical perspectives of techno-human; how humadybis inserted to virtual space and
environmentally the body is surrounded by the imag space; considering how human
identity is recreated in virtual space and the @gtion of reality is distorted. However, | will

not discuss VR and virtual space (or cyberspaced apace which human penetrates with
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gloves or plugs in with a cable or physically tiamged such as in the moviedphnny
Mnemonic(Robert Longo, 1995)The Matrix (Andy & Lana Wachowski, 1999) 6cFRON
(Steven Lisberger, 1982) because today, techno-humeracts with the virtual space not like
the way as it happens in these movies. “Yet”, tte@eenot any plugs on human body, not any
special gloves in common use or we cannot be toatexpinto our computers yet, however as
human, today, significantly, we use our body; amnbls, our movements; and there are parts of
the machines that we use when we control or emter the machine —not physically but
identically-; keyboard, sensors, (remote) contralletouch screen. Therefore, in my subject, |
use the notions of VR and virtual space for thehnetogical environment that we use
commonly today, such as; the Internet, computeasjegconsoles (Nintendo Wii or XBOX),
mobile phones, tablet PCs, television, domestictedaics, any kind of vehicles and such. In
this regard, any virtual interface and space ofaahime or network might be the VR of techno-
human. In addition, previous studies that | havetineed about VR and cyberculture help me
to understand differences and similarities of thality and virtual reality of techno-human
understanding the representation of VR and cybenauin SF films, further, it is possible to
say that even the VR and cyberculture are not cetalyl same in SF films and non-fictional
world, to clarify the environment of techno-humamill use the terms technosized space and

culture where techno-human has settled.

2. Surrounded and Exposed Body (Body of Techno-human)

2.1 Body with M achine; Techno-body

“Man merges with machine: we haxévad in a zone without borders”
Bulketn, (1993: 268)

The human body is reconstructed throteghnology in the post-industrial society,
-specifically in the last two decades in real warlahd Stelarc explains this reconstruction as
reposition of the body from the psycho realm to ¢liber zone of interface and extension and
he claims that the body needs this transformatobecome the hybrid of human-machine
(Stelarc, 2000: 560). In addition, to be exist aridgrated in the world of techno-culture/space,

one needs to improve his/her body but the natums dwt help to regenerate the body,
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therefore the human is constrained to use the &ayes of the new technology to
accommodate the body for our own time and for tteré. Thus, in the way of becoming
techno-human, interpenetration between body antntdogy; one allows technology to
penetrate into the body so in this regard, the bedimplanted, extended and altered by
machines. The main reason of this penetrationasttie body is also considered as a machine,
but the natural one; then it has been necessagphance it with the artificial limbs and any
other devices to develop and generate the capmaafievailability for a cognitive and an
operative sense (Fortunati, 2003: '6Burthermore, Stelarc mentions that redesigninthef
body altering, implanting and extending it endshvifie redefining the human saying; “it is no
longer meaningful to see body as a site for thelpsyr the social, but rather as a structure to
be monitored and modified (...) the body is an objectdesigning.”(Stelarc, 2000: 562). In
addition, making the body as an object redesigitimgth technology and machines; electronic
and robotics; as a result, body loses its charatitefeatures. However, at the same time,
attiring the body with mechanical parts, it makes body feel immortal and irrevocable. In this
sense, techno-human exists to be a machine or nediélei, because, even the human being has
possibility to change his/her own body in a natway, the science and technology exceed the
possibilities what people can do to their own bobyus, technology allows human to create a
better body in the shape and situation which humants, in this case, with this excitement of
the human to make penetrate technology into thg,dmd-technological evolution starts with
this desire (Longo, 2003: 25-26-29) and in anotkense; when artifacts machines are
transported inside the body, technological evolustarts (Somalvico, 2003: 37). However, it
IS necessary to decide that; does bio-technologiealution become in positive or negative
way? Or is it an evolution in literal? Differentatth Longo, Leopoldina Fortunati emphasizes
the penetration of technology causes devolutiath@human, saying;
“The technology that penetrates our bodies ofteesaur lives, returns us to
health, broadens our means of communication, @sgis control — but technology
always, paradoxically, results in our devolutiomchinology modifies us radically

in ways that inevitably cause some type of suffgror limitation” (Fortunati,
2003: 83).

This is what | also discuss for the differencesMeein the human body and techno-body; when
the techno-body has better conditions and advastaméve in the technosized environment,
however, it has also destructive limits and resdi#épending on the technology around and
inside of it, and it moves the human body to nexel which the body is devaluated too, it

! Fortunati cited the first part from Longo, 1999.
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means natural body is decomposed. In this regaedging the ideas of Longo and Fortunati,
techno-body is both bio-technological evolution ahd devolution of the body. The body of
techno-human embraces the positive evolutions agdtive devolutions combining them into
one’s body and for this reason, literally, | thinkwould be better to see techno-body (also
techno-human) as a revolutionist notion acceptimgitve and negative results of the
technological invasion on the body and the relabbbody and the machine through changing
of conditions, attitude, modifications and openasibIn other words, technology revolutionizes
the body in a good and bad way, and in concludiom,body of techno-human is created by

technology and the nature.

Obviously, Stelarc’sbsolete bodydea is another perspective to look at the machine
and body relation through the human body and teddmaty in terms of “-lution” concept
which | have mentioned. Stelarc claims that the &urnody cannot survive the lack of food,
water and oxygen and cannot compete with the téaggan terms of form and function,
because it has new environment and its performannet enough for its own age today, for
this reason the body becomes obsolete and canpobwe by itself, it needs all implantation
and extension by technology; in addition Stelatw'®f claim is that “evolution ends when
technology invades the body” (Stelarc, 2000: 5P, %63). On the contrary; considering the
terms of bio-technological evolution or devolutiohthe body, it proves that the alteration of
the body is still in the process; therefore, Stétaideaobsolete bodypecomes imaginary in the
conditions of today. In fact, the body is considess the organic machine and it does not
change the fact that it needs inorganic machinesvener, | think, calling the organic body as
an obsolete one, does not change the fact thatillveezd it to not forget that we are human.
Therefore, the organic body just needs to be imguow be techno-body, not to be junked.
Furthermore, during the improvement process of hurbady with the all technological
invasion, with the revolution as | have claimed, $are; the body loses its own natural form
and concept, but it still needs to protect the nigaarts which come from nature not to isolate
the body from the nature. Additionally, if the bodyobsolete, all machines which are created
to improve the organic body would become uselesthimreason that there will not be organic
body to put the machines on and without a doubtmathines are here because the body is still
here and the body needs them. For this reason, stdldgxists and this is the reason why | use

the term techno-body which does not ignore the lubwdy completely and its technological

! My definition for techno-body as a revolutionisttion is referenced from the literal meaning ofaletion
which is (not only political sense); a dramatic avide-reaching change in conditions, attitudegymaration
(http://oxforddictionaries.com/definition/revolutidrskey=1Kgq18Y&result=1#m_en_gb0707660
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revolution, and conversely, the term techno-bodigo atechno-human, is used for the
combination of mechanic and organic parts of thedm physically and identically. Thus, the
organic body is involved in my subject and it i8l $shere. Obviously, not only techno-body,
other terms such as posthuman body and cyberradig &lso include the organic body in their
definitions for the reason that they cannot ignarean organism and human nature when they
use the body as a domain/realm to alter and inMadeclear that the body is changed through
the revolution that occurs with the technology atsdtools when the body is “dominated,
destroyed and mutilated” (Berthelot, 1991: 392). tBe whole, the body is not completely
obsoleteyet, but it is changed for the reason that beibgdy is not enough for the human of
today; therefore, the techno-body becomes somethimgh the human should have, in a sense
the human body is born to be organic and improwedadave inorganic. In addition, the
revolution of this new owned body has the technpleg a component, so its physical
appearance changes, in Stelarc’s term; architeofufree body is changed, thus its perception is
adjusted and extended (Stelarc, 2000: 562, 563)rief; the organic body is technosized
revolutionary through techno-body.

Evidently, through the revolution dfe techno-body; technological invasion is
happened in two different ways; one is to imprdwe body making the body more powerful to
connect and communicate the body with its outeirenmnent; and another one is to complete
the body fixing its vanished parts. Likewise, semilvith these two ways, Marco Somalvico
describes the first of these invasions with the ralgl@ technology to reach outside and the
second one as implantation technology into humasty io carry out disabled functions; to
enforce and automate the body (Somalvico, 2003: 34¢cording to these definitions and
division of the body and technology relation, tiwasion and surrounding of the body by
machines/devices is done through any kind of teldgncal products such as: artificial organs,
micro-organic devices, prosthesis, wearable comgutganotechnologies, sex toys, security
and safety equipment, plastic surgery, arts / kantly and so on. Additionally, in the late™20
Century, with the all these agents, the body alas hecome the main ground for the
information and communication technologies (ICTstdnquer making the body less unknown
and hidden. In this regard, when the body becomesnamunicative object through ICTs, it
also involves the content of the communication eyst production, exchange and
consumption (Calefato, 2003: 163). Besides, afterdesigning the new body, the former body
has become weaker, and the period of the techngp-btadts in the way of improving and
altering the body alienating it from its pure natuiorm. In this regard, since the technology
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has invaded the body, the body could not protsatatural simplicity and this new body —as |
named techno-body- that is under the effect ofr@@eand technology for the reason that “the
discourse of science transforms human to machBekgtman, 1993: 246) and it is said for the
technology too, considering interrelation betweeiersce and technology; as both area support

each other to help finding new ways to change hulif@positively and negatively.

Significantly, it is important to meoi the cyborg idea of Donna Harawaythe
cybernetic organisn(2000: 291) if techno-body is considered as aidytotion in the context
of combination of natural organism and machinénadrea of bio-technology. The body of this
new bio-technology might be considered similar ville cyborg concept which is generally
defined as a presence which is a union of the ogtierand organism at once, and also a blend
of flash and inorganic (Neiger, 2003: 57). Simyjalechno-body is a human body which is
converted by technology, a new form of the humadybtherefore, it is possible to say that
cyborg is related with the techno-body and therarisinteraction between both. However,
considering the origins of both terms accordingh® SF cinema, | think these both terms have
different origins. | mean they both involve theratnts of human and machine, and both have
commonly studied altered human body in terms didi@al and non-fictional world. In this
case, the definition and the components of cyb@rg anotion has been used and analysed
through the SF cinema; such a few examples; T-Ad@iminator(James Cameron, 1984), the
replicant ofBlade Runne(Ridley Scott, 1982) or the cyborg cop; Motoko Knagi ofGhost
in the ShellMamoru Oshii, 1995) have always been analysed thi¢hcyborg point of view
and all these characters have been named as cyldwgse cyborg examples are produced as
the combination of the organic body and cyberngtierefore, they had never been human and
never had only organic human body. They weoen as the cyborgs, on the contrary, techno-
body approaches the machine and body relationwmglthe organic human body as the origin
of the body, it is the initial point to discuss ttechno-body in the conditions of the both
fictional and non-fictional world, thus, this isettpoint that | have mentioned both notions’

origins are different.

According to its origin, the cylgaerm has been used since the 1980s, commonly
in the 1990s, however, for today, for the reas@ there is not any creature yet which is born
or created as a cyborg in its beginning, to exptam human body which is born naturally
organic and then altered by technology; the terahmrie-body is better to describe altered
human body. Therefore, techno-body as an ideatanddfinition comes from the human body.

In this occasion, Tomas Maldonado also emphasikesneed of hybrid notion without
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separating the terms for the exchange between maehid human referring to the thesis of
Georges Canguilhelm, and Maldonado says;

“The thesis put forward 30 years ago by Georgesy@i#relm (1971) about the

continuity between life and technique, between dhganism and the machine,

seems to be meeting with definitive confirmatione \db not have androids on the

one hand and nonandroids on the other. Exchangegd® them are now intense

and frequent, and phenomena of (near) hybridizatimhsymbiosis are the order of
the day.” (Maldonado, 2003: 19)

On the whole; as cyborg is represented in SF cinestta its body and machine combined

body; techno-body is the hybridization of andro{dsachines) and nonandroids (human) that
Maldonado claims and also it addresses the altanetl technosized human body of both
fictional and non-fictional world. In other wordgchno-body was an organic body at first, and

then it has become hybrid; it has become a cybmggreated as a cyborg.

Similarly, with the parallel of ndittional life, the evaluation of the body in SF
cinema has also strongly been emphasized with aiemof cyborgand in many SF movies;
the content of cyborg is used as an alternativieutrnan. Besides, SF cinema also applied its
theories and predictions on the realm of cyborgeteh a specific and unique idea of this new
artificial alternative version of human body. Instmegard, Patrizia Calefato places the cyborg
to similar condition through science-fiction addim, saying:

“The cyborg, an invention of narrativetifim and cinema in the 1980s,
illustrates the triumph of organic and inorganicrations to the body and the
growing influence of the ‘machine’ over life, rangi from the contact lenses to
artificial limbs and organs, to personal computefbe suggestiveness of the
cyborg lies in its representing a tangible form saience-fiction: the infinite
enhancement of bodily functions and the biologicelorporation of a ‘second
nature’, to the point almost of mutating life ifseThe cyborg has grotesque
implications, too, the salient features of which an emptying and opening of the

body, an abasement and inversion of meaning, andta-stability of the body as
perceptual and cognitive deception.” (Calefato,20®4¥

However, during the 1990s and the 20@Js,cinema has not only used the idea of
cyborg to emphasize the invasion of technology omdmn body. It also has used the human
body itself as a ground to apply its vision for tluristic body. As | have mentioned the
cyborg and the human body are not exactly sametrcmtion according to their origins;
cyborg is a being that already cybernetic existemben it is created, it is already a partly
mechanic, but the human body comes from the purerenan the beginning and then it is

exposed by the technology later on. Considering} ihitoday and in SF cinema; techno-body

! canguilhelm, G. (1971). La Connaissance de ldRie knowledge of life]. Paris: Vrin
2 Calefato cited from Calefato, 1996.
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is much more likdhomo technologicugiomo sapiens transformed by technoladgfinition of
Giuseppe O. Longo (2003: 23), therefore, its lorggany comes from the human body origin
and cyborg is the newer kind of existence. Forctige of discussing the relation of cyborg and
techno-body, the posthuman body is another altemathich symbolizes the techno-body in
the real world of today. N. Katherine Hayles emjess the notion of posthuman and she
defines posthuman as configuring the human beinghnib the enunciated with the intelligent
machines and there are not any delimitation betwkerbody and computer, mechanism and
biological existence (Hayles, 1999: 3). In additioihthe posthuman is considered the next
level of the human, it makes the techno-body argthpmman body similar as they also come
from the same origin. Likewise, Leopoldina Fortumames the body of posthuman using a
postnotion againpost-modern bodgnd defines the notion as;
“... a physical and psychic entity; it is our firsttension in space; it is a
powerful and natural means of communication; @rsinstrument of seduction; it

is the first barrier between our subjective wonhd abjective world; it is the seat
of our capacity to work and of our inner dimensi¢Rbdrtunati, 2003: 72)

Similarly, Raimondo Strassoldo emphasizes th& @é&ntury as the world of posthuman, the
world which *“the individual, the person, the sulbjethe body is not the part of the
sociotechnical system” for this reason; the humiaoukl be regenerated and improved by
machines (Strassoldo, 2003: 43) to be a part of smsiotechnical system of post-industrial
society. Thus, the world of posthuman is also theldvof techno-human in this matter; it is

necessary having a techno-body for one to be iategwith the society of the 2Century.

On the other hand, as a result of meatinghachine and body in the fictional world,
there has been two different body type of humae;isrtechno-body or we can say cyborg, and
another is just human body itself with its all angaparts. Thus, the relation between these
both body types has not one way of interactionh&y tare not only together but they also
compete. This situation is very similar with whael8rc has done in the last decades, trying to
compare machine and human body power, and imptwdiaman body to struggle with the
power of the machine. In this sense, to show preany competition between human body and
machine, SF cinema has produced the new human togdther with the cyborg (e.glade
Runneror Ghost in the Shell This new body is improved with implants, prostise wearable
computers, and ICTs as it happens to the technahwhtoday and the body of techno-human

has competed with the machines using technologyitabdngs us to the time of machine

! Fortunati uses the references bfuniverso del corpdtrans.The Universe of the Human Bddy99; Marx
1953, 1957; Volli 1999.
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versus body contradiction. Besides, this possildmpetition has increased popularity of
science-fiction as a genre; and the genre becomes aonitical than before, because of bringing
the machine vs. / with body issue to thematic amthél place and speculating the borders
between the human and non-human for the competiti@n” and for the integration (Pyle,
2000: 124). Additionally, other than theme of bamympetition between machine and human,
SF cinema has also represented a future which ¢émiw is terminated on the human body;
penetrating and surrounding it, therefore, with gdyborg theme, the body has become an
empty canvas, an experimental subject for SF cinéonapply its future predictions on
interaction between the human and the machinethisnoccasion, considering the body as a
realm, a surfacea subject of SF genre, Scott Bukatman says;

“The subject is the body, mutable and mutated ... Gbdy in science-fiction can

be read symbolically, but it is a transparent syl immanent object, signifying

nothing beyond itself. It is literally objectifiecgverything is written upon its

surface ... the body has become a machine, a mathéteno longer exists in

dichotomous opposition to the ‘natural’ and unmestisexistence of the subject”
(Bukatman, 1993: 244).

As the result of showing the experimental inteacthetween the technology and the human on
the body subject in SF cinema; today, the techmodrueasily has internalized the invasion of
the technology into the body and also SF cinempetkto imagine how the future body might
be through technology, positive or negative, dystap utopic. For this reason, in the latest
century, it is less shocking than the past to kectie machines and devices around and inside
of the body (Fortunati, 2003: 64) because it hasnvgll, applied and been predicted. In this
regard, having a techno-body has become new phemnfer human of the post-industrial

society which has been already created in the sei&otion of cinema.

2.1.1 Implanted and Extended Body

As | have discussed the machine and bodyios, it is also important that in which way
these two forms of our recent world are physicaltgrrelated and for this reason, implantation
and extension of the body by technology to consthetechno-body can be separated into two
groups. The reason of this separation bases oideaeof Mike Featherstone about the body in
the consumer culture, considering the techno-badg @omponent of the consumer culture;

forwhy Featherstone divides the body into two gupon maintenance and appearance of it.

! Bukatman claims “the return of the body could alijube understood as an obsession with the sudatte
body” (Bukatman, 1993: 261).
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As the inner bodyncludes the maintenance, health, repair and atirfunctions of the body;
the outer bodyis about the appearance, movement and control efbtidy in the space
(Featherstone, 1991: 171). According to this sejmarain the conditions of today, | prefer to
divide the technological invasion on the bodythas;inner bodys invaded by the implants and
the outer bodys exposed by the machinery extensions. In otleedsy the implants symbolize
relation betweethe inner bodyand machine, and the machinery extension illLestae outer
bodyand machine relation. Furthéhe innerandouter bodyhave been changed dominantly by
the technological developments in the last 20 yesmse the technology has become the
dominant one in the post-industrial. Besides, the#e part of the body and the ways of
technological invasion are also combined througtsamer and techno-culture as it is claimed,;
“the prime purpose of the maintenance of the inmmily becomes the enhancement of the
appearance of the outer body” (Featherstone, 1BH1). Evidently, this enhancement becomes
through technological perspective of the body ant idefined by Fortunati as one of the
consequences of thast stagé the stage that the technological investment erhiiman body
(Fortunati, 2003: 74); the investment that | paat as the techno-body. In fact, this investment
is predicted by SF cinema when SF cinema has airstadted to show imaginary future; the
future which is the last stage in term of Fortusatilea, and evidently, the implants and
technological extension are used commonly in SErmaausing the body as the realm which is
surrounded and penetrated by machines. In thisrdegfathere are similarities between the
represented body with machines in SF cinema andlteeed body of today, | name both as

techno-body.

2.1.2 Belongings of Techno-body: Regenerative Machines and Artificial Organs

As there are various technological elemevhich invades the human body, to make it
useful again; in this occasion; regenerative imgglaaie common group of the products which
are used to complete and fix the body, such astipesis, artificial organs, plastic surgery and
hormonal / chemical medicines; and in fact, theggenerative implants improve the capability
of the body, and change the communication of thaybwith its environment. In addition,
sometimes these implants bring the doubts, isslafxclusion) and irritating noise (Neiger,
2003: 57), on the other hand, sometimes they thegacceptance, capacity and superiority

! Fortunati describes the first stage is the teram thachine comes into our space, more in doméfgtjdtie
second stage is that machines, especially ICTer®irtto the everyday life, and the last staghas investing
technologically in the human body (Fortunati, 2003; 74).
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depending on which kind of regenerative implantsl yave on your body. Therefore, to
examine the content and the effects of regeneratdahnologies on techno-body; the
significant body and machines interaction procesmfSF cinema to non-fictional world of
today should be analysed through regenerated becdyno-body.

Regenerative implants are generallyigatlved in the combination of medical science
and technology which is very common applicationdfieo recreate and reconstruct the body
when it becomes deficient and, it also might be ohé¢he first ways which introduces the
human body with the non-human entities, such aarthmcemakers, dialysis machine, valves,
probes, drills, especially prostheses and artlfisigans (Sim, 2003:11 & Fortunati, 2003: 84).
In this case, Donna Haraway claims all these méd®ehnologies are the beginning of
guestioning the machine and body relation emphasiber definition for the cyborg notion
(Haraway, 1991: 156) This relation is different than the organ tramspation between two
people; this relation becomes through the acceptafdche machine by the human body on
purpose and also this acceptance is compulsory Wieenontinuity of the body is in need of
the machine. Additionally, the implant has a vitalk in the part of the physical system of the
body. In some circumstances, the body cannot csatio live without the implant. In this
occasion; artificial organs are very importantthoe integrity of the body and there are various
artificial organs which have significant role orethystem of the body, such as; limbs, liver,
eye, lungs, ear, bladder, heart and bfaAmong these artificial organs, first of all; | ki brain
and heart are more important than others as treetharmain essences of the human body. The
brain keeps and controls the all system of the pady heart delivers the blood which is the
source of life to the all parts of the organismatidition, brain and heart are always considered
as the most important and indispensable parts eftiganic machine. In other words, brain
works as the operator and mainboard, and heartsnaskhe power supply of the body if we
talk in technological terms of computing technoldgydefine organic body. As the computer
does not work without an operator and power sugplg, same for the body that cannot exist
without brain and heart. Therefore, because of ttreicial functions on the body; heart and
brain are the organs that a body must have, aaliftc natural ones. Thus, when an artificial
organ is implanted, the components of organic boalye been changed becoming hybrid but
not the functions of the organs. For instance him ¢onditions of today as well as in the SF

cinema, the human body still needs a heart buhéagt might be the machine one. Therefore,

! cited from Sim, 2003: 30.
2 There is not brain which is completely artificiait there are implants which support brain to fiowcsuch as
peacemakers including deep brain stimulators antitabstimulators to keep the brain in process.
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the important thing is that the organs should béébody to make their functions in the whole
body system. However, when the fact of the bodgh@nged; from pure organic to hybrid of
inorganic and organic as | have mentioned, it meéaatsthe techno-body can carry the organs
which do not belong to organic human body, so tobpees something new, a techno-body.
This hybridization brings the problem of the bodyislonging. When the body loses its
original-organic parts; do the new implanted orgatk belong to the organic body and its
owner? In this situation, techno-body becomes aybwdich is separated from the owner; a
body is beyond its owner since there are machinkesEhwvbelong to the outer world of
technology in it. In this matter; the artificialgan becomes a part of the body when the body
owner receives it, but if the machine organ is magenother human using the technology;
who is the real owner of the artificial organ? Dadlee techno-body still belong to its owner

completely?

In this case, the SF moviRepo MenMiguel Sapochnik, 2010), adapted by the novel of
Eric Garcia, discusses the paradox of belonging ledng the artificial organ in the near
future which does not seem so far from today. Sicamtly, | choose this movie for the reason
that it argues the artificial organs from the huntedy point of view. We see the artificial
organs inside of the human body, not inside cylmrgy as in the previous SF films such as;
Blade Runne(Ridley Scott, 1982) oGhost in the She(Mamoru Oshii, 1995). In these films,
with the human, there are cyborgs and their bagliesnade of organic and inorganic materials,
and artificial organs are used as one of those matteas the symbols of being a cyborg and
cyborg is represented through their artificial parbcluding organs but the human is
represented with the only organic body. In thisteraBukatman claims that “the separation of
(rational) technology and (slimy) biology is vergarly a structuring principle of the science-
fiction film” (Bukatman, 1993: 266) and it provelsat, the human and cyborg are generally
represented as two opposite / different subjecatsthls regard; significantlyRepo Men
approaches the issue of artificial organs fromhilmman body point of view, not using the term;
cyborg. In the film, the human body and its ari#figparts become the subject as the techno-
body; thereforeRepo Merdraws more realistic picture of the possible fatiar the integration
of the artificial organs with the human body. Irdabn, the version of the body in the movie is
intimately related with the techno-body. In theresgented future dRepo Menone buys the
artificial organs as same as today, and also ifdwes not have money; he can buy the organs
with credits from a company. The buyer pays théaingent every month and if he does not /

cannot pay the instalment, “repo men” take the migack from him and he dies. This situation
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brings the question that | want to discuss abolariggng of the body with the artificial organs.
Considering the movie, implanted body of techno-anomoes not belong to oneself concretely;
and also personally, one cannot feel that the mechzart of the body belongs to him since
that part is made by another man and it is nottiginal part of the body even one pays the
price of the organ, it does not change the fadt i@ organ is new attached property of the
body. Therefore, people buy organ as they buy adyoa car, a computer, a mobile phone or
etc. and as every machine has, the artificial orgas the name of the company and place
where it is produced in written on it; a brand anldbcation. This future situation of the movie
gives the idea that organic body and organs aeedife of the nature but the artificial organs
are the products of the big companies in the pahistrial system of the global world. If you
have techno-body with the artificial implants, ye@annot feel that your body does not
completely belong to you like when you were bonside of your body, there is something you
have; something which makes you have a techno-bddys something implanted by
technology, not by nature. Therefore, physicalty) yare different than you were before. At the
same time, today, maybe people do not buy thecatibrgans with the credit yet and there are
not anyrepo men however, people have these implants inside atheim body, and they pay
for them, they carry them. Thus, people have tieesparadox between their human body and
their new techno-body. Every other day, the indugtows and more people are penetrated by
the inorganic organs; in this regard, as peopleigetl to lose their own organs, they are getting
used to have artificial ones inside of their bodyickh makes them have techno-bodies that
belong to themselves but also belong to the techedsnachined world of post-industrial

society.

2.2 Circle of Techno-body: Human Creates, Machine Destroys, and Machine
Creates

Prosthesis as an extension of bodyotoptete its missing limbs has a very old long
historical background since the Egyptian historpasdea and during the centuries it is applied
and improved through larger parts of the body asd &e all developments in the area of
science and technology has affected this procepsogthesis and this affection has related the

prosthesis and technology; improving the prosthasishe machine. For instance, in th&' 16
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century, one of the first iron prostheses nfaatel then the prosthesis has been considered also
as a machine with its iron / metal substance whield supplied with the possibility of
technology of those years and the prosthesis hesnie more strong than the organic limb
itself since it was more resistant than the orgéicnot practical and functional in that time.
After that, with the big wars in the world; the VitbiVar | and 1, the research of prosthesis has
been grown rapidly to help the war veterans firatigl then with the support of technology, the
prosthesis usage has become more public when theleseloped prosthesis has become more
functional and practical. Further, there are maalistic prostheses have been produced with
their appearance during the™Century, therefore, the relation of prosthesis tuhnology
has been never broken off until the recent day strmhgly, it has been consolidated. In this
regard, the scientist has peregrinated and exploegdgrounds on the area of prosthesis, and
today, we have fully automated, ergonomic, realiatid humanlike artificial prosthesis devices
which cover, fix and complete the human body. s #ubject Tomas Maldonado emphasizes
the role of the prosthetics on the human body roamtg the body as a technosized subject:

“In recent times the body has become assisted byptbstheses of all kinds.

Nevertheless, the prosthetic body, the body thattfans as a technical (or

technicalized) subject, is significant not onlyterms of performance or therapy

but also in cognitive terms. This is for the simpason that equipping a body with

prosthesis usually implies a notable increase arknawledge, both of organs in

question and of the techniques required to prodbeeprosthesis.” (Maldonado,
2003: 16).

Thus, prosthetic body is one of the componentshefalteration process of body from pure
organic one to the techno-body. Moreover, besidesphysical affection, prosthetics evoke a
new perception of the body in the techno-society this evocation involves the experiences of
the real life and also the fictional scenes ofgbeeen. In this regard, for the prosthetic body; if
we talk about the relation between the human body rmachine, it is a observable subject
matter to discuss the representation of the prtstbedy in fictional and non-fictional areas
correspondingly; such as the arguments in SF anginte the 1980s, and the actual timeline
until the recent day. Thus, this is the point thstart to discuss prosthesis through machine and
body relation in terms of techno-human comparing tWwo parallel worlds in this subject

matter.

As | have mentioned for the artificial orgatiee prosthesis also has been the symbol of the

cyborg body in SF cinema, in addition, all the rnsbcharacters / figures and their bodies in SF

! The well-known iron prostheses made by Germarcemary Gotz von Berlichingen
(http://lwww.karlofgermany.com/Goetz.htm)
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cinema since the 1980s have been represented asitbd version of prosthesis and organic
body part by part. For instance; in the moxificial Intelligence (Al) (Steven Spielberg,
2001), all the robot figures’ bodies have the bsdrhich are made of combining of the
artificial limbs that are very similar to the tedbogy and appearance of the robotic prosthetics
today. For instance, the limbs of today’s populaiot such as; TOPIO 3,0even its whole
body, particularly matches with the skinned bodgegrance ofnechd in Al as many skinned
mechasmight be seen in the flesh-faiscene of the movie. Similarly, in the movjeRobot
(Alex Proyas, 2004), the year 2035 brings the hdikemnobots into the social life and the body
surface of the robots have very much alike undar sdy of themechasand aesthetically the
bodies of mechas and TOPIO are not so differemh filwe prosthetics of the 2Century like
C-Led" prosthesis. For instance, it becomes confusingatize the differences between the leg
of the robot inl, Robotand the prosthetic robotic leg for a human bodyayod herefore, the
process of the recent technology and SF films erhtiman body explores and represents new
robotic body parts simultaneously. At this poirtistconcurrent process can be observed on
specific examples of machine prosthesis in SF nsovie this regard, | choose the movie
Robocop(Paul Verhoeven, 1987) as a story of how the wihoiman body can be recreated
with the mechanic prosthesis; and differently, have mentioned techno-body as the presence
of SF cinema and actual world; | do not want torafram the human subject. In fact, in the
1980s, there were other popular SF films suchTasminator (James Cameron, 1984) and
Blade Runne(Ridley Scott, 1982) which bring the example afgthetic body through cyborg
but these movies represents the human and maatateon in terms of cyborg. For instance;
T-100 (Arnold Schwarzenegger) ifierminator comes from the future with his mechanised
prosthetic body under his humanlike organic skirg thereplicants of Blade Runneare also

TOPIO is the human-like robot as its company defiaed it has; Recognition of very fast moving otsiec
artificial Intelligence, low Inertia mechanical $gm, fast and accurate movement control, balanistibl
walking (http://topio.tosy.com/about.shtrhhttp://topio.tosy.com/gallery.shtinl

2 Mecha is the term which is used instead of therabthe future which is represented in the ma\vieficial
Intelligence.

% In Al flesh-fair is a place where people watch the rimazhto be destroyed in different ways; burningsbing
and etc. so it is possible to see under skin ofithehas; metal face of their machine body.

* C-Leg is a prosthesis technology which is explaiievorks with “the revolutionary microprocessbat
controls the C-Leg receives feedback from multggasors 50 times a second, anticipating your nexerand
making adjustments in real time. This keeps yowekstable when you weight it, free-swinging whea gtep
through—and always ready to support you if you &tieh... “power is supplied by a lithium-ion battenjth a
capacity of 40 to 45 hours depending on the intgrgiuse. You can easily charge the prosthegisght from a
standard outlet — and, if required, also from av@R-car cigarette lighter plug.”
(http://www.clegstories.com/index.php/howitwoyks
(http://www.ottobock.com/cps/rde/xchg/ob_com_en/&igz071.htm)

® Replicant term is used for the biogenetic roboy¢rgs) in the movie Blade Runner and the terfaisd by
the screenwriter of the movie; David Peoples afrikance of the director Ridley Scott. The mosibased on
novel “Do Androids Dream of Electric Sheep” by HhiK. Dick and in the novel; Dick uses the terrmtfoid”
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a cyborg representation, further, both conceptsaated as the human-machine hybrid in the
beginning; therefore, their bodies should be exaochithrough the idea of cyborg, not as
extended human body with prosthesis. In this cRedocopwith his recreated human body
with machines is more related subject of technoybatluding the organic human body.
Following this;Robocopmight be the symbol for the both fictional and Amtional world for

the reason that the protagonisiRudbocop police officer Alex Murphy is human whose body is
recreated with the machine prostheBisbocophad human body before having a techno-body,
not created as a cyborg suchTad00 or replicants therefore,Robocopmovie can find its
reflections and feedbacks on the real world imntetial mean, the viewer who watches the
movie in the 1980s might consider that his/her bbdy always possibility to have a body of
Robocopin whole or partly. The reason is that, the most®ws the viewer, us; we have
always risk of having similar body as police offiatlex Murphy when our organic body is
destroyed or damaged, therefore, the movie is secgessful to make the viewer identify with

the protagonist in the context of being only hurbafore having techno-body.

Additionally, officer Murphy and hisew body is a strong reference to explain my
approach for techno-body which is created by onthefimportant reasons as killer / victim /
saviour arranged relation of body and the machiweeordingly, takingRobocopas an initial
point; | want to discuss body and prosthetic relain terms of killer / victim / saviour process
in the context of the machine and techno-humanant®mn from SF cinema to the actual life. |
believe that this process will help me to explane @f the contradictions which techno-body
has. In this situation; Scott Bukatman has examihedsubject in terms of “terminal flash”
expressing the different representation of the oyband human body integration and
interrelation in science-fiction genre emphasizdeforming of the human body which has
been retooled and modified. It is needed “to rethi@ body’'s presence in the world and
refigured in technological terms” (Bukatman, 199814, 247), furthermore; in general,
Bukatman discusses the “terminal flesh” issue qomisty that with extended body. Human is
still human or becoming a machine to improve theacdies of the body with external and
internal prosthetic devices referring his ideate tvorks of Stelarc mentioning “Stelarc has
amplified his body’s functions, enhanced its ale$f and worked toward ‘the body’'s
transcendence of all conventional boundatieBukatman, 1993:260). Moreover, Bukatman

explains Stelarc’s works bring the new perspediivihe interrelation of the body and machine

not replicant.
! Bukatman cites from: John Shirley, “Stelarc amel ew Reality,’Science Fiction Ey&, no. 2 (1987), 59.
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extending and enhancing it more than formulatingsita new realm; in this process, Stelarc
uses the electronic technology in his works suchTagd Hand/?> (Bukatman: 1993: 260),
Exoskeletod and his more recent work; Muscle Machine (200&e works which Stelarc
proves the successful combination of prosthetibrietogy and body; reaching the new techno-

architected body beyond the boundaries of the acdarman body.

Evidently, the interrelation of humardanachines does not always involve friendly and
positive interaction; so it is possible that thesancoherence between the human body and
prosthetic machines bodies when they interact énatiea of SF cinema and actual life. In this
occasion, Forest Pyle mentions the deconstructfeeteon of bodies and machines in SF films
TerminatorandBlade Runnerwhich | deeply relate with the techno-body. Aadting to Pyle,
deconstruction of the body starts with encounteghgguman and inhuman (machines) as the
opposite presence in both films and they try tdrdgseach other. WheBlade Runnetries to
kill replicants, Terminatots aim the humarKyle Reeseand in this situation, deconstructed
point is being started for the reason that the huimsathe creator of those machines (Pyle,
2000). The dystopic imaginary of SF cinema decotdrthe master / slave or creator / created
relation between the human and machine; thus, itveev is affected by this contradiction that
the machines get out of control, as Pyle claimg fims take the technological threat to the
human” (2000: 127). In addition, for the viewer ascandidate techno-human, it becomes
dangerous to accept a prosthetic machine on hibthty; in a sense, the prosthetic machine
which is represented as a kind of enemy on theeaclkecomes a need of the body to be
complete human physically. Besides, Pyle claims haman, we are affected what we see on
the screen; therefore, considering the replicarftsBlade Runnerand Terminator our

distinctive definition for the relation of humandamachine has been altered seeing the hybrid

! Stelarc defines each of his works as an effecthvtalters the architecture of the body adjusting extending
its awareness of the world”. For instance, aboutdilHand, he emphasizes “it is interplay betweeyspiogical
control and electronic modulation, of human funeti@nd machine enhancement” (Stelarc, 2000: 56D-576

2 Third Hand is completed in 1980 as one of the mogular Works of Stelarc and he defines the wark “
mechanical human-like hand that is attached toight arm as an additional hand. It is made to ih@edsions of
my real right hand” (http://stelarc.org/?catiD=2626

% Exoskeleton’s first installation was in 1992 ahd performance in 1998. Stelarc defines the workisAlegged,
pneumatically powered walking machine has beentoarted for the body. The locomotor, with rippletdpod
gait, moves forwards, backwards, sideways and tomrthe spot. It can also squat and lift by splgyn
contracting its legs ... It is human-like in form hwith additional functions”Ifttp://stelarc.org/?catlD=202%,7
(http://stelarc.org/media/pdf/Stelarc __Performaneesgects-Exhibitions-and-Presentations)pdf

* The work Muscle Machine is defined as “a six-lefygealking robot, five metres in diameter. It is gbhd
human-machine system, pneumatically powered usingid muscle actuators. The rubber muscles conttaen
inflated, and extend when exhausted ... the interéakinteraction is more direct, allowing an inttigthuman-
machine choreography ... Once the machine is in mpttds no longer applicable to ask whether thenan or
machine is in control as they become fully-integdaind move as one ... The appearance and movemtm of
machine legs are both limb-like and wing-like matio(http://stelarc.org/?catiD=20231)
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bodies and human as enemies in the subjects ofilthe (Pyle, 2000: 125) and this is
eventuated with examining our own and other pesppbsthetic bodies as something new
such a cyborg as the films present. Furtherminatorhas another role on the opinion of the
viewer when the cyborgierminatoris unmasked and the inhuman machine bodieominator

as an integral of prosthetic parts is seen; thevetifaces with the reality (Pyle, 2000:129);
hence, obviously, it is frightening to see the rhatachine which is hidden under the skin of
Terminator and also it explains why scientists work on evarysthesis technology to create
prosthesis which looks humanlike and very realigtiaeach the original appearance of the
body parts. People do not want to see their presthike a part of a robot / cyborg, or as an

enemy which is represented as killing machine, fidremd dangerous on the screen.

On the other hanBpbocopbrings a different perspective recreating the huimaahy
with machine prosthesis without masking it undemha skin/body and also the movie shows
the reasons and results of having a new maching. bidte movie tells the story of police
officer, Alex Murphy, whose body is recreated wiitie all prosthesis machine body after he is
almost dead in the shootout with a gang; he logebddy and only his head can survive, then
the government uses him as an subject ifRubocop” project, then, he continues his life as
cop-robot and all of his body is made of metal, nagic prosthesisMurphy does not only
come back to life, he also has improved and sttoydy than before so other police officers
call him as “super-cop” also. In addition, withdus new machine body, he also cannot live
anymore, so he is obliged to his new body; he rase the techno-body to survive and his
new body will not completely die for the reasontthidhas machine parts. This is also one of
the contradictions of techno-human for any prostherts of the body will not be vanished but
the human will die and the human body will be nott€herefore, it is a contradiction of one is
wearing something which will exist longer than andjody. Additionally; the shape of
Murphys new body is not different than his former bodiynean, functionally, it has still
human body appearance with his two legs and twe d@cause the main reason of recreating
his body is not to produce a new existence; theigito make a human body which is stronger
than the organic one. Thus, he does not becomenahuat all, he just becomes a hybrid and
his new human shape body also bring the functiadabantages to him. For instance; when
Robocopfights with another machine; a stronger one whiobsdnot have legs and arms, he
beats the machine with the advantages of his hushaped robot body. He can climb up and
come down stairs, however, the another machineataamd it falls down; therefore, it means
that it is important foMurphy that he still has the body which is in the samapshof his
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former body to control it and also to be acceptgdthe public as a person, he needs the
humanlike body. Likewise, in the society of toddypne has prosthesis, he/she is not very
comfortable to take attention in the public becanfsthe prosthetic part of the body. Therefore,
the prosthesis technology has to imitate of thewigbody as well as the real and original one
not to alienate the person from other people aadh fthe society. For why, it is difficult to
wear a prosthesis which looks like very differenarnt the organic body because even just
wearing the prosthesis has already possibility &xerthe body a scary object in public such as
it happens when the skinned bodyT@rminatoris seen on the screen as an alienated subject
reality. ObviouslyRobocopcan be accepted by the society easier becausetihe saviour and
he is a cop, but considering a usual person wibtstpetic techno-body today, it might be more
difficult to be accepted by society.

In this case, the difference is verytididive between the movieSerminator and
Terminator 2 (James Cameron, 1991) as Arnold Schwarzeneggdormper the villain
(antagonist) cyborg against humanTierminator he performs the protagonist; the saviour of
man-kind inTerminator 2 Thus, the firstTerminator reveals the negative reaction on the
viewer against the machine; the second one becarheso with his machine body and even a
humour subject; so the viewer may ignore the fegiiig machine body of him as it is same for
Robocop Moreover, in Terminator 3 (Jonathan Mostow, 2003), the hero figure of
Schwarzenegger has become stronger, howevé&grminator 3 the villain cyborg character is
represented with a beautiful wom&sX (Kristanna Loken) and with the figure ©X, the third
movie brings the idea that technology is harmful &so it might be beautiful. Besides, when
we follow the villain and hero figures of all thrgarts of the series, there is a schema of
human, technology and gender relation correspohdimigh the real life. InTerminator there
is a human and a cyborg male fights,Terminator 2 two male cyborgs are involved in the
story andTerminator 3shows the fight of a male and female cyborg. Tioeeg the series
follow real time improvements between human andhnelogy relation using the binary

oppositions of post-industrial society such as huwvga machine and male vs. female.

As | have mentioned before, thet lasd | think the exclusive subject that |
concentrate for the prosthetic body is the killeictim / saviour circle interaction of the human
body and machine as this interaction has becomaegir significant and contradictive subject
for cause and effect relation of the question; wlbgs human body need prosthetic? Why do
we have to have a techno-body? | think this ciiglapplied for any other relation of body and

machine including the medical technology that | éhalready discussed. For example; in
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Robocopmovie; officerMurphy is killed by gangsters who use the gun which ie ohthe
oldest mechanic machine weapons. Obviously, a madkiused to destroy his organic body.
In this regard, in a sense, technology becomeckillee agent of his natural body, andurphy

is the victim. However, afteMurphys body is destroyed by machines, again technoltgy,
machines, save his life and recreate his bodyetber, he comes back to life with stronger
body, and in this point technology becomes a savagent. Thus, the big contradiction is that
the killer and the saviour agent dMurphys body is the same thing. Likewise, another
contradiction is that the both machines, killer asalour ones, have been invented by the
human to be used as the agents; even, it doehaoge the fact thlurphys body is still the
victim in the middle of this circle and the alteosit becomes on his body. For the same circle,
another example is the protagonist of the mo@egsh (David Cronenberg, 1996)James
Ballard. His leg gets broken on a car crash and then sienedial prosthesis on his leg until his
leg heals. In this situation, the circle is same tfte reason that car is a killer agent and
Ballard’'s body is the victim, and at the end prosthetialfidis leg as the saviour. Similarly, in
the recent day, considering all accidents whiclolvier human and machine; such as industrial
work accident in the factories, traffic accidergl,the wars and battles with bombs and guns,
home accidents with domestic machines; the nuckeaidents affecting the internal and
external human body; all these disasters with/l@yrttachines make the organic body lose its
inner and outer parts, and then, the machinescbhtdogy help to fix the body technosizing it

with the prosthesis, artificial organs, intensiaeecunit machines and so on.

On the whole; prosthetic techno-bodgnsaltered body created by technology; it is an
altered body which is created as the result ofimisation of the human body in relation to
machines (inhuman); moreover; it is also survivavesl by technology. Besides, considering
Stelarc’s works, prosthesis is needed to improw r@adesign the new body and build new
technosized architecture around the human bodymtidse its validity. As the human body
continues losing its important parts, prosthetichbwill be needed to make the human feel
having a completed body; even it is technosize@&rfEnew technology and the figures we see
on the screen make us adjusted to see the wholdimeabody ofRobocopor prosthetic
techno-body of a random person on the streetsdzfytoTherefore, experiencing the techno-
body as victim and creator, techno-human has déjafvthe cinematographical represented
future of the screen in the society today acceptiegfact that human creates the machines and

the machines are there to destroy and save usemdury circle.
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2.3 Medium and Mobile Techno-body

The body is the physical proof of human existead the only appearance which
human can carry everywhere. In addition, as the/Ibed unique appearance for each person, it
also has identical features and these featuresthelperson to communicate with others and
environment. Since the first human existed, theybloals always been there and in time, its
functions have also changed. When the environmehtlze conditions have been modernized,
human has used the body as a tool to communicat®| o decorate with other tools, such as
clothes at first and then external and internalicis: Further, the body is defined as a natural
machine and “the first and the most immediate teldgical tool” (Fortunati, 2003: 62)
considering the body as the first physical objelsich human had and still has. In addition, it is
the first and the oldest medium to express oneasdfeelings and identity like oneself as a
whole existence. Moreover, the environment has gbadrduring the all times separated from
and out of control of the human and the body hasyd become a tool which has belonged to
human since the human being has landed on eagh, ithhas been used as a medium to
control, to impress, to present and to perform eles the society and the environment. For
this reason, human needs a new way of communicatitnits environment but the fact that
does not change is that the body becomes a medjam # be used in this new way. As the
body communicates with its natural five sensesast@ption (hearing, taste, sight, touch and
smell), in today’s possibilities, there is an ersdreffect for the body to percept and also to
express its identity and feelings; that is techggldn addition, today is the time that body is
used as a medium different than its natural caypdtiere are technological devices (computers
and machines) which are tools between the interaomizative relation of human and the

environment.

Historically, Anna Poli mentions that thesfi external tool for human body might be
eyeglasses in about 128Hhowever as a wearable machine the first examplght be pocket
watch by John Harrison in 1762 and wristwatch bypeMo Santos-Dumont in 1907 (Poli,
2003: 169). In this case, in the beginning of wekranachines, the first reason was to gather
information, information of time equipping the bodynd until today, it has not changed, but
with the possibilities of technology, communicatioas also become another reason to attach

the machine on the body. In the course of time bitdy has equipped with other machines as

! Poli uses reference: Maldonado, T. (1994, NoveriiB¢rGli occhiali presi sul serio [Taking eyegless
seriously]. Contribution to the cycle of lecturé&&pere e narrare. Luomo e le macchine” [Knowing marrating.
Man and machines”], Florence.
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technology develops, and there have been more omatgd and multifunctional machines
which the body can carry and also the machines baceme smaller and thinner. With the
new small devices, the body has become as medsatddce, it also should be reachable
anywhere as a medium and it should carry the tmokasier way; more than one tool at the
same time. Therefore, devices for the body haverhae compatible sizes. In this situation,
besides being a medium, the body has mobile (pejté&inction for the tools attached on it. In
terms of today, | significantly mean the informatiand communication technologies (ICTs)
and wearable computers such as; mobile phone, hag8rp, personal computers (Tablet PCs),
video calls, television, the Internet, portable gatonsoles, intelligent textiles and even wrist-
watch (I will use “tools” for ICTs and wearable cputers) and with these tools the body
becomes a technological (technosized) medium betwae and everything around. However,
| do not include the prosthesis, artificial orgamsany other regenerative machines in this part
for the reason that as | have noted, those maclhiregenerally used to fix, complete and
improve the body on non-informational or communaadl way. Regenerative machines work
for developing the power of the body and sometithey are used to save the permanence of
the body imitating the organic functions and appeee of the body, however, adversely ICTs
and wearable computers are external tools whicldiffierent than the physical appearance of
the original body and provide communication betweba body, the other people and
environment, moreover, the concept that | ment®itha wearable computers and ICTs create
“a body area network”(Danese, 2003: 152) usingbibdy as communicative and informative
medium. Therefore, this chapter is more about dbéstthat body uses and wears intentionally
to communicate and get information and, definitehis is the another aspect of what the
meaning of becoming a techno-human and havinghetebody is.

Obviously, the interaction between the $oahd body in SF has been always one step
further than the actual life and it is possiblesty that in some manners, the real life has
imitated the SF cinema on this area of technoldgyill discuss this subject in details but |
want to give some general examples for the bodytaold relation in SF cinema because even
there are some differences of the representatidimecbody and the tools relation between non-
fictional and fictional world such as; both worldave different time periods and the way of
representation for the effects of the tools on bddifferent, however, the affection of the
techno-body is similar and this is more importamtthe techno-body as an affected medium in
both worlds. In this occasion, when we look at 8fecinema, there are some specific general
tools which have been seen and used in more theumd®F films and significantly | chose the
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subject movies, considering the representatiomailaiities between the movies each other and
also between the movies and today. On the conttheye are movies which represent the
human body which is removed from the all technalalyjdevices, and these movies also help to
understand the differences between techno-bodytladody which is lack of technology
approaching the reasons for why body should be vechdrom the tools. However it should
not be forgot that the body of human today has ladeady equipped with the tools and there
is no possible future body without tools.

2.3.1 Technology isa Dress

The dressed body has different meaning than thechbkdy and when body is dressed,
dress becomes a medium too covering the body gmdsenting different meaning. Further,
the dressed body starts to communicate. Additignalmight be considered as dressed body is
the component of body in social communication aahy, the communication which dressed
body provides is very similar with a computer ifdee for the reason that both are
communicable (Calefato, 2003: 164For this reason, in every time period, technology
textile and clothing changes by the possibiliti€tezhnology, therefore, clothing technology
(textile technology) as old as the human beingdtated to get dress and it has developed and
changed many times in different perspectives, litl ldiscuss the subject as intelligent textile
and clothes technology which we wear today and teen used by SF cinema. 8 years ago,
Giorgio Pacifici and Paolo Girardi claimed in 2008,s studied to produce clothes which
provide the information such as; shoes that teamk to dance, T-shirts as a tourist guide,
gloves to penetrate into the virtual world; andytlsaid “these products will be on market in
very near future” so they probably mean today’slav@Pacifici & Girardi, 2003: 143). In the
last decade, as Pacifici and Girardi have mentipmethe area of wearable technology, there
have been new developments and some products weogluiced. For example, in 2004,
Rosner and Infineon Technologies AG introduced ridtimedia jacket called “mp3blue”
which has the functions of built-in mobile teleplyosith Bluetooth and MP3 playéiWearing
“mp3blue”, one can listen to music and also hassipddy to communicate with anyone

connecting the Bluetooth function to a mobile pharal there is a keyboard on the left arm to

! Calefato uses reference to her former work: Ctdefa (1999)Moda, corpo, mitdFashion, body, myth]. Rome:
Castelvecchi.

2http://www.infinion.com/cms/us/corporate/press/nelsases/2004/132017.html
http://www.gizmag.com/go/3039/
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control all functions of this electronic textiledall these technologies are carried on the body.
This jacket uses the body as a medium to provideriformation and communication to its
wearer. Besides, another version of electronicgaakas used iBack to the Future [[Robert
Zemeckis, 1989) which the main charad#arty McFly travels to the year 2015 and he wears
a jacket which is automatically fits to the bodyaaiso dries itself when it gets wet. However,
both jackets are products of the idea which treeméike the body comfortable, reachable and
portable machine improving it for the better coimis which the body has not got before.
When a jacket does not need to be brought to amgehine and tailor, another jacket saves the
wearer from carrying the extra MP3 player and Bio#t device. Not only the jackets, today
we have the examples of T-shirts which are equippéd a digital watch (named as digital T-
shirt or digital clock T-shif) and graphic equalizer (hamed as show off T-shigqualiser T-
shirt) which is built-in sound sensitive EL (Elexttuminescence) panel screen which works
depending on the sound of the wearer environmaiese products are still not in commonly
use but they are available to buy. Thus, it is fbsgo think these products as examples of
wearable technology and the important effect os¢hproducts; they provide communication
between the body and the society through the wedbedy. Further, the products reflect the
personal statement of the wearer in terms of nesthagc perception of electronic clothing;
similarly, Pacifici and Girardi mentions that tedsized clothes bring the new perception and
understanding of beauty and personal statement3(2084). Further, | will explain the
personal statement in the following parts throu@id, but also | want to emphasize that
wearing T-shirts and jackets that | have mentiomeeate a new perception on society for the

wearer.

Additionally, defence industry developsnyalifferent multifunctional electronic clothes
for the soldiers and police officers to improveithabilities and also to make their role more
powerful in the public with equipped body. Furtheesides very developed guns, there are new
tools which are invented to gather information anavide communication between the worker
and security systems. In this case, helmet camecanbes common use in the last decade,
especially by police departments of the countrfes. instance; in the last'lof May 2011
Labour Day, in Istanbul, for security reason, tloége officers used helmet cameras which can

scan and identify people’s faces controlling frdme government database and to record the

! http://www.latestbuy.com.au/digital_clock tshirtiit http://www.coolest-gadgets.com/20060502/digitalhits
2 http://bimbambanana.com/index.php?side=soeg&sodgeshirt&submitknap=Search
http://2dayblog.com/2006/07/10/the-show-off-shinttp://www.latestbuy.com.au/el _equaliser_tshirt.ntm
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data. Also since 2007, police officers in the UK/daised the helmet cametashis situation
reminds theRobocopas a robotic-cop with his helmet which provides #xtra sight ability to
him. Further, it is one of his all prosthetic bqairts and also it is one of the reasons for calling
him Robocop different than a usual cop. Therefore, the poliégcer of today is partly
reaching to the situation ¢tobocop not completely yet-already, the police officer becomes
more similar toRobocopwith the bullet-proof jacket, the gun, baton aadio hanging on the
belt—. In addition, the police officer uses his th@md helmet for another reason different than
just protecting his life; his body is used to sypahd collect the information and to provide
communication between him and the central officarisly and recording his experiences
visually during the work time. Moreover, anothecest technology; Modular Tactical System
(MTS) has been produced by Black Diamond Advancechmologie$ especially for soldiers
to carry all ICTs on their body. MTS includes thevites such as; a universal display (kind of
computer); to control all functions of MTS and alsevorks as a small computer, as mission
controller which provides “radio control and datatpcol translation, computing power, data
storage, security, and power distributidnith a hub which has capability of input/output,
audio and power supply, and GPS (Global Position8ygtem) module which supplies
geographical information and communication for Wearer. All these devices are carried by a
tactical vest which is also produced by same compamnd it is declared that the vest also will
available for public use in near futfiré think the idea of MTS, especially the vestnigs full
possibility of communication and information insidé the clothes, and the body becomes a
centre of communication and information of ones#fearing the MTS, the body leaves its
organic meaning and it gives the message thatimpgoved, powered and connected as a
medium to the source of information. Relevantly, tire post-apocalyptic human versus
machine future ofrerminator(James Cameron, 1984), human warriors equip boaly with

the tools like MTS to make war against the machipesause the human body is not enough
just itself to battle against machines, and theyresize their body with clothes to carry all
needed tools for the war, and they uses the bodycasrier medium to improve the capacity of

their bodies.

On the other hand, the technology doesonbt become wearable as a device, also the

functions and fabric of textile that we wear todayaffected by technology. In fact, when the

! http://www.guardian.co.uk/uk/2007/jul/12/humanrigfikcrime

2 http://www.bdatech.com/mts/

3 http://www.bdatech.com/mts/tactical-mission-cor&d|

* http://gizmodo.com/5806329/a-wearable-computenfben-youre-being-shot-at
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numbers of devices which our bodies need to cartyease, the dress that we wear also is
adapted to these new devices, and the dress Inas@cextra parts or pockets to carry the tools
easily, as the tactical vest carries all MTS in ighparts on it. Therefore, different than
traditional clothes, the new clothes of techno-haimave new functions such as; trousers, bags
and jackets with full of pockets to carry mobileoples, MP3 players, tablet PCs and such.
(Calefato, 2003: 166). Further, there are new awress to make easier to carry the devices;
belt and neck strap (or hanger), textile and plastises for various ICTs, and specifically
functional accessories such as; arm strap for sgxercises. The producing reason of all these
new clothing products is to make body equippedretioee, the body can be multifunctional
with its clothes. Additionally, as the functions @dbthes have changed, the textiles of clothes
have changed too for the reason that textile imgust the one which is affected by
technological developments. Additionally, fabriddarolours of our dresses are related with the
representation of oneself with technological contbnthis matter, Elda Danese says;
The technology is not hidden; it becomes an aésthption as garments

exhibit a high technological content. Previousliie tbrightness and metallic

reflections of textiles came from gold and sihamgd distinguished the richness and

prestige of people wearing them. Today, the iridase and the brilliance of the

coat spattered with titanium or of stainless stpelekled organza —fabrics that

protects against electromagnetic waves and infraredtraviolet rays, and that are

soldered instead of sewn— reveal the seductivedfidechnology and represent a
new form of luxury” (Danese, 2003: 149)

Frankly, metallic colours, synthetic fibers, titam and steels have become the material of the
textile in the last decade and the body that wéeese textiles is represented in the futuristic
perspective. The main reason is that all these fadnics are produced with computerized
technologies such as fibers and fibers bring netioong for interconnection between the body
and clothing, and also new technosized textilemgbdhe way of dressing, so the relationship
of one with the body has been changed (Poli, 2Q@8) representing the new period and era
that belongs to recent day or as the body beldmgsguturistic style. For instance, Back to
the Future 1] Dr. Emmett Browncomes back to 1985 from 2015 with his silver codour
titanium-like eyeglasses and golden coloured sluiaye and the future is represented with
these materials oBr. Brown’s body, because as a viewer, we do not have any othe to
understand thadr. Brown comes from the future; therefore, his body becoamesnly object

to explain to the viewer thair. Brownis dressed in the future. Furthermdde, Brown gives a
jacket and a pair of shoes Marty in the future. The shoes are white-silver coloukékie
which also has automatic power laces and the ¢egfiljacket looks like a synthetic material
with plastic. Similarly,Griff Tannenas the antagonist of the movie wears a metaldike
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silver-coloured helmet just as an accessory in 2848 this situation claims the machine
looked-like clothes will be common for people gsaat of the society in the context of fashion.
Besides of these specific examples, in the moVllie/athes in the future are made of synthetic,
polyester and plastic materials which are the pectedof textile technology and the body is
used as a medium to show these technologies. Therefs we come very close to the future of
the movie, just we have 3 years more, maybe weotibawve power laces yet but the colour and
substance of our clothes have already become ted®ubrepresentationally and our body

becomes the medium of this representation as fdragpin the movie.

2.3.21CTsand Body

As body has always been a medium withragateools from the body to its environment,
the information and communication technologies @LCMave changed this one way relation
and ICTs also have used body as a medium to réecimdlividual from environment to the
body. Therefore, there is an interrelation betwdenbody and ICTs. This interrelation does
not only involve the body as a medium, the body b become a mobile with its
technological tools. This situation is also avdgabor the wearable computers that | have
mentioned but | think ICTs and mobility of the body strongly related considering the
common and popular use of ICTs in the society dayo Additionally, the reason of calling the
information and communication technologies togetisethat when we get information, we
communicate with that information or anything weewe from outside. Obviously, when we
are communicated by something, general reason ofnumication is that gathering
information from a source. Therefore, the popularspnal technologies of today generally
involve the information and communication featuiegether such as; mobile phone, television,
the Internet, tablet PCs and such. However, eviresfe popular tools gather both functions, it
should be defined well the communicational diffeenof the tools. In this case, James E. Katz
et al. groups personal communication and non-congation technologies in their research
(2003: 75 — 86); however, today it is more compédato separate personal technologies by
their communicational and informational featuresaaese; a wrist-watch might have mobile
phone features, or one can use the Internet throisgMP3 player or portable game console.
For this reason, in terms of today, the word ICTused in literal integrating the both

technology features on different tools.
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The reason of surrounding of bodyhw{Ts devices is that the communication has
become very important in the conditions of the néaay; and one need to contact with the
world and gather information in anywhere and angtinin this regard, ICTs (portable
machines) make the body more effective in its i@atvith the world (Poli, 2003:169). The
body is the only physical entity which is the prawif where we are; and our bodies move
everywhere we go as our mobile carrier; thereftd, devices have to be connected to the
body to provide their information and communicatiewvery possible time and place. In this
situation, physical mobility of the body is usedtashnosized mobile surface, mobile hanger
for the tools. Besides, when body becomes molilis, always reachable through ICTs; one
who wears ICTs, does not lose the communicatioh #ié outer world until he/she removes
the tools from the body. In brief, the role of taokbody is to provide communication to us
using its mobility and carry ICTs as a compatibleface. In this occasion; Patrizia Calefato
explains;

“Communication ‘sticks’ to the body, where it acis both transformer and

transformed. The body allows a given communicatisedium to dislocate and

fluctuate. Today the body wears objects, not juktthes or conventional

accessories, but mobiles, Walkmans, global positgpnsystems, digital

barometers, watches controlled by space statidig®/es with a microchip ski-
pass.” (Calefato, 2003: 163-164).

In this regard, techno-body is associated with 1@hd without technosizing body; one can
lose the contact with the society and cannot recaivy information. It means that, techno-
human gets more reachable and communicative as asibk/she carries ICTs with the body.
Therefore, it becomes obligatory having techno-bidseach the information and to transform
the information from one to public, or from publio society, or from society to every
individual. In this sense, as techno-body commuagavith the environment, its boundaries
are extended (Calefato, 2003: 164). For instanoe,dmes not need to be at home to watch TV
since it is possible to watch TV on mobile phoneoar tablet PC anywhere and anytime.
Moreover, one can reach to the furthest place amhef receive the information or
communicate with others using a mobile phone wihsclearried by the body. As the main
reason of this situation might be that techno-humamts to be reachable anywhere and
anytime; therefore, in the recent day, people prefgive their mobile phone numbers instead
of home numbers, or their e-mail addresses instéatieir home addresses. It means that,
techno-body has become mobile home of techno-hutharhome which is equipped by ICTs,
fabrics and clothes which all try to protect oudipohelp to make it social and improvably
reachable (Calefato, 2003: 166).
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2.3.3 Car isaMobile Dress

As | mentioned before ICTs and other \abbr computers are the machines providing
mobility to techno-body. The biggest mobile machitiee car (another name is automobile)
should be discussed in this matter considering intseasing popularity and mobility
transporting human body since it was invented. Niaya, the car is probably the only
machine which techno-human uses in everyday lifentive in the space and it should be
considered as a wearable machine. That is bedhis@sed through our body and the one
cannot drive a car without a body. On this occgsilmrge Frascara mentions the car as an
apparel and says

“The car is apparel. Wearing a 1,500 kg magic auostthat transports us at 100
km per hour ... we wear the car like a costume: fone of us it's a warrior’s

armour; for others, their team shirt; for otherseay expression of their lifestyle”
(Frascara, 2003: 195-196).

Besides providing physical mobility, Henry Ford lIreed that one model and one colour car
could not be successful in the market and thisnmade the position of the car more different.
Especially advertisement of the car with differédtures has made the car a communication
device (Frascara, 2003: 196). Therefore, as mamgr etearable machines, the car has become
communication object with its colour, model, sizedaechnical specifications. Hereby what
kind of car we have, and how we use the car hagrbe@ffective as a personal statement. On
the other side, because we drive the car, theasaalso become a device between our body and
the environment. When we drive the car, we carsp alur personality to where the car takes
us. Furthermore, on each car advertisement designtechnical features emphasises some
concepts such as freedom, speed and, new techn@amyficantly, as an important point, SF
cinema and the car have become related in terrhsimein and machine interaction. As other
wearable devices have been represented in the spdhecar is also another figure symbolised
by SF cinema in the futuristic view using the mibpilopportunities and physically
technological expression that the car can provide.

In SF films, the car has been represeintedrious ways and also become the significant
symbol of the futuristic prediction. Mainly, evepyotagonist of SF films has met with and
needed the car in different circumstances and befsars it for different reasons such as; to
travel, to run away or to catch the enemy or asra @f his/her job. Further, there has been

always a relation among car, time, technology &edcharacters of the movie. For this reason,
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the representation of these notions connects thilwb SF cinema to the real world. In this
regard, it is important to analyse these repreientain some specific SF films for the subject
matter of the cars as a mobile machine and a de@fiteiman body. Moreover, the different
representations and predictions of the car in imagi future of SF films, bring the possibility
to see similarities of how and what kind of relatitere is between the human and the car in
today’s world. As an illustration for this analysdthough | generally concentrate on SF films
after the 1980s, | want to mention about one ofdldepopular SF moviesyletropolis (Fritz
Lang, 1927) for the reason that the movie was predwafter the mass production of the car in
the beginning of the Z0Century, therefore, it is possible to see theatdf@f car in public
considering théetropolisas a reflection of big cities at that time sucliNasv York. When we
look at the vertical over ground settlementMtropolis we do not see crowd of people, but
crowd of the cars which are used as the represemtat human, extension of the body. The
movie uses the car as a symbol to express the @matiph of a city in the 20 Century instead

of human body. By this observation, we can say jistt after the mass production, the car
became an object which was directly related toptigsical existence of the human body. In
another sense as Fritz Lang claims that we do eetl no see people to understand there are
many people in the space. Therefore, it is enoogsee overloaded highway with the cars to
understand there are people inside their carswatking but moving faster and mobile. This
situation shows how rapidly the car has invadeeveryday life and enclosed the human body

just after the mass production.

Additionally, with the development of tecogy, the car has also been improved to meet
the human needs in daily life. While the human bbdg been exposed by ICTs, the cars has
been equipped with every new technology; suchaipfmusic and DVD players multimedia
computers including the Internet), GPS, air condigr, digital control panel / trip computer
and such. Therefore, more than a vehicle, the aarbecome multifunctional computer as a
dressed body in the space technosizing itself. @sly, in the post-apocalyptic future of the
movie Equilibrium (Kurt Wimmer, 2002), it is forbidden to feel angelings therefore all
communicational and informational devices which nragke people feel something are
removed from the public use, including the car. Taeis only in use for the officers who work
for the government in order for them to investigate catch the criminals. However, even they
can use the car, the whole colour of the car ig wilite and there are not any equipment and
devices, except only a steering wheel and geat. ditifit is because the car is also considered
as an extra device for people to have communicatiopugh and gather information.
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Therefore, it is removed from everything extra asdd only to provide physical movement of
people. In this regard, comparing the car of tottathe world ofEquilibrium; as an effective
device, it makes clear that how important the sawith all its colour, design, and extra
machines and ICTs inside. Further, it shows that btiee car changes the surround and the
mediation of our body not only transporting the ynodt also make people inform and
communicate. Besides, in all seriesBack to the FuturéRobert Zemeckis, 1985bhe car is
used as time-machine to travel between differem fperiods; in this case, more than travelling
in the space, the car has become a mobile dregsave in time. When we consider the car
carrying the body in time, this situation might heterpreted the car changes the
communication of how people interact with time. &dress, it helps the body move faster than
its own capability. The human gathers informatiastér on travelling by car, as they get more
information per minute by what they see throughwidow. The sense of time is faster than
the normal with the car as the body receives ther@mmental information faster. Moreover,
DeLorean (DMC-12 model) car was produced in théyeld80s and it was not commonly used
in the public except being a time-travel machirtetobk attention of the director Robert
Zemeckis in terms of its futuristic interior desigith leather fabricated and outer design with
gull-wing opening doors and silver wheels. Therefappearance of the DelLorean adjusts the
flexibility of a time-machine for any time period/ivian Sobchack emphasizes that using
DeLorean as a time machine “defunct ‘futurist’ @eich itself signifies the instantaneous
transformation of the ‘new’ into the ‘classic,’ tlieture in the past” (Sobchack, 1991: 248).
The car can be designed, functioned and develogpdndiing on the time and opportunities of
technology. It is also combined with the body foy glace and any time, therefore, we can
define the car as a vehicle which carries, changgspses, transfers and transports the human.
For this reason, the car might be used as a tin@ima, as an important point, there were not
any other machine that people wore to travel inlt&0s. Hence using the car also brings more
realistic perspective to the movie since the carlteen used by people many years and it has
been one of the most developing technologies thaple wore, wear and will wear.

As | have mentioned that the car is a heothiess of techno-human, it might become a
life-long accessory of the body and a friend oflnenan. As many other machines we interact,
being inside of the car and feeling that it is sarcalled cave and carrier in the space, we easily
identify our personalities with it; touching it, mwolling it and moving with it. For this reason,
the technology has tried to change the communicabetween the human and the car to
expand the way of interaction. Further, the car besn vitalized such a machine that has
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capability to know its wearer. For instance, in plap TV serieKnight Rider(Glen A. Larson,
1982-1986), the protagonistlichael Knightis a hero with his speaking-c&TT (Knight
Industries Two Thousand) and the story of the seiseabout the adventure of these two
characters. Hereb¥ITT becomes more than a car for its wearer; talking Witn, protecting
and helping him. Similarly, in the movigemolition Man(Marco Brambilla, 1993) the car is a
speaking-machine in the future, even it is notdeniified as the KITT, it communicates and
informs the wearer with a voice. Further, it hapatality to realize who the driver is and
changes the physical settings depending on itsexeapody such as; it sets the position of
steering wheel and the seat according to the bizéyo$ the driver. In these two examples, the
car has become an intelligent dress informing thheedand as communicating with the outside
world. Besides, the body communicates with theitsaif. Furthermore, not so later than these
examples, in the real world, we have the car thaks/with the voice command of the driver;
such as one of its kind “yet” a cop car in Oklaho®iy® and also the car with voice
recognition developed by IBMIt does speak to the driver, and answer the dsivgiestions
about the traffic, addresses, weather temperahgarest places then notify the driver about
new e-mails connecting the Internet. | believe thgt examples might be the guide for new
research about this area and introduce the cardeviee has ICTs inside and communicate
with us. Further, more than our recent limbs inwken we drive a car (arms, hands, legs, eyes
and ears), we use many parts of our body and oizevo control our big dress, the car.
Therefore, in SF examples and today, the car aadbtdy relation deepens in every new
technology, as the human body use more body pansé the dressed-car. Therefore, body
becomes more technosized inside of the car; intiaddihe car brings more information and
communication to oneself through the techno-body.

On the other hand, the car hasagbabeen the most dangerous machine that body
wears and controls. Obviously, car accidents haoeine a big problem in populous cities and
countries; for instance; in North America, 20 peolase their body parts per an hour because
of car accidents and leave the hospitals with mig&ot, hand, or on wheelchair. Additionally
Jorge Frascara emphasizes that 97 per cent ofajelgtion do not have any trouble about
driving. However, the numbers are not importanthéd point, as the human suffers anyway;
even it is just 3 percent (Frascara, 2003: 196¢rdfore, when the car protects and helps us to

interact within the public, it also keeps us in tisk of danger during the time when we wear it.

! http://lwww.cbsnews.com/video/watch/?id=4834319n
2 hitp://feedroom.businessweek.com/?fr story=FRsuf831
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Moreover, using the word “accident” does not helpgnore the contradiction caused by the
car. Despite the accident is considered ordinagngvhe result is generally not ordinary and
the human is a driver is the only one who is respmea in accident. Even we have the licence
to drive a car; the accidents are caused by undtadrand careless driving of us. Therefore the
car has also become the medium of our ability teegdto wear a machine well or bad. For this
reason, the car might be considered as a machimghwhan be killer or saviour and so the
driver is. Significantly, not only the driver’s &f but also the other passengers’ lives belong to
the driver during the travelling, so, wearing tla@ needs more responsibility than wearing any
other wearable machine. When the size of the c@r lggger, the responsibility of the driver

becomes more serious; such as buses, and othetegelplane, ship or train.

The last important discussion for the calaamobile dress is that it has become a mobile
mirror of the identity covering the body with allji@pment and features of the car that | have
discussed. | mean the appearance of the car reflleetion of its wearer’s identity and it is also
affected by the space and time in the same walgeabddy. This situation shall be proved by
the help of some examples from SF cinema. For elgnnp Brazil (Terry Gilliam, 1985),
generally the car is designed for one person sovéry personalized and also outer design of
the car looks like a machine that comes from tloetiohes with its dirty surface and old-styled
parts such as wheels, doors, windows. Further, wWestook at the space @&razil, it is also
dirty, foggy (smoky) with small houses and narroirests like the inner space of the car.
Moreover, the fashion of what people weaBazil, the style of clothes and the design of the
car is very compatible. In addition, Blade Runneras same as dystopic futureRrazil, the
design of the car is related to what people weaad,ia both movies, the space, the clothes and
the design of the car are affected by cyberpunka agib-genre of science-fiction. On the
contrary, in utopic SF films such adjnority Report Demolition Manor I, Robot as the space
and the dress are removed from the effects of pylodrand represented with the metallic and
shiny colours with clean cities and high-tech maekj the car is also in very developed design,
features and any various colours. It moves fastdreaven it can fly. Therefore, obviously there
is a strong and very direct relation between thmetihat we live, what we wear and the design
of our big machine dress. That is because our hedffected by the time and space. Our
clothes have been also affected, and if the caffésted too, it is the proof of we wear the cars
as a big mobile machine. Our technosized and nextliaddies are reflection of our identities

too.
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2.4 Modified Techno-body

Examining the relation between machind hody through SF cinema and real life of
today, certainly, results in redefining and altgrthe aspect of the body.. It refers the body has
also been modified with the external machines ataun mean limbs and sense organs have
been used different than their functions on thewigbody. This is possible by assembling the
machines which have capability to sense in to thmdn body in different ways such as seeing,
hearing and implanted machines and they changtutioéion of our body parts (Ricco, 2003:
177-178). Eventually, on one side this situatios &ssigned the new duties to some body parts,
on the other some body parts have lost their fonstitherefore, gestures and language of the
body have been modified by the machines arounddditionally, the whole body has become
important for the interaction between the human @wagdhine; in this sense, when controlling

the machines, human being has had new behavidteatsons to interface the machines.

On this occasion, as | have mentionedutlthe car, similarly, we have voice
recognition technology on many different areas aifydife such as telephone banking (or any
other companies’ costumer services), computing abila phones. Recently, when we call the
customer service of a bank or any big companygetien recorded operator voice on the line
and it asks questions and we answer yes/no or dloe \asks for some information and we
answer again speaking. It is different from thet pdgen we used buttons of the phone to select
a menu to reach the information or costumer seroifeer to receive help. For another
example, mobile phone technology of today allowdouase our voice instead of our fingers.
When we want to call someone, we just need to iiyeotr voice to our phone and then just
need to say the name of a person whom we call. ddbly, this voice command and
recognition technology has been used in SF cinendifferent concept and various different
representations | will give some examples from $ferma to emphasize that we are not
unfamiliar with this technology since it has beéowed in the cinema. As an illustration, Dina
Ricco also discusses the changes of speaking t@chine depending on the way of our
speaking ability, intensifying the situation asceeace-fiction atmosphere and she says:

“The use of automatic speech recognition, whethediegp to an automatic

dictation device, to an answering machine for imfation, or to any vocal interface
implies a considerable change in our usual waype#king. This is ... because of
the almost science-fiction atmosphere in which we gerbal orders to a machine
and then have them executed. It is especially Usscan much more concrete
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terms, speaking to a voice recognition device meguparticular attention to world
articulation, pronunciation speed, volume and spsonas to make our language
compatible with the perceptive skills of the maehinRicco, 2003: 178).

For instance, in the movi€olossus: the Forbin Projedtioseph Sargent, 1970), Dr. Charles
Forbin invents a machin&olossus to control defence system of U.S.A. and the nrahi
works with voice command and answers in writingitiirer, as Ricco emphasizes, scientists use
more simple and comprehensible language when #lleya the machine, to make the machine
understand them in the right way because speakiaghnachine is different than speaking to a

person; the limit of the language is determinedibgerstanding capability of the machine.

Moreover, there are SF films that bring Woice recognition technology in our home and
everyday life. In the future world dflinority Report Chief John Anderton comes home and he
says “I'm home” then lights are switched on. Hegloet need to use the light switch with his
hand; just a couple of words is enough to contmellights and so the electricity inside home.
On the other hand, iDemolition Man Lenina Huxleysays toJohn Spartarthat “everything is
voice coded, so if you need something just asktdigwhen they come home and then lights
switch on. This is deeply related with the techgglof home automation (smart homes) today
for the reason that we have the technologies wivielhave seen in the SF films. For example,
an air conditioner can be switched on/off by a shoessage from the mobile phcohe.
Additionally, as the voice commanded switch tecbggl has been used in SF cinema in
various times, at the same time, historically, ohthe first versions of machines working with
the voice recognition technology might be switctiofindevices which work with the sound of
clapping and it is generally calletle clappef which has been in public use since the 1980s
and this technology could be connected variouscgeto control switching on/off functions.
Therefore, when using the clapper, different theasging the button, one needs to make the
sound of clapping. Similarly, in this technologye weed to use our hands again but using the
voice of hands, not itself. Besides, today, we hsgesor switches which can analyse our
physical movement in the darkness and then thegwammatically switched on/off. The sensor
switch technology is used especially in the stpmst of building or parking places for the
reason of saving the energy. In this regard, ipassible to think that in the development
process of controlling way of switches so the desidoday, the body is still needed with its
hand, clapping, voice or move as there cannot lyehaman voice, move or hand without a

human body. Technology of today needs our body idestures but in a different way,

! hitp://www.behance.net/gallery/Vestel-Smart-Plugd7zs?2
2 http://www.amazon.com/s/ref=nb_sb ss i 0 7?urlteatias¥%3Daps&field-
keywords=clapper&sprefix=clapper
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therefore, as we use our body and its gesturesteoact with technology. Only technological
implantation is not necessary to make the bodynesized, if the usage of body is changed by
technology; we have techno-body in terms of itggesand functions.

Further than recognizing our egithe new technology has possibility to identify
people through their body in every area of the Mé have computers which can identify us
scanning our faces or fingerprints when we sigrAilivis which we can withdraw and the car
that we can drive using our fingerprihtand security systems scans our eyes’ retina and
fingerprints again. All these devices make our bauyre important presences and set up a
relation with our identity. On the other hand itghmi become dangerous using the body to
identify oneself for the reason that the body migétharmed, lose the parts or be imitated. In
not-distant futur@of Gattaca(Andrew Niccol, 1997), people are divided by thggnetic types
and they work depending on their genetic leveladidition being defined as not-genetically
good Vincent Freemartakes place oflerome Morrowwho has perfect genetic features but
paraplegic because of a car accident. HowdvezemanneedsMorrow's fingerprints, blood
and urine sample to taldorrow's place as the company controls workers’ idergigach day
collecting urine samples and checking the fingatpriand blood at the entrance of the
company building. Hereby, the movie predicts aretun which the body is more important
than the personality. | mean, the one is a persamwch as the body allows, and it is because
of the technology which can sense the identityhaf human through the body. As a next
example; inBack to the Future Iifingerprint of resident is enough to unlock the dand the
machine voice says welcome with your name. Fuith&tinority Report,the security cameras
have capability to scan people’s eyes and idertkigm. | gave these examples because the
body becomes more important for the new sensorfintdogies produced in SF cinema.
However, in today’s world, it causes a problem omplication when one loses parts of the
body. The previous technologies of sensory machsneh as the key for locks and cars, using
magnetic cards to withdraw money or enter to admgj, the keyboard and passwords to sign
in to computers and any other systems are replbzekiitine key or card is lost, it might be
reproduced or at least there are always spare ohdkese products. If the password is
forgotten, there are various ways to remember Hssword. However, conversely, with the

sensory machines, if one loses the part of the Jbioalyers and eyes, or if the part of the body

! The all machines which work with fingerprints, ecome popular and common recently.. There aieugr
companies which produce this technology and then@logy also known with different names such agdinvein
recognition system, biometric machines, bio-idgntiachines or finger vein detection.

2 This definition is used in the beginning of thevieo
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is changed such as face, how one can use the genaohines. Furthermore, if a thief wants to
rob the house of someone, steal a car or the mivagysomeone’s account; he/she does not
need a key, a card or password anymore. The thileh@ed someone’s eyes or fingers to steal
and this situation puts the body in a dangerousespd-or instance, iDemolition Man the
antagonisSimon Phoenixips off the scientist man’s eyes then he showstfe to the sensory
security machines to open the doors to escape fherprison. Maybe for now it is just an
example from SF cinema but as we have the simdahrtologies today, there are more
possibilities to have problems like that. When bHoely has become more important with its
modified version by sensory machines the humamisnore complicated and dangerous

situation of losing the parts of body and losing #tcess to the machine.

Evidently, as many ICTs and ingght machines surrounding the human body, for
the modification of techno-body, sensor technolmggne of the important technologies which
are used in the several machines in our dailyWe.have sensor technology from cars to game
console, from mobile phones to automatic doors,thace are some specific effects of sensory
machines according to their usage area. Considénmgensory devices, the main reason of
sensor technology might be considered as it instéte real life and makes people’s body
rescue from the physical dependence and, makeddtg freer. When sensory machines
imitate the real life, they attribute new meanimgl dunctions to our body parts; they also may
replace incomplete capabilities of the body. Foaregle, colour detecting mobile phone
applications are very useful for blind people taerstand the colour of any item around them,
or parking sensor for the cars is very useful ® Isack side of the car when parking. Besides,
the sensor technology has become very popular aminon for the video game industry so
there are game consoles suchNastendo Wiior XBOX 360 KinectAlso on mobile phones
there are games which work with the movement seofstive phone; such as fishing game on
iPhoneor car-race games. We, as techno-human, get asstpeople who move their mobile
phones in different than just talking; for instan@eone plays fishing game on iPhone, one
might shake the phone as casting movement as atefidbing in real life or one can move the
phone as steering wheel when playing the car-raceeg Therefore, all sensory devices make
us get used to perceiving new gestures on our badyenvironment. When we play a sensory
game, we actually move like what we do inside & game or we behave like fishing or
driving a car in real life. In addition, it doestn@ecessary to have keypad or cabled joystick to
play these games, actually ®ii and Kinect The important device is the body to use the

machines, as in the advertisement titlesKafect “You are the controllerNo gadgets, no
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gizmos, just you!* Therefore we have new gestures and this new témimaalters our
perception of playing game inside of our homes. &&e run, play tennis or dance with the
same gestures when we do these activities in aliteand it makes the sensory technology
more realistic and our body as a controller wheraakes the previous technologies useless
and unpopular. In this case, Back to the Future JlIwhenMarty McFly goes to 2015 from
1985, he sees two children when they try to swdohand play a video gam#ild Gunman
from the 1980s, anMcFly wants to show them how to play the game. Therddml see that
McFly uses his hands to play; children say “You meanhae to use your hands? That's like
a baby’s toy”. In this regard, a¥ild Gunmanwas a popular and very extreme game with its
light gun for its own time, for today, we hat@nect or Wii which are interesting for us. The
only difference is the freedom of the player frdme tables. | mean also the joystick, light gun
and video games created their own gestures on hbodnas the result of interaction between
the body and those game devices. In the past tijmgtshands were using the joystick or light
gun; today the one can play the game with wholeyldoain foot to the head. In addition, |
think, every new technology, especially the onesuse on our everyday life always modify
the body with new behaviours and gestures. Thezdfar body is modified by the technology,
and again with the sensor technology, the body resosignificant presence of the human

existence for the reason that sensor technologysamnd sense the all parts of the body.

3. Altered Identity (I dentity of Techno-human)

3.1 I dentity of Techno-human: Digital Me/ W¢€?

The title of this chapter refers to tlkeehnosized identity of techno-human referring the
idea of Michael R. Heim and “Digital We — Digitalé (DW / DM) as an initial point of the
altered identity of techno-human from SF cineméhrecent day. | will use the term for more
general issues instead of using only as the digitalironment covering the area of all
technologically exposed new identity of human. Witk new identity of human; the chapter
includes the issue of virtual reality / identitynsddering also the affection of digitized body on

! http://www.xbox.com/en-GB/kinect

2 The title of the chapter is taken from the artiléichael R. Heim’s “Digital We” Published in D8bpy,
September 2003http://www.mheim.com/digitalWe.htnil
http://www.mheim.com/files/The%20Digital%20We%20ga@_1.1.pdf
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this new identity. For this reason, DW is directblated to what has happened to human
personality with the invasion of technology in gdife and penetration of the human into the
digital world of machines. Evidently, the alteratiof human identity is not caused by one way
direction because when the machines exist in oly life, we enters in their area too, hence,
the identity is affected by its own environment aisb the environment of machines; digital
environment and virtual world. Significantly, DWdheen undeniable by the techno-human of
the 2f' Century because we have become techno-human anth&Ra has already predicted

the human of the last century as an existencegthed far from its nature day by day.

Giving the title on the posterMinority Reports (Steven Spielberg, 2002) “You can’t
hide, - Get ready to run” as an example for thenwar of DM of new human whose data
profile is adapted by the computer with credit cgmdrchases, online shopping, e-mail
correspondence, health records (Heim, 2003) araytad have become closer to the DW with
the social media/networks (Facebook, Twitter) afmy$y mobile phones, video games and
such. Obviously we have alternative personalitiesdie of the machines and networks; they
identify us as we introduce ourselves to thé&wor official usage of the digital technologies we
have to become the real us but for other areasdigital altered identity does not have to be
the exactly what we are. Therefore, DW/DM may beeone or something else different than
our own. However it does not change that thereDdvis and DWSs even they are different as
the notion of “I” is important and necessary toseéxn the digital area. Heim claims that “I” is
transformed to “Me” being objectified in the virtitg. In addition DM can be designed with
“fake names, feigned interests, and fabricatedeafees” hiding the real “I” behind the screen
(Heim, 2003). This is very much like wh#te Matrix (Andy & Lana Wachowski, 1999)
brings the new idea of the combination of real atual world. Even we are not being
penetrated by the cables to connect to the netwitk DM as it happens ithe Matrix we
connect to the network with an altered identity. ¥&m see this at the main character of the
movie; Neo is not exactly the same person in battual and real world and we have a
digitized identity in the world of networks, or &leo game. In this regard, it is possible to say
that alternated identities have started to appé&@@nwhe computer has changed from calculator
to the multimedia machine equipped with networlangs, and even televisions (Heim, 2003).
| mean digital identity of techno-human has beesatgd by personalizing the computer and
then used as an entertainment and social deviddidrprocess the non-fictional and fictional
world of SF cinema has been developed concurramidythe boundaries between the DW and

the real has become more transparent.
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As an illustration; ifRON (Steven Lisberger, 1982), the protagomistin Flynnis
transported from the real world to the cyberspddd® video game physically and spiritually.
If we think about the real time technology when thevie was produced, this transition from
the real self to the virtual self is something newthe beginning of the 1980s. Almost twenty
years afterTRON the Matrix brings another explanation to the concepts of agal virtual
world and so to the identity. Not liIKERON in the Matrix the real body does not need to be
transported to the virtual space. The real stayganreal world and the DW exists in the virtual
area. Therefore, considering the technological ldgweents in the world during those twenty
years, it makes sense that we can have virtuatitgemithout losing the real one. Obviously,
the story ofthe Matrixis affected by growing usage of the Internet amthi@lity on real life
during the 1990s.The movie asks the question ath@uteality; and importantly, if there are
two realities as the real and virtual one; wherthésline between these realities? And finally,
when we consider more recent SF films; DW has cbdnggain with the development in the
non-fictional world. Sincehe Matrix, 1999, also the deadline of the”?(Ientury, the virtual
spaces and machines have invaded the space, eydifgdand our body rapidly. The Internet
environment and virtual space has played imponmaletin our lives and some web pages have
become popular such as social networks/media, pMageo and photo sharing sites, virtual
online games, video games and so on. In addit@awvatar” as a notion has become popular in
the computing terminology and it is generally defiras the virtual representation of the user
as a character in the virtual area. For this reab@nmeaning of DM has been changed again as
it is happened in SF cinema. For instance; thente8E films such ag\vatar (James Cameron,
2009), Surrogates(Jonathan Mostow, 2009), @éamer (Mark Neveldine & Brian Taylor,
2009) generally tells the story about using thé agatars in the real worldvatar, the human
can control the body and identity of another exiség Na'vi, in the planet called Pandora.
Therefore Na'vi people’s identity has become thataw identity of the human. Similarly,
Surrogatesmovie is about the future that people exist inghblic with their surrogate robots.
So people just sit on the sofa and control therraglates in daily life and in this situation
people may seem different then their physical amez or they may have different job than
their real job. Likewise, in the future world ofethmovie Gamer,people play video games
controlling the bodies of real people. For instatieemain charactd€able / John Tillmans a
prisoner and he works as the avatar of the yougSomon Silvertonn a game calle®layers.
Therefore to become an avatar is required also iwgrto earn money in the world of real
people and real avatars. The important point is, taa TRON and the Matrix reflect the

development of their own time, in these recent m®ythere is a possibility to have different
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identity, to become someone else using the oppitigarof the technology of virtuality. In the
virtual area, even in the real public space, wendbhave to be ourselves to exist; we can
behave like someone else using our avatars. ThuERON we had to lose our body and
identity to be in one of the real or virtual worldend we did not have ability to become
someone else. Ithe Matrix we could transfer our identity into the virtuglase but we were
the same person in both worlds, and recenthAvatar, SurrogategandGamer we can be in
the virtual space and in the real space at the dames without losing our own body and
identity. We can become someone else. Without vaten, we also have had similar levels
from the 1980s until today, and considering theem¢amovies that | have mentioned, not
completely the same but we have our avatars inalidrea; we can control our avatars as we
have different personalities and can be someoreogighe Internet. Michael R. Heim explains
the notion avatar as “flexible and fluid identityat reveals chosen aspects of the real “I”’
Avatars can range from the simple e-mail nicknanite graphic icons to the animated body
about in virtual worlds” (Heim, 2003). It is maylsarly to say that we can control other
humans’ bodies as our avatars, but we control thehines now; cars, industrial machines,
computers, and also with our body we control oatans on the game dintendo Wiior Xbox
Kinect However, for the issue of DW the identity of taokhuman is more significant than the
body, because the identity does not need to weachtor hear something to be changed. It is
just changed from the environment. Surely, we tarelar environments in the movies that |
have noted. Therefore, if we behave like someose ial virtual area, we already have our DW.
Maybe in the near future, it will be soon to see DW in the actual life, just like looking at the
mirror. In brief, if we finish with the words of ke, he says; “the avatar becomes a graphic
embodiment of the world citizen, the Digital Me thattains freedom through deeper

engagement” (Heim, 2003).

3.2 New Space of Techno-human

Human being is not independent from emment, society and space where one lives
in. Human is biologically and personally changedttiy space and its society because human
needs to be social and integrated with societytodbse the connection with the world. In
addition, the one needs to adapt the identity woive the part of the society and the space
where the society lives in. It proves that the stycand the space have mutual relation; they are

affected by each other. Therefore, consideringsthgety of today, obviously, it is changed
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through technological developments and the rootthe$e developments have grown in the
fields of technological determinism which is “thdea that technology affects society ...
technology is something done to society ... how peopspond to technology and its effects in
everyday life” (Bell, 2007: 8). In this regard, the light of mutual relation of space and
society; | think technological determinism is alguplied to the space that has been altered by
technology since the society has been affecteceblynblogy too. Moreover, in my opinion,
when technology affects the society, the connedler of the space between technology and
society should not be ignored for the reason thelriology affects the space and then the
society is affected by its space. So the humareénspace and society is altered. Thus, as a
juxtaposed circle, there is affection from techiggido space, from space to society, and in the
last step from both of space and society to indi@idEvidently, in this circle, technology is the
dominant one; it is on the top and exposes theyesfement of the new space and society. It
surrounds houses, offices, streets, even sky arsddifficult to reject the new formation of
technology around. For this reason it is necessamgxplain and understand interrelation of
new space with new human; as | call techno-human.tlre reason that the human spends
everyday life in the city, each person has a mlé and one may change the identity through
city. However, the alteration has not been aboatrtteaning of the city, it has been about
where the city is and how the city looks like. e tworld of today; the city might be anywhere
that people meet their needs, and the space magganhywhere that the human can exist; virtual
or real. Thus, if every house can become a smallvath all technological equipment and
every person can exist in a virtual world havingpace; how should we describe the space and
the city? First of all, it is better to explain ttransformation progress of the space during the
post-industrial period, from the early 1990s to thied millennium. Besides, this explanation

will bring the specific expressions of the relatlmetween the space and the identity

In general meaning, Michael Benedikt mami from space as an presence which is all
around us, there and here, it is substantial andible penetrating us; it alternates our minds
(1991: 125/127). Considering this relation of tipace and the human, it might be clear that,
evolution of the space causes the revolution ofniln@an identity; as the space changes, the
identity is redefined interacting with the spachisTis because the human receives all lifelong
information from the environment; the informationhich makes the one a person, an

individual with the experiences and knowledge frive space.

For science-fiction, space has always l@emportant component to create the fictional

world of dystopic or utopic future. The space hasrbused as restrictive phenomenon for the
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visual form of the scientific fictional space. Aecdong to Scott Bukatman; “science-fiction is
grounded in the new ‘intolerable spaces’ of tecbgwial culture ... to permit that space to
exist in a manner now susceptible to human pemepttomprehension, and intervention”
(1993: 130). For this reason; the space becomageam between the new cultural environment
of technology and human, in addition, the space emofrom the ordinary form to the
technological form shaping new human in the bouedaof postmodern (techno) society. In
this society, techno-human has been lost in the space of the postmodernity through
technology. As a result, in the term of Bukatmdmg tity of postmodern space, in my term
techno-space, becomes a paraspace; no coordimatdspundaries, no space and no place
(1993: 169). Besides, the space of today cannoexaenined separately from the space of
science-fiction as they supervene on each otheis iBhbecause each day, the space and
landscape becomes similar for the representedfiatispaces. For instance, the population of
the machine in the spaces increases and there tegimtore machines than human. We have
already got used to see screens every part ofalyrlde from home to the streets, or we work
all day long in front of a computer in the"78oor of a skyscraper which is built with latest
technology including cameras, sensors and screds, wa the machines talking talk with us

and etc.. In short, evidently, as Jean Baudrilfaeshtions; we are in the science-fictibn.

3.2.1 Cyber and Techno-space

In the postmodern world, since the 1989bgerspace has been the most common term to
define new space and this term firstly was usediliam Gibson in his short storBurning
Chrome(1982). Then he has become popular with his nisegiromancef1984) and Gibson’s
cyberspace refers to a new stage, fascinating wepnents in the expansion of human culture
and business under the control of technology (Béhed991: 1). Michael Benedikt has
various definitions for cyberspace and his defoms involve different areas; in my opinion; the
most explanatory definition of cyberspace, whichlate with the techno-space is:

“Cyberspace: Its corridors from wherever electyiciins with intelligence. Its
chambers bloom wherever data gathers and is stbsedepths increase with every
image or word or number, with every addition, eveogntribution, of fact or
thought...it breathes larger, it complexifies, fhl@aces and involves. Billowing,

glittering, humming, coursing, a city; intimate,rmense, firm, liquid, recognizable
and unrecognizable at once.” (Benedikt, 1991: 2).

! Cited from Bukatman, 1993: 182.
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Benedikt's and Gibson’s definitionsayberspace were mainly related with the virtual
environment and the virtual space where people ictract similarly with the alternative
reality. However as Benedikt has mentioned in laelky‘Cyberspace: First Steps{(1991),
cyberspace did not exist, and still today, the cybace that Benedikt describes does not exist.
In addition, surely, Benedikt claims his idea ie #tondition of his own time, in the 1990s. In
the 2010s; it is more difficult to make definitigentences about existence of cyberspace, but
today we have the 3-D movies and games, touchsamemultiscreen interfaced phones, TVs
and any other kind of computers, domestic electrgmoducts (remote controls, lights) and
game consoles with movement sensor (Nintendo WbpX Kinect), educational and industrial
simulations and etc. and these technologies remmnithe cyberspace as a notion. On the other
hand, as alternative definitions, Allucquere RogaBtone explains the period after 1984 as the
field of cyberspace and virtual reality and she bagizes that this period disrupts boundaries
between postmodern imaginary including technoldgasal social, biological and machine,
natural and artificial, characterizing the sociadacommunal spaces; as nature becomes
artificial and culture becomes natural. (1991: 85, 110). Additionally, Marcos Novak
describes cyberspace is the part of our creatiahtha reality of human is a version of
cyberspace (Novak, 1991: 243). Therefore, as cpbeesmeans a big subject matter and has
various definitions, moderately, from this persperbf the new space, if cyberspace does not
exist yet, techno-space is more appropriate terdefme these new spaces. Hence, | think, we
are on the halfway through cyberspace today astdoly improves rapidly since the 1990s.
On the contrary; because of the visual and teclgmb advantages of cinema, there are
expressive examples of cyberspace in SF moviesci&nce-fiction as a genre, the mostly in
the literature and cinema genre in my subjectradpced new imaginary spaces and cities
defining the new realm of cyberspace and technoespisloreover, the new city designers;
directors, authors and scriptwriters of sciencéefic generally have included the development
and effects of the technology on their imaginaryldiolin fact, it is also important to mention
that there are similarities between the spacesd#yt and cinematic visuality, because the new
dimensions of the space can be firstly seen ircilema, and externally, cinema produces and
presents future worlds and spaces with the poggbibf the technology, forwhy, cinema is an

art form which is immediately affected by developrinen technology.

In the SF movies; cyberspace is repredeintéwo ways; in the first way, real space of
the movie is created as a synthesis of cyberspateeal space. In the second way, space of
the movie is represented only as cyberspace aswitsor the space is created outside of the
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earth. In this case, more of the SF movies follbe/first way integrating cyber and real space,
however, two offRONs movies may be used as an example for the unconsexnd way
because the characters of the movies enter intdeiref computer, imaginary unreal virtual
space; physically and identically. Therefore, ire tfollowing part, | prefer deeply to
concentrate on the first way of showing the cybacspo compare the SF movies and the space
of today because as | have noted, today’'s spagetisompleted cyberspace, it is hybrid as in
the SF movies. Real world with the virtual; the pmsite space which affects the identity of
techno-human, so | will use the techno-space asvaand nation considering techno-space can

be the last steps before Benedikt's first stepb@icyberspace.

Moreover, cyberspace changes societyegnt Meredith Bricken says: “a car is not
simply a horseless carriage; cars have completeanged society. So when we will have
movies and TV, and so will cyberspace” (1991: 380).addition, cyberspace turns to the
specific example of the postmodern urban languagk aso it is a technological utopia, a
computer simulation within the reality and modepobduction of postmodernity (Bukatman,
1993: 151, 156). Also, | think, today, cyberspaagyrhe considered as technological dystopia,
because since the time of Bukatman’s explanatigstopia did not only stay in the future of
science-fiction cinema, it also has moved into exgryday life, into techno-space, as techno-
human becomes real and moves from the SF to thiel wbtoday. In addition, in SF cinema,
when cyberspace is used to describe the futuggices, spatial features and spatial critics of
fictional utopias and dystopias, even for the mswefore the first use of the terntoday,
almost twenty years later, cyberspace is being tse@scribe the space of today; referencing,
explaining and extending it because the fictionginisolization of cyberspace has been
materialized in the postmodern world. In this regabavid Bell moves the definition of
cyberspace from virtual space to the real spacehandlaims cyberspace is a space which
includes and MP3 player, mobile phones, medicdirtelogies, digital animations, simulations
and such, combining all these devices and morbeshtand connecting them with each other
Further, he mentions that cyberspace does notlmitng to actual world, it also exists in the
fictional imagination of us when we make the st®rabout this world. Therefore cyberspace
has “appeal and conceptual purchase, folding tegetiechnologies, uses and users,
experiences, stories and images” (Bell, 2007: IFhus, different than Benedikt's definition

for cyberspace as more virtual meaning, accordinpe¢ definition of Bell for the cyberspace

! Metropolis (Fritz Lang, 1927), THX 1138 (Georgecas, 1971), TRON (Steven Lisberger, 1982), BladerRu
(Ridley Scott, 1982)
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from the 2% Century’s point of view; this new cyberspace hasved from inside of the
computer to the world of human, and at this patritas become the part of techno-space, and
both concepts are interacted with each other frora to another or vice versa. As an
illustration, Bell explains that we experience agpace when we sit in front of our computer,
and | can add this example many other devices sscimobile phones or game console,
because we interact with cyberspace when we use tkimds of devices. Further, as we
interact with the device using our body, we sef&edyberspace on it, looking to the screen
and surfing in it, therefore, with imagination adéas we are there in cyberspace. In this point,
we experience two different spaces at the same dimleas Bell mentions “this experience as
‘living in the gap’ between symbolic imaginings ofberspace and the ‘realities’ of life with
these technologies” (Bell, 2007: 6:7At this point, techno-space is used as a terdefme the
combination of these two different spaces expeggtechno-space covers both space and also

the gap that we live in between.

Techno-space is not literally definbut | think it can be the distinctive notion as
techno-human experiences the technological spabetimeen cyber and postmodern area. In
addition; | believe there is a visual and strudtamarelation within the idea dérminal spacé
—or electronic spaceef Scott Bukatman (1993: 103) and techno-spacedtitian, techno-
space is also made td@chnospherevhich is out of human control (Bukatman, 1993: 14@)r
the society of techno-space, social world of virtudture, in a short term; technosociality is
imperative reality as technic is nature and organisteracts with technology collapsing and
imploding into each other (Stone, 1991: 111). Tlwee in Bukatman’s study to reach the
description of techno-space, the sturdiest wayisldlineate the similarities in between the
space of SF movies, postmodern world and forthcgmicyberspace considering
technosociality. In this manner; it is possiblehtove comprehensible explanation of techno-
space and its effects on the identity of techno-dmum

If one part of the techno-space cofmas the cyberspace, it is useful to find out the
affinities of cyberspace and techno-space. Asdbbrno-humans of today, we are familiar with
the dark and crowded space distorted by neon famdscorporate structures; and the city has
been converted to techno-space. Since tHe cEtury, developed cities have had railways,

highways, subways, cars, department stores, tisea@ireuses, spectacular buildings, passages,

! David Bell uses reference here: Taylor, P. (200fyrmational intimacy and futuristic flu: love drconfusion in
the matrix’,Information, Communication and Socidty74 — 94.
2 The space that is the terminal identity exists.
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and telephone lines. In addition, until today, teginning of the second decade of thé' 21
Century, as technology has grown and developedanve the similar cities with two centuries
before but the elements of the city are improvedtéshnology. In today’s cities we are
witnessing multi-functional shopping malls, skysmes, any kind of multiplexes, digital
screens, security cameras, the areas with wirdlgssnet connection and base stations.
Depending on all these features, the new informasagoroduced in the techno-space and this
information cannot be related with the traditiomdbrmation of the traditional space. This new

information network more seems as the modern uabaas of today.

Additionally, workspace of techno-humarnreédefined through techno-space. House has
become office with the support of a computer amdititernet; people do not need to leave their
countries, cities, houses and even their roomsato money. It is same for students through
online education. It is faster, cheaper and sonetigasier to work in the world of cyberspace,
the Internet, simulation inside of the computerSlaep DealefAlex Rivera, 2008), the main
character Memo, works in Mexico as a controlletr@ machine in the building construction
area in the U.S.A. He plugs into the system usomgnection port holes in his body and wears
contact lenses, then uses his body to make theinsaalork. At this point; perception of the
space is changed for Memo, because he sees himsalbther country, but he is just there as a
machine, as a worker. His identity is there, butexactly in the real world. He is in between
the artificial and natural space during his wofkkMiemo has become techno-human, it is same
for the human of postmodern world. Today, in bussngournalism, computer programming
and many other professions, people are free to sehdbeir space, home or office. Only
computer and the Internet is enough to make thé&wone. For instance, an interpreter for a
global company may work from his/her room, or aibess man may organize all schedule and
meetings though his personal computer and eveaméald a meeting on the Internet. For this
case, Pruitt and Barrett use the term CorporateudinVorkspaces (CVWSs) and they claim
CVWs are more productive work environments thanpgast. For future, CVWs are the ways
for companies to the economic success and theyahdinge the character of the society,
companies and all economic system. Thus, it becaim®st real what Pruitt and Barrett
anticipated for their future in 1991 as we seeSieep DealerThe new virtuality of our
workspaces makes our character a part of techrme(rgpace. Similarly same situation is
possible for travel and experience of the memory.atdition; in Brainstorm (Douglas
Trumbull, 1983) which is the name of a device tawen head and to experience the reality of
others in different spaces, the real space doeshwmtge but the artificial space and also the
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space of the identity is changed. Moreover, weatiregdevice on head, the identity of the
person in non-fictional world also changes too, bonimg oneself within the space of the
machine and space of the real. In this case, orsowneof techno-human is created in the both
worlds. Likewise, through web, techno-human of theesent day can have emphatic
experiences with other people all around the wakkl.an illustration, | watched live webcast
of the singer PJ Harvey concert in Coachella Fakthos Angeles through YouTube from my
room in Istanbul. | had been in double time andhi®space at the same time; in virtual and
real ones; and also maybe not exactly same, byt siemilarly, | experienced the concert
synchronized with the people there in the festifalrthermore, maybe not with every five
senses, but television has same effect for tecluneah, the mostly addressing to our auditive
and visual senses; it is like watching Iraq watha television news, hearing the bombs and
seeing the war is there, or watching travel telewiseries; feeling like seeing and experiencing
that city or country, or having car crash expergefrom the first person point of view camera
record in the videos on YouTube. Therefore, usingelium in techno-space one can have

new experiences; travelling identically and serigual

3.2.2 Vertical and Concentrated Space

Today’s cosmopolitan cities extremely hasenmon features with the represented spaces
of SF cinema. Since the 1860s of the first subwansportation line in the London
Underground, the cities have not been only expahdedontally on the land. The most of the
big cities were built through the vertical directjanot only for transportation, also for living.
For instance; when | visited Paris, Berlin and Lamdl spent the most of my time in the
underground to travel in the city. Sometimes sulsvexere more crowded than the over
ground. The situation explains the meaning of Buleat's cyberspace as the spaceless space
and timeless time (1993: 121) due to congestiotherland of the city. There is no space over
the ground to serve all the needs of techno-humanall the transportation, some of public
systems and shops move into underground. In the #lose multi-layered vertical cities, one
cannot see the sky and the sun due to being iarttierground tunnels and eventually loses the
sense of time; it is resulted in the creation oh4space and non-time vertical settled city.
Besides, with the verticality, the city implodesiahen it becomes concentrated and inverted in
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itself* Therefore, in the city, there is no beginning, ,.etwp and bottom in a natural way.
Technology is a creator and controller of the Isgvof the city and techno-human can travel as
far as technology enables from into the ground #nd¢he upward of the sky (planes and
spaceships). Furthermore, on the one side theecehtihe city is erased or multiplied on the
other side the city expands as large as technabgws it. In this case; every subway station,
every shopping mall, every street, even every hougght be the centre as techno-human
reaches to the all information and facilities wharle needed through technology; new/digital
media, information, money, food, communication, hiaes, the Internet and safet§lade
Runner(Ridley Scott, 1982), adapted from novel by Phikp Dick, sets in the space of no
centre and no boundaries with the hover cars aotto chases drawing three dimensions
topography. The concentrated and vertical cityBtdde Runnerpresents the past as our
present day, using the appearance of the city (Buka 1993: 130). Appearance Bfade
Runnets city includes all possible technology in itsebrdimensions; technology, information,
culture, artificial, nature (if it is still thereggnd industry. In addition, all these contents & th
city is stuck in the same space; therefore, theleas of the city; techno-human is stuck too.
Furthermore, as we experience todayBlade Runnernew and old, east and west, bad and
good, wealth and poverty, human and machine ateeghd in the homogenedusompact city.
For instance, in the techno-spaced cities of toddyg,possible to hear Chinese and American
country music at the same time as we saBlade Runneror neon lights and digital screens
are possible to be seen in the same streets, orwalldd and metal (also glass) walled
buildings are still there next to each other. Thees and areas are generally divided specially

only for wealthy or poor people and located sidesiole.

The visuality of the city iMetropolis (Fritz Lang, 1926) proves how the remapped
cyber spatial city of the fictional world materisdid of the city of today. Vertical extension and
placement of the cities of today draw the real ytof the Fritz Lang’s imaginary city.
Likewise Metropia (Tarik Saleh, 2009) creates the future of todaities constructing the new
public space network on underground. TREXX is a gany which connects all European
capital cities with each other by underground rays: Consequently, the ground of the city
becomes useless. Therefore, TREXX can be consideydtie international version of local
transportation companies in the present day anddhénental Europe is a city. The most of

people live in the underground and the company TRIEXens a new space for the public to

! The terms; concentrated and inverted city is iseBukatman in his book on various pages. (Bukatrt883)
2 Homogeneous term is used in Bukatman; 1993: 134.
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live and travel in; digging the ground to make telsn stairs, shops and supermarkets,
therefore, spaceless place becomes a space. Theahvand underground transfer and mobility
causes the new perception of the space in theitgeftpublic and one self. Besides; this new
way of using the space is conceived by the teclyyodnd technology fills the over ground,
connects the cities, creates the networks, digdatihe and creates thHdetropia, dystopia of
metros At this point, it is not difficult to say that tH®g cities of today might be the example
of the beginning ometropicspaces. When you look at the metro map of Berlomdon, Paris,
New York or Hong Kong, the maps have visual comipyeaf the network of TREXX; one
colour for each line and more than 10 lines in maitigs. For this reason, transportation and
travelling in the city space only means followinglythe coloured lines on the map for the
techno-human. Space is formed by the undergroures land their colours. If you want to
travel somewhere, you have to follow the lines aadnection stops because the space is not

yours anymore, it belongs to the lines, the comgsmand so the technology.

The first aim of the architecture of thgydn the post-industrial period is to create the
most useful space in the minimum area using thearsdges of every new technology.
Therefore, outside of the major cities; there areamcity-like spaces to serve for the every
need of techno-human. As it is said for the subw#ys shopping mall is emblematic of the
concentrated minor city-like spaces. Bukatman noestithe shopping mall rejects the outside
world, there is no window or weather which conribet inside and outside (Bukatman, 1993:
126). Moreover, many shopping malls’ entrancesganmeerally big and easy to find but exits
are not big and also more difficult to find. It same for the cinema multiplexes; waiting
lounges and entrances of movie theatres are vemyfoctable, colourful and luxurious,
however, adversely the exits are in the form okdhalls with the faces of cold grey walls. This
is because the shopping mall and the multiplex neddaep the people inside and make them
not to leave. Therefore, one can find everythingide of the concentrated places such as
toilets, food courts, clothes, electronics, areéine and cinema), and fun. Besides, there can be
found artificial nature inside such as; trees, fdaarnamental pools or artificial parks. Besides,
today, the shopping malls are not only locatechenduburbs, for the reason that it is difficult to
find an empty space in the big cities. Shoppinglsrade built even inside of the cities to serve

people various things in one building; like theseaismall city in the city centre. For this case;
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Bukatman uses the notion of “imploded urbanism”tfee shopping mall referencing the idea
of Fredrick Jameson’s “total spa¢eind he explains:
“This imploded urbanism, reconciling the irrecoabile differences between public

and private, or inside and outside, is insisterdrujis status as a ‘total space’.”
(Bukatman, 1993: 126).

Additionally, similar with techno-sp& one side ofmploded urbanismand total
spaceis visually affected by the technology. As we pethfor the technology; concentrated
cities have two faces; one is the visible part dredother one is the hidden one. As we cannot
see behind of outer appearance of our electromdyats, we also cannot see what is hidden
behind the walls of the concentrated city. It mifar with the minor one, shopping mall. The
shopping mall and technology are the ones whicp hele the backside of the space. For
instance; electric cables, water pipes and camhfise building are shrouded as the sewages
are buried under the ground of the vertical citieghis regard, the space BHX 1138(George
Lucas, 1971), is more purified and simplified ipi@tation of the concentrated underground
space, similar with the shopping mall. It is ditficto identify the space because as a shopping
mall there is nothing to predict the space and jtintewindow, no weather and no sense of
time. However; there are floors, a car park, esoedahouses -consist of one room as a small
shop size-, and an exit —far from the centre, iffecalt one to find and reach-. In the heavy-
white space oTHX 1138t is forbidden to go outside and there is najhim see at the outside
world. As | have noted this is also the aim of ygdahopping malls. The protagonist of the
movie; THX1138 wants to find exit and leave thecgpaAt the end when he exits, audience
and protagonist realize that the city was underdglfmnd. For the shopping mall or the
multiplex, one cannot know where one is geograplyiead what the time is; because supply
of the technology is enough to create itin@lodedtechno-space, covering the all environment
with itself and altering the nature of the spaeeadldition, in the perception of the techno-
human; meaning of inside, outside, where and wheadreated again as the component of the

communication between the identity of human andtiteof the space.

3.2.3 The Space is M ulti-technosized, so the Techno-human

Since the 1980s, with spreading agmkfrating of technology into the everyday life of
industrial society, as | mentioned, the area ohneehuman has been affected. This new

! Bukatman notes a reference for Jameson, Fred881( 81).
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society has involved the activity of human. Humaahdwviour, contribution, production and
consumption are transformed by this informatior@iety through finance, communication,
advertising, education, entertainment and managenemddition, the meaning of property,
travel, workspace, outside / inside, personal /roomal, private / public, machine / human,
capital and labour is redefined in the late cajsitaipace (Benedikt, 1991: 121These notions
still are being defined with every new technologlated with the human and the environment.
These redefinitions are provided by the all tecbgglaround of techno-human, not only one
machine, all machines. Hereby, the space is nadtiiosized by multiple machines. In techno-
space, identity of techno-human is exposed by neia information data and images of
digital. Further, so as to adapt oneself with tpacs, it is obligatory to connect the all these
informational system. In addition, multi-technosizepace is synonymous word for Kevin
Kelly’s notion; technium; as | have cited beforee whole adaptive system of technology and
culture? As a result, living in the multi-technosized spaezomes techno-social constrained

adventure for the human as it happened in sciantieH.

The history of the multi-technosizgghce may attribute to the invention of the wheel.
However, my idea specifically more concentrateshan post-industrial technology including
the cyberspace/techno-spaceetdctronicandtheir allocation in the private space of techno-
human. | mentioned that cyberspace, again becaatsasna machine, but as a mediator, as a
link between techno-human and multi-technosizedcespan this situation, techno-space
includes online education, online banking, ATMs {@wmatic Teller Machine), security
(facel/identity scanning) cameras, social, convealioand new media, communication
networks (mobile & telephones), screen, all domneesthd personal electronic products
(washing machine, television, camcorders, compwrdsso on), transportation networks and
etc. For this reason; since the one was born,lahdeen surrounded by technology; incubator,
toys, baby monitors and etc. Additionally, a babgets with technology at very early ages, and
sometimes an electronic toy (a toy car, a talkiol) becomes the baby’s best friend. Soon
after, when the one grows up, technology has alags there, at the first steps, at school, at
home, at work, inside and outside. Afterwards wtienone gets older, again the technology
tries to keep one alive supporting with the hos@tpipment. Therefore, technology becomes
a natural existence around us during the lifetime \&te already have got used to it as a content

of our space and our identity. Moreover, today, Imma&s are taking up more space than human;

! Some notions are added by me to enlarge the donit@&enedikt’s idea for techno-space.
2 http://www.kk.org/thetechnium/archives/2007/02/araptages_of.php
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there is one human form but various machine forriibis is one of the reasons why | use
techno-human and techno-space as mainly natiorsmubecpace and human lost their natural
meaning as the technology becomes the dominantAenkhave noted, in the new space, there
is a multiplied version of the technology; from aoeoms to our offices, from the sky to the

public toilets and even to the isolated forestss Ispreading and affecting us; hence; in the
following part | will discuss some elements of tmsulti-technosized space using some

examples of the machines which are around us.

One of the first examples of the mAtdthnosized space for the recent day can be the
ATMs (automated teller machine) and also all gldisiking system as ATMs are everywhere,
7 days, 24 hours and agents to help us reachinghooey. They are one communication way
between ourselves and our capital which we do eet ghysically in the techno-space. As
Bukatman mentions, cyberspace is where our monagdsit is a financial space, and a place
to test all technology (1993: 156). Therefore, tiglo cyberspace, companies deposit the
salaries to the bank, and workers go and withditavnhoney from ATMs or spend it using
their (credit) bank cards and the money becomesipalyfrom cyberspace to the real space.
For this reason, as ATMs and bank cards are impiofta our daily life, they are everywhere,
on the streets, in the shopping malls, at theastatieven in the grocery shop near our houses. If
there is not ATM, for sure there is a POS (pointale) device which gives you opportunity to
use your bank card for shopping. In addition, ATK&ve connection with the private
information of the user and they are integratedweryday life of the user. Accordingly, they
change consumer practice of banking for oneselfligg, Carroll, Richards, 1991: 427).
Similarly, online banking is always there too; & tnternet (also telephone banking) and any
kind of bank transactions. The one does not nedrht@l to the nearest branch, just needs to
travel to so-called virtual space of the Interrdr this trip, the one needs to be in the techno-
space at first; the Internet network, a line, a poter or/and a mobile phohshould be around

to reach and enter into the virtual space.

Concurrently, as a result of keepafigpersonal and public information in the techno-
space, the space should be protected from the sritnepleasant” behaviours, hackers and
also the space must be controlled by the goverrsrienkeep the society ordered and well-
organized. Therefore security / safety become itapbrand the governments and companies

use all possible technology to provide the safdtyhe space. For this reason, the space is

! Some bank companies sending password for onlinkitgthrough SMS (Short Message Service) to thbil@o
phone of costumer. Also sometimes one can conadhgetinternet through his/her mobile phone.

70



equipped by machines; cameras, x-ray security gcanany kinds of alarm systems, digital
identity cards and gurisSignificantly, | think the cameras are one of thest ubiquitous
machines of multi-technosized space as, all cemraets of big cities, business centres,
shopping malls, highways, airports, public statjoesen the houses are supplied with
surveillance cameras today. Hence, in the everg afeour life, we accept the presence of
those machines. For instance, in Istanbul, thewe security camera system called MOBESE
(Mobile Electronic System Integration) and the MCEHECcameras are on every main street of
Istanbul to record and control public spaces @lttme. The cameras of the system are not only
based on basic camera technology but also connerthe database of the police department.
Moreover, as they record everything, they follovople’s movement and walking in the space
and scan face of people identifying and using thiec@ records. The cameras and all system
help to the police to follow every each personha space, especially if there is any suspect
profile; the cameras find him/her. Thus, as in mather metropolises in Istanbul, people live
in the space knowing that cameras are there rauprébllowing, identifying people and they
are part of the space. This is very similar with fpace of moviéHX 1138 cameras are main
part of the space of the movie and they are usegrntrol each citizen, even in the house, and
to dominate on the society. For this reason, pebpleave considering the cameras watching
them and techno-human behaves on the same way. tbddkiermore, the human of today is
more paranoid than the humanT X 1138because, today, the cameras are very small that
they can be camouflaged very well in the secratqdao as not to be seen by people. Hereby,
the privacy of techno-human is not certain in apgce; it possible to see (or not to see if it is
hidden) “finger” (“spy” is another term) cameraseivery space; and in the different shape; as a
watch or a pen. Therefore, private space hastesertain definition through technology. The
movie Ghost in the Shel(Mamoru Oshii, 1995) significantly estimates spiiag of spy
cameras into the space and how government, paditidsbig companies use this technology in
its literally meaning; “spying” the public and pate spaces. On the other hand, the movie
Eyeborg$ (Richard Clabaugh, 2009) shows camera based seeystem in the future and |
think the movie is inspired by the security syst&ntoday for the reason that there is “freedom
of observation law” in the future of the movie ahé system is named OPIN (Optical Defence
Intelligence Network). Akin to MOBESE mostly diffamtly, at the OPIN system, cameras

move in the space, they can walk and enter intdtildings, they have the right of judgement,

! Guns are used by the security departments of argment; police, soldier or detective.
2 This movie is not critically acclaimed, maybe tie@ason is that it is not a mainstream movie busdduas an
example because the main idea of the movie is with for this topic.
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they are armed with the guns, so they are kindud§¢ of the system for the crimes in the
space. Moreover, people are judged depending om eamaera records, exactly, it is same in
the system of today for all countries. If ther@aisamera record in a crime scene; the record is a
proof of what happened in the space. In this regarlleep under control the congesting space,
the space is technosized commonly with the canterde “protected” and also by the other

devices and systerhthat | mentioned.

As the outer space is multitezsized, for sure, the most private space of the
human, an interior one; home; is designed with iplelttechnology, generally with the
domestic appliances and electronic gadgets; whited§ and brown goods However to
simplify all these terms, | will use domestic goaalsd domestic appliances to combine the
notions and devices in one category. During thd-pakistrial period, domestic goods have
become very important to serve to people’s needstaaay, the idea of home is defined with
the domestic goods. A house is not a home withbet lasic equipment and the basic
equipment includes some of domestic goods. Therefdomestic goods become the basic
elements of the home. Furthermore, every day, tlopes of basic equipment and domestic
goods are extended. In the past, domestic goodisdent limited machines such as; washing
machine, refrigerator and cooker. Then televisiadjo, computers and other small electronic
devices entered into the home, and today, technmahuloes not only have each of domestic
goods that people have more than one televisiaho,raomputer and other domestic goods.
Therefore, at the home of techno-human in the tmilennium, domestic goods occupy larger
space than oneself; even they occupy the wallscaiichgs. In addition, people design their
homes depending on the machines they want to hialierae. Techno-humans also use the

domestic goods as a part of their lifestyle; chegsappropriate products matching with each

Y mean; X-ray security scanner bands and metalctigte in the airports, shopping malls, or governisien
buildings or alarm systems for robberies. | haveexplained these devices and systems as mucle astheras
because cameras are the most common than otheharwdmeras have closer interaction with peoplthén
space. For example; alarms are used for thievesfigadly, or x-ray security scanners are usedgdovperties of
people, not people’s own. However, the latest yaarthe airports, there is a new security scansiygiem which
scan the all body and show one’s body naked osdrexen, however, this topic is more related withghvacy of
body and it is not expanse yet. The gun is alparaof the security system of the space but, ihdse personal
device than public device, therefore, | use the igutihe topic of altered identity through persomschines, not
through the space.

2 White goods are defined as large electrical gasgsi domestically such as refrigerators and waghiachines,
typically white in colour and heavy consumer duesbsuch as air conditioners, stoves, etc., whie ts be
painted only in white enamel finish. Despite thaiailability in varied colours now, they are stililled white
goods. Sources are: http://oxforddictionaries.caemientry/m_en_gb0950020#m_en_gb 0950020 and
http://www.businessdictionary.com/definition/whigeods.html

% Brown goods are defined relatively light electmoonsumer durables such as TVs, radios, digitaianglayers,
computers, audio equipment and similar househgitiaqres. In some sources, computing equipmenhegfas
grey goods. (Sources are: http://oxforddictionaci@s/view/entry/m_en_gb 0104940#dws-m_en_gbh-m-en_gb
msdict-00002%E2%80%93044237 and http://www.busitieBsnary.com/ definition/brown-goods.html
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other in the way of colour, design and style depenan people’s own interests and tastes.
Besides, even when people are not at their horhegnachines are still there and they work;
such as refrigerator, heater system, air conditjoneodem and so forth. In this regard,

domestic goods belong to the space of home morethigaresident.

Not so far from the experiendetaday, the multi-technosized home has been
experienced in the SF cinema in the past intenttidgy and today intending to the future. To
demonstrate; television seri@$e JetsongChuck Couch & Evelyn Gabai, 1962 — 1988)
redefine the notion of home not much different thasay. According tahe Jetsonspeople
live in the sky in the near future, but peopld §tik in the homes which are very similar to the
home concept of todaylhe Jetsondiave very high level technology in their home; wde
phone, flat screen and 3-D television, microwavemvsensor automated lights and doors.
They have robot maid, therefore the predictionhef $eries is almost materialized today at the
home of techno-human. Howevéne Jetsonseflect only the utopic picture of future home,
whereas irBrazil (Terry Gilliam, 1985), the future home is totalijtdd with the technology.
There is very small space for people; the hom®raizil looks like a dumping trash of the
domestic goods. It is a place for the machines,amdy for a human. According to these two
examples, for today, techno-human is in the middiethe utopic and dystopic multi-
technosized home that home is not garbage yettasdot pure and fresh. Therefore it is not
very easy to describe the home of future but it stihy multi-technosized. On the whole, to
meet one’s needs in the most private place, teolggds necessary and it is very difficult to
throw out it. This is because, in the conditionstaday, home will not be home anymore

without the machines for techno-humans. Accordirngigne looks empty without technology.

Another element of the multi-techized space is the cable, inside and outside. The
cable becomes essential neural system of the atlesparrying the electricity, connecting the
lines and covering the skeleton of the space betwesside the walls, hanging on utility poles
under the ground. It is under the mask of the spacse know; it is there and we do not want
to see it but we have to admit it. This situatisnsame for the any wireless (without cable)
technology which is produced to make people move freely ®shace and to rescue techno-
human from the enthralment of the cable. Technodruhas already got used to living with the
cable and now there is a new connection technaddigground the space, not so much different

from the unseen one. We do not see the connegcfitile devices physically on the wireless

1| mean not only wireless modem technology; | afg@n mobile phone, remote control, transmitteramd
other device which connects each other withoutecabl
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technology such as with mobile and wireless phoamote control, transmitter, radio and
television signal and antenna, wireless modem fe(@ss Internet) and networks, printers,
computers and GPS (Global Positioning System). Eivéns impossible to see the physical
connection amongst devices, these devices havedneees, signals, x-rays. These waveforms
are elements in the space and everywhere. Everngasgeto the forest to isolate oneself from
the technological space, all the wireless linessigdals might be there in the space. Therefore,
to define the space as multi-technosized, sometitrissnot necessary to see a technological
product, as the cable, with the wireless technglagy space might be the technosized through

the invisible lines and waves.

3.3 The Screen asthe ldentity

One of the most significant symbols of the techpaeg is théscreen” both in the non-
fictional world and SF movies. In the fictional andn-fictional world, nobody can think or
create a space without screen; screen of telewsioomputers, mobile phones, digital
billboards. The screen connects us to the infoomabf global world, information of the
society and information of the others (others arergne except oneself). Moreover, every
new technology (e.g. tablet PCs) brings the sche@ur environment day by day. In addition,
screen is the first surface between two sidegyaliind real. It is also a boundary between the
space of information and the space of the techmoeamu Therefore, techno-human needs to
pass the barrier of the screen to sense and ihtestlt the information of the data inside
(Bricken, 1991: 364, 365). This interaction is mgmawerful with the screen of computer
monitor as the real space of the human is mulhiesized and the desktop of the computer is
multi-informational. In one screen, one can comroatd with people in social media, surf on
the Internet, study, work, watch movies and TMelsto music, play game and produce using
software. Therefore, computer screen is multi-fiometl depending on user’s imagination and
the computer screen becomes the reflection ofsés’siidentity and vice versa. On the other
hand, in the limitless techno-space; the screemhés one which draws the line of the
information and virtual space as techno-human vesdihe information within the frame of the
screen. When one looks out of the frame of theesgre/he cannot receive that information
anymore and the screen is not there for her/hinar&ftbre, our perception is determined by the
limits of the screen and its frame; otherwise, wselall communication and interaction with

the information. It explains why the all techno-spas covered with the screen; obviously the
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system of postmodernity wants to inform techno-haaerywhere and every part of the daily
life. Information must reach us and then we can ang produces new information for the

screen.

The screen theme is used well in themepopular SF animation mov@ALL-E
(Andrew Stanton, 2009) which shows the humans éngpaceship in the year 2775 and all
human live with the screens in front of them. Tlgdeynot see anything but the screen and all
the time, they do not communicate with each othertae outside world of their screens. They
look like hypnotized and they forget their humarstymmunicating with the screen only one
way direction; from screen to human. Therefore, tie@aning of the space and time for the
humans ofWALL-E depends on the screen. For instance, in the mawegman’s screen is
switched off and then she realizes the real outsiddd around her. She gets surprised and
shocked for the beauty and amazement of the skyasd space that she sees. In addition, the
concept of the space changes for her; from theesci@ the sky. She is not the same person
anymore. She also perceives the time as day ot,réghher perception changes and it affects
her identity. The screen creates an alternativitydar its interior space inside of the real
space. In this double reality, the human is idatljyaltered in between two realities and while
human is exposed to the space and reality of theesc identity becomes hybrid through
reality. Technological and natural it is the ideatly hybrid techno-human. Thus the screen is
the powerful technology to create alternative aitlial space in front of us; attaching our
personal space to its inner space changing ouepion and taking our attention to its own
virtuality. Indeed, today, it is possible to empathwith the human®ALL-E as we have
screens in front of us, reminding of my bus triphathe screen. In addition, for the same reason
of the screen ilBlade Runnerthe screen creates its own virtuality hanginghlanwalls of the
city; synthesizing the image, text and informatidhe city is not made of buildings; it has the
depthless of the screen after all (Bukatman, 1282). Besides, Bukatman mentions about the
importance, effects and the alternative realityhef screen in the terminal space -I reference to
the techno-space- saying;

The screen operates as the frontier between therdwliies; physical and
electronic. It is a space without centre or growt] with only a vector-graphic
simulation of perspective (too crisp, too perfecguide a human eye that has

suddenly become distinct from its corporeality siggtiality, its temporality, and its
subjectivity. (Bukatman, 1993: 108).

In fact, the screen is not only in frontusf but also around us. It is the part of our teehno
space, our techno-society and so our techno-igetitithe space of postmodern world cannot

75



exist without screen, it explains why the spacesnafy SF films significantly have screens

and monitors all around. In the techno-space, theand the content of the screen can be
categorized in two groups: advertorial and govemtade Covering these two groups; in the

techno-space all of the screens are informatiofta screen gives the information about the
government or information of a product in the atigement and also screens can show the
television channels; the news or any other TV shoWwsus, the space becomes an

informational space which is made of the screerte@¥isual technology.

In the first scene of science-fictionabvie; Vanilla Sky(Cameron Crowe, 2001), the
protagonist David runs on the empty streets of w@d&lew York; him, buildings and the
screens on the walls of buildings and generallgests of the advertisement and information. In
the final scene he gets crazy and screams in tbdlenof the screens. The feeling that David
experiences is familiar with us, techno-humansabse the first scene of the movie can be
considered as the reflection of how the screehshi@ space of our modern cities today and
how it affects us. Not only New York, similarly amddely, in every capital and big cities of
the 2000s; it is possible to see informational aalyertorial screens at bus stops, metro
(subway) stations, inside of the buses, metrogjdrand cabs, on the shop windows, on the
streets, on the wall of the buildings and on tliewialks as billboards. All these screens expose
visual, audial and textual information to the peopbometimes, one cannot find any place
without screens in the cities. From our rooms @ gtreets, from buses to the shopping malls,
even in the public toilets, it becomes impossildegnore the screens around us. Therefore,
every second of our daily life, our identity is dable to be in the space of the screens and
being exposed to the screens and their informagiegry time. The reality of the screen
becomes the reality of the space and both of takties are perceptually are integrated as the
reality of one self's identity. The one does notvdheone personal reality and personal
perception anymore. The space and reality areedltiey the technology and the information of
the screens in the space of postmodern world s@ tiseno unchanged reality and identity

anymore.

In the cording of the relation betweée screen, new space and identity, the screen
cannot separate from its technology. For this neadee screen is not only a screen itself; it is
the symbol of technology. Ithe Fifth Elemen{Luc Besson, 1997), the city space is plated
with the screens everywhere in the year 2247. Adl walls of the buildings are used for
screens, mostly advertorial and people cannot gtloe screens and their information. They

have to learn to live with thenThe Fifth Elemenéstimates for the human to live in the space
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of screens in far future but from today, techno-haanmas chance to experience the similar
space of the movie. IBquilibrium (Kurt Wimmer, 2002), after possible the World WHy
there is a dystopic future, but the screen iststdre and it is used by government to dictate the
rules and laws of the society. The screens areyalvgvitched on and there is always
declaration of the government on the screens fotating the strategy and laws of the
government for the people. Therefore, the screeorhes the agent between the government
and public; similarly, this situation is very mudke that we sit at home and watching the
president speech in front of TV, without seeing Mien, just listen to what he/she says. In
Gattaca(Andrew Niccol, 1997) anBrazil (Terry Gilliam, 1985), screens are generally used
the offices for workers; so the screen becomesgiaat for business life. In both movies, every
officer has his/her own screen to work and to eaomey through. For this reason; it becomes
obligatory to receive the screen as an agent intoliees and obviously, there is no escape
from the screens in the future. Today it is sana ith the every area of our life, we are in, in

front of and behind the screen.

4. Conclusion

4.1 Summary

This thesis has studied techno-human adiamto define new human who is exposed by
the technologies and machines comparing the remsmn of altered human concept in
science-fiction cinema with human concept in thstpodustrial period of non-fictional world.
In the thesis, background studies on informatiod anvironmental technologies, digital and
new media, prosthetics and cyberculture have beed with the films studies on science-
fiction cinema. Introduction part gives the briefdrmation about how SF cinema is important
and explains the reason for why | choose the SEntanto compare with the non-fictional
world. Further, the part describes my aim descgbamd using the notion techno-human
concentrating on significantly the altered humanybby technology so the identity. For the
reason that the both area; SF cinema and postthalusociety, are big subject matters with
various background studies, | have explained the¢hodgelogy | have used for both
multidisciplinary study areas including my main efnces as the articles and the films
emphasizing the methods of the thesis such asitapiiad, exploratory, close analysis, critical

film and visual analysis with reviews. In the follmg part of the Introduction, | have
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mentioned the previous studies on the areas whehetated with the notion of techno-human.
Therefore, | have discussed the relation betweersuyect and pervious approaches which
have done on the areas of science-fiction, the btdy identity, post-industrial terms and

cyberculture.

In Chapter Two, | concentrate on the surrodraied exposed body which has discussed the
body of techno-human in the light of physical aten of human by technology. In the first
part of the chapter, | have emphasized the bodynaachine relation using the term techno-
body which involves implanted and extended bodieohno-human, analysing the penetration
of technology into the human body and the conserpgenf this penetration. In the following
part, | have studied the binary opposition of humarsus machine in terms of the circle which
includes destroying and recreating of human bodthbymachines. Afterwards, my subject has
become how the body has been mediated and mobil®edvearing, information and
communication technologies discussing the commonnigogies which have been used in SF
films and today such as; mobile phones, computers, clothes and such. At the final part of
the Chapter Two, | have mentioned the modificabbthe body concentrating on relocation of
the limbs by possible technologies from fictional non-fictional area like; body detecting

(sensor) and voice-commanded machines.

As | have studied the body of techno-humarthim Chapter Two, | have discussed the
identity of techno human in the Chapter Three tmtna the notion of techno-human does not
only include physical part of the human. Furthdre thotion also involves the identity
considering the human is a whole existence withbthety and identity because these both parts
interact with each other and also affecting eablerotTherefore, in the first part of the chapter,
digital / virtual identity has become the subjettioe discussion which is about identical
alteration of human by the Internet, video games\artual spaces. Moreover, the experience
about the identity that we have today has been aomipwith the SF films such #se Matrix
(Andy & Lana Wachowski, 1999Avatar (James Cameron, 2009RON (Steven Lisberger,
1982) andViinority Report(Steven Spielberg, 2002). Following part of thaper includes the
analysis of today’s space comparing with the spd&¥ films. Therefore, as the space is a big
subject matter, | have divided the part subchaptéiish have studied the space from different
perspectives. At first, | compare the similaritisd differences between the famous notion
cyberspace and techno-space which is the spacg stibject; techno-human. The main point
of this part is that cyberspace does not existayet if we need to define the space where we

live in today and also we have seen in the SF fimsmilar concepts; techno-space would be
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a more convenient term. In addition, the idea chit®-space comes from the technological
environment that we experience today since we Hasen exposed by technology and
machines in the every area of our lives; from hamthe street, from sky to the underground.
Furthermore, for techno-space, | have discusses temlino-space has been vertically
constructed and how it has been concentrated iritles, also claiming the every corner of
this vertical and concentrated space has been edpgmsvarious technology and machines. As
a final, in the last part of the Chapter Threeavér mention the screen as the most common
technology which occupies every area of technoepaasidering the screens are on the walls,
on the buildings, inside of the bus or train, ionfr of techno-human at home, at work and in the
space. In this regard, | have also discussed tleeisdigure in the space of SF films for the
reason that, the space and the cities in manyI®I5 have been decorated with the screens as

we experience in the real life.

4.2 Fruition and Expedition of Techno-human asa Hybrid Notion

All things considered, in the chapters of tihesis | have mentioned that techno-human is a
hybrid notion in terms of its body, identity spa@l technology relation for the reason that it is
the combined concept of two parallel realitieshasreality of the screen and the reality of the
actual life. It means that, today, anybody mightéhthe body which is similar with the body of
Robocopor we talk with our cars like in SF film&emolition ManandKnight Rider or our
houses are decorated with the intelligent machweish can recognize us and work with a
voice of the body such in the movistinority Report We have our digital profiles on the
Internet, in the virtual system in nowhere and wetml them, sometimes becoming someone
else such as ithe Matrix or Avatar. These are the very basic examples from the puevio
chapters and there are more of them which stroclgiyn techno-human of today is having the
technological experience of what he/she has se¢heoscreen during the 2@entury. For this
reason, obviously, the interaction between humash t&chnology have been always there
growing and getting strong, and at this point, rible of SF cinema becomes to proclaim how
technology and human are interacted showing thsilglesresults of this interaction. In this
regard, when SF cinema brings the new perspectivethe relationship of human and
technology (machines), in the actual world, thistrenship accrues imitating technology and
human interaction. Besides, according to the th&dtscinema and post-industrial society has

become the mirror of each other creating the newsioe of the human. In both areas, it has
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become impossible to picture human without techyyl@and these two concepts, human and
technology, has been strongly connected makingssacg to find new definition and context
of human. Therefore, as human has still humanisatures which come from the nature; the
connection between human and technology, and twegehof human by this connection cannot
be declined. In the thesis, | have situated thrmnection and the changed human between SF
cinema and post-industrial society for the reaswa there are significant similarities between
these two areas. Thus, the study of the thesibats to the idea which claims the story of SF
cinema has become the reality of actual life ardateration of human form the story to the
reality is defined with the notion of techno-humdare elements that we have seen on the
screen; cyborgs, prosthetics, computers, artifior@gans, networks, vehicles, transportation,
automated homes, information and communicationncigies, the technosized design of the

space and the environment have become the elewfemis daily life similarly.

Additionally, the reason of my insisterto use the notion of techno-human is that we
are not a completely machine yet, therefore, inapiyion, the term has described the situation
of today’s human better including the human word also signifying the effect of technology
(machines) on human body, identity and the spateéSH films and actual life, the human
becomes the first object to represent and forrdsson all technologies | have mentioned are
produced and used for human being. From prosthéticthe mobile phones, all these
technologies make human life easier, improve arditfe body, bring the information and
communication. Similarly, in SF cinema, the humanlypis used as the represented realm to
proclaim the future possibilities of the technologyd human relationship asking a question
which is that is this relationship good or bad? &ahty, considering the dystopian SF films,
their proclamation is that the machine and huméeraction will grow negatively and they use
the cyborgs as the villain and hero characterbéafd is a so-called war between human and
machines. However, not like many other proclamatioh SF films, the human vs. situation
prediction of the films does not happen yet. I$ tleigard, as there are not any distinctive proof
that the technology is good or bad for people, tdren techno-human also covers the both
effects of technology. As techno-human keeps thmamuparts physically or identically, he/she
also is exposed by the technology using its adgastand disadvantages. In this case, techno-
human might be someone who has prosthesis, or smmebo sits in front of computer
without doing anything, or someone who uses a t@odgical weapon, or someone who walks

around the city with his/her Bluetooth earphoneer€fore, including the wordgchnoand
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human techno-human becomes the hybrid, as it does attemwhere he/she comes from, or

where he/she lives in; maybe in the world of oursxahe world of science-fiction.

All things considered, | believeathtechno-human as a notion has reflected its
theoretical meaning well. As the relationship ahteology and human has been discussed only
in the actual world and in cinema separately, & hacome useful to find a common concept
which we can use when we need to define the newahubetween fiction and non-fiction.
Furthermore, using this term, the thesis has prawed the estimations of SF cinema are
important and might become real as it has happeaeadmo-human. Moreover, | have formed
my visual and written selection in the light of péiriod since the beginning of the 1980s for the
reason that, as | do not want to ignore the lastettdecades which very serious films and
written studies about the human and technologyant®n are produced. This is because; | did
not want to go too deep in the past to sever myestib connection with today. For this reason,
it is also possible to say that the notion technorin and this thesis is the summary of what

human has experienced since the 1980s in the ggomanld of technology.

4.3 The EndlessAdventure

Obviously, technology is an endlesgeadure and the human is the main character of
this adventure. Every day, | read news about latestntions of technology and I try to
imagine possibilities how the future might be hutis difficult to say something distinctive
about the future. However, for sure, as techno-muh@s been there for the last three decades,
he/she will be there in the future; maybe in adyetondition or maybe in a worse condition.
Fortunately, also SF cinema will be there contiguim produce its estimation about the future
without ignoring the human and technology affection addition scholars will continue to
study SF cinema the wide area and following thedigprowing technology, there will be
more studies about humanities and technology <sudreluding informatics, media,
communication and such. As each of us is a teclumoain, we will experience every common
development with our body, identity and our spad¢ebody knows that where and when this
adventure will end for the reason that sometimebrtelogy and machines make us feel that
there is a solution for everything and this sitoitreminds me my grandmother words. As a
person who lived many technological developmenteesishe was born in the 1920s, my
grandmother says “everything has a solution butthdeavery time when she sees new
technological device at our house from televismieamputer, from dishwasher to the Internet.

Maybe she cannot see if there will be a solutiontf® death but after all her experiences
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during almost a century, she has become one oheebbbmans with her dental prosthesis,
contact lenses, platinum knee cap, mobile phonereamdte control which she never gives to

anyone.

82



References

Balsamo, AnneTechnologies of Gendered Body: Reading Cyborg Woboedon: Duke
University Press, 1996.

Baudrillard, Jean. “The Ecstasy of Communicatidrh& Anti-Aesthetid=d. Hal Foster. Port
Townsend, Wash.: Bay Press, 1983.28!

Baudrillard, JeanThe Ecstasy of Communicatidforeign Agent Series. Trans. Bernard Sch-
utze and Caroline Schutze. New Y&&miotext, 1988.

Bell, David.Cyberculture Theorists: Manuel Castells and Donraadtvay.New York: Rout-
Ledge, 2007.

Benedikt, MichaelCyberspace: First StepMassachusetts: MIT Press, 1991.

Best, S. and Kellner, DPostmodern Theory: Critical Interrogationsondon: Mac
millan Education, Ltd., 1991.

Bricken, Meredith. “Virtual Worlds: No Interface esign.”Cyberspace: First Stepkd.
Benedikt. Massachusetts: MIT Pré891. 363-383.

Bukatman, ScotfTerminal Identity: Virtual Subject in Postmodertieice FictionLondon:
Duke University Press, 1993.

Calefato, Patrizia. “Wearing Communication: Homegvel, Space.Mediating the Human

BodyEd. Fortunati, Katz and Riccini. New Jersey: Lavae Erlbaum Associates,
Inc., 2003. 163-168.

Clute, John. “the Repossession of Jerry Cornelilise’ Cornelius Chronicle®New York
Avon, 1977 (ix).

83



Danese, Elda. “Inside the Surface: Technology ird&ta Textiles."Mediating the Human
BodyEd. Fortunati, Katz and Riccini. New Jersey: Lavae Erlbaum Associates,
Inc., 2003. 147-154.

Debord, GuySociety of Spectacl®etroit: Black & Red, 1983.

Dery, Mike. “Cyberculture.’South Atlantic Quarterl§1. 1992. 31-509.

Featherstone, Mike. “The Body in Consumer Cultufdné Body: Social Process and
Cultural Theory.ondon: SAGE Publications, 1991.

Fortunati, Leopoldina., Katz, James E., and Ranadrigcini. “Introduction."Mediating the
Human Bodid. Fortunati, Katz and Ricciflew Jersey: Lawrence Erlbaum
Associates, Inc. 2003. 1-11.

Fortunati, Leopoldina. “Real People, Artificial Bed.” Mediating the Human Bod¥d.
Fortunati, Katz and Riccihlew Jersey: Lawrence Erlbaum Associates, Inc.
2003(a). 61-74.

Fortunati, Leopoldina. “The Human Body: Natural autificial Technology.”Machines
That Become Us: the Social CondéRersonal Communication Technology.
Ed. Katz. New Jersey: Transackaoblishers, 2003(b). 71-87.

Frascara, Jorge. “The Third Skin: Wearing the @aroring Safety."Mediating the Human
BodyEd. Fortunati, Katz and Riccini. New Jersey: Lavae Erlbaum Associates,
Inc. 2003. 195-199.

Gibson, William.NeuromancerLondon: Grafton, 1984.
Halberstam, Judith. and Livingston, Ira. “Introdoat Posthuman BodiesPosthuman
Bodie€d. Halberstam and Livingston. Bloomington & Indagolis: Indiana

University Pres§995. 1-240.

Haraway, DonnaSimians, Cyborgs and Women: The Reinvention ofrdldtiew York:

84



Routledge, Chapman and Hall, Inc.1199

Haraway, Donna. “A Cyborg Manifesto: Science, Tadbgy and Socialist-Feminism in the
Late Twentieth CenturyCybercultures ReadeEd. Bell and Kennedy. New York:
Routledge, 2000. 291-234.

Hayles, N. Katherinddow We Become Posthum&hicago: The University of Chicago
Press, 1999.

Heim, Michael.The Metaphysics of Virtual Realityew York: Oxford University Press,
1993. 109 -128.

Heim, Michael Digital We.Published by DotCopy in September, 2003:
http://mwww.mheim.com/digitalWe.html

Jameson, Fredric. “Progress vs. Utopia; or, Canégine the Future?3cience Fiction
Studie8, no. 2, 1982. 58-152.

Jameson, Fredri€ostmodernism or, the Cultural Logic of Late Calmsta. Durham, N.C.:
Duke University Press, 1991.

Kevin, Kelly. TechnophiliaJune, 2009:
http://www.kk.org/thetechnium/anrebs/2009/06/technophilia.php

Longo, Giuseppe O. “Body and Technology: ContinoityDiscontinuity?”Mediating the
Human Bod¥d. Fortunati, Katz and Riccini. New Jersey: Lavee Erlbaum
Associates, Inc., 2003. 23-29.

Macek, Jakub. “Defining CyberculturéViédia a Realita.Ed. Binkova, P. and Volek, J.
Brno: Masaryk University Press, 200danslated by Monika Metykova and Jakub
Macek in 2005:http://macek.czechian.net/defining_cyberculture.htm

Manovich, Lev. "New Media from Borges to HTMLThe New Media Readdfd. Noah
Wardrip-Fruin & Nick Montfort. Cambige &Massachusetts: MIT Press, 2003. 13-

85



25.

Mazlish, Bruce. “The Fourth Discontinuityl'echnology and Culturé&d. Krenzberg, Malvin
and Davenport. New York: New Amenidabrary, 1972. 229.

Naatanen, R., & Summala, Road-user Behaviour and Traffic Accidemfimasterdam: North

Holland ; New York: American Elsexi 1976.

Neiger, Ada. “The Narrated Body: The RepresentatioGorporeality in Contemporary
Literature.Mediating the Human Bod¥d. Fortunati, Katz and Riccini. New
Jersey: Lawrence Erlbaum Assocjdtes, 2003. 51-60.

Pacifici, Giorgio and Girardi, Paolo. “Slaves anmed-People in the Gaily Colored Empire.”
Mediating the Human Bod$£d. Fortunati, Katz and Riccini. New Jersey: Lavoe
Erlbaum Associates, Inc., 2003.-138.

Penley, Constance. “Time Travel, Prime Scene aactitical Dystopia.’Fantasy and Cine-
makEd. Donald, J. London: BFI, 1989. 197-211.

Poli, Anna. “the Equipped Body: Wearable Compugarg Intelligent Fabrics Mediating the
Human Bod¥d. Fortunati, Katz and Riccini. New Jersey: Lavee Erlbaum
Associates, Inc., 2003. 169-176.

Pyle, Forest. “Making Cyborgs, Making Humans: offiimators and Blade RunnerSyber-
cultures Readdtd. Bell and Kennedy. New York: Routledge, 200@4-137.

Pruitt, Steve. and Barrett, Tom. “Corporate VirtWabrkspace.Tyberspace: First StepEd.
Benedikt. Massachusetts: MIT Pre8911383-411.

Ricco, Dina. “Artificial Sensory Perception: Vicats Technologies for Synesthesia.”
Mediating the Human Bod{ed. Fortunati, Katz and Riccini. New Jersey: Lavoe
Erlbaum Associates, Inc., 2003. 188-1

86



Sim, Stuart. “Lyotard and the Inhumaihe End of Everything: Postmodernism and the
Vanishing of the Humdgd. Appignanesi, R. Cambridge: Icon Books LtdQ20
9-47.

Sobchack, VivianScreening Space: the American Science Fiction Mlew York: Ungar
Publishing, 1991. 223-281.

Somalvico, Marco. “Bodies and Robot#fediating the Human Bod$ed. Fortunati, Katz and
Riccini. New Jersey: Lawrence EdiveAssociates, Inc., 2003. 31-38.

Sorkin, M. “Introduction”.Variations on a Theme Park: the New American Citg the End

of Public SpacBew York: Noonday Press, 1992 (xiv).
Stone, A. R. “Will the Real Body Please Stand UpGundary Stories about Virtual
Cultures.Cyberspace: First Stepkd. Benedikt. Massachusetts: MIT Press, 1991.

81-119.

Stelarc. “From Psycho-body to Cyber-systems: ImageBosthuman EntitieCybercultures
ReadekEd. Bell and Kennedy. New York: Routledge, 20080-576.

Stryker, Susan. “Transsexuality: the PostmodernyBoul/as TechnologyCybercultures
Readeid. Bell and Kennedy. New York: Routledge, 20088-597.

Turkle, SherryThe Second Self: Computers and the Human SNeit York: Simon &
Schuster, Inc., 1984,

Turkle, SherryLife on the Screen: Identity in the Age of therimé& New York: Simon &
Schuster, Inc., 1997.

Turkle, S.Evocative Objects: Things We Think withassachusetts: MIT Press, 2007.

87



List of Filmsand TV Series

e 2081 (Chandler Tuttle, 2009)

» Atrtificial Intelligence (Steven Spielberg, 2001)

* Avatar (James Cameron, 2009)

* Back to the Future I, 1l, lll (Robert Zimcekis, 1381989, 1990)
» Blade Runner (Ridley Scott, 1982)

» Brainstorm (Douglas Trumbull, 1983)

» Brazil (Terry Gilliam, 1985)

* Colossus: The Forbin Project (Joseph Sargent, 1970)
» Crash (David Cronenberg, 1996)

* Demolition Man (Marco Brambilla, 1993)

* Equilibrium (Kurt Wimmer, 2002)

» ExistenZ (David Cronenberg, 1999)

» Eyeborgs (Richard Clabaugh, 2009)

» The Fifth Element (Luc Besson, 1997)

» Gamer (Mark Neveldine, & Brian Taylor, 2009)

» Gattaca (Andrew Niccol, 1997)

* Ghost in the Shell (Mamoru Oshii, 1995)

* |, Robot (Alex Proyas, 2004)

* The Jetsons (Chuck Couch & Evelyn Gabai, 1962-1988)
* Johnny Mnemonic (Robert Longo, 1995)

e Judge Dredd (Danny Cannon, 1995)

* Knight Rider (Glen A. Larson, 1982-1986)

* The Matrix (Andy & Lana Wachowski, 1999),

* Metropolis (Fritz Lang, 1927)

* Metropia (Tarik Saleh, 2009)

* Minority Report (Steven Spielberg, 2002)

* Repo Men (Miguel Sapochnik, 2010)

» Robocop (Paul Verhoeven, 1987)

» Screamers (Christian Duguay, 1995)

* S1mOne (Andrew Niccol, 2002)

88



Sleep Dealer (Alex Rivera, 2008)

Surrogates (Jonathan Mostow, 2009)

Terminator 1 & 2 (James Cameron, 1984 & 1991)
Terminator 3 (Jonathan Mostow, 2003)

THX 1138 (George Lucas, 1971)

TRON (Steven Lisberger, 1982)

Vanilla Sky (Cameron Crowe, 2001)

Videodrome (David Cronenberg, 1983)

WALL-E (Andrew Stanton, 2008)

89



