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Algorithm
An algorithm is a set of instructions 
that define the exact steps by which a 
computer program or a piece of soft-
ware executes tasks. 

Algorithms determine what you see on 
the internet: for example, when you 
do an online search for a computer 
game, the ordering of the web pages 
that are displayed is specified by 
an algorithm.

App(lication)
A computer program that is already  
installed on a device (especially on 

mobile devices like smartphones  
and tablets) or can be downloaded  
as an add-on feature. 

Apps include image-editing 
software, computer games, email 
programs, etc.

Avatar
 Avatars are graphical representations,  
 animations and caricatures that 

users can choose and create  
online, in video games, on  
community websites like  
Second Life, in internet forums 

or on social media, in the  
form of virtual game characters 
and action figures or online 
personalities. 

The term was originally coined by  
US American author Neal Stephenson in 
his science-fiction novel Snow Crash 
(1992), with its depictions of  
proxy graphical characters in the 
metaverse, a fictional virtual world on 
the internet. 

Avatars can often be fully 
configured and edited – they range 
from humanoid figures to animals and 
fantasy creatures. While some are 
only deployed as 2D images, others 
can be run as 3D models (CGI)

in virtual worlds, where they  
can communicate, act and interact 
in real time. Even though avatars 
can operate as virtual proxies, 
they allow users to conceal their 
true identity by retreating 
behind an anonymous persona and 
fantasy projections.

Big Brother 
In the context of today’s online  
culture, the term Big Brother stands 
for a totalitarian surveillance 
apparatus (state or private) that 
is able to access all our public and 
private information by monitoring, 
collecting and analysing the data we 
leave behind online with every Google 
search, every bank transaction and 
every “like” on social media.  
  The term was first coined  
  by George Orwell in his dystopian  
  novel 1984, a fictional account  
  of a surveillance system that is  
 ever-present yet remains invisible –  
 an idea inspired by the figure  
 of the Soviet dictator Stalin.  
 The expression was popularised by the  
 reality TV show Big Brother, in which  
a group of people living together under 
the constant eye of video cameras enact 
their day-to-day lives as a form of  
 extrovert exhibitionism that  
 caters to the voyeuristic gaze of an  
 international TV audience.

Bot
A bot – the word is derived from robot –
is an automated computer program that 
can carry out repetitive tasks on its own.  
 In recent years, the “social bots”  
 that are used on social media  
 platforms like Facebook and Twitter  
 have made headlines.  
Taking the form of human actors and 
disguised behind fake profiles, social 
bots are programmed to respond 
automatically to particular keywords by 
liking, commenting on and sharing posts 
or even publishing content themselves.  
  They are increasingly being used  
  as part of election campaigns and  
  to spread misinformation. 
 “Chat bots”, meanwhile, are designed  
 to communicate interactively with  
 users by means of a text-based  
 dialogue system, and search engine  
 bots, or “web crawlers”, automatically  
 trawl the internet looking for    
websites that they can then index    
and make findable via the Google search 
function. Bots thus encroach 
significantly on our everyday lives and 
play a major part in how information 
circulates online.

Computer-generated 
imagery (CGI)
 Computer-generated imagery, or CGI  
 for short, is a term drawn from the  
 world of film production.  
CGI is not recorded with a (film or 
photo) camera but computer-generated  
  as two- or three-dimensional  
  graphic images (computer  
  graphics) and set in motion  
  (computer animation).  
 CGI is used in films, video games,  
 art and advertising – it is also  
 deployed in other areas, such as   
 medical imaging, simulations  
 or 3D-architectural models.  
The first developments in photorealistic  
CGI – and thus the computer’s evolution 
as a visual medium modelled on

photography – date back to advances  
made in the 1970s that were largely 
driven by the film industry, especially 
in the area of special effects.

Computational  
photography
Computational imaging systems, based on 
software and algorithms, have become an 
important part of today’s digital and 
smartphone cameras.  
 One simple example is the common  
 panorama function available on 
 smartphone apps and digital cameras,  
 where an algorithm calculates  
 and puts together multiple images  
 into a seamless continuous picture.  
More complex use of computation 
in photography can be found in so-
called machine vision and machine 
learning algorithms.  
  These are programs that analyse  
  the image data and draw out  
  specific information. Think of  
 current software that recognises  
 faces or detects objects, auto- 
 editing tools or (face) filters  
 that modify the live camera feed  
 of one’s smartphone on apps like  
 Snapchat and Instagram.  
Augmented Reality, Virtual Reality and 
computer-generated images are  
 all examples of how computation  
 and software extend and transform  
 photography and our understanding of it.

Content moderation
Every day millions of photos are uploaded  
to social media. This includes material 
that is violent, pornographic and offensive.
 To filter this out as quickly as  
 possible, internet giants like  
 Facebook, YouTube, Google or Twitter  
  employ people – so-called  
  content moderators – to click  
  through the content and clean 
up the visible interface by removing 
images of violence, torture, suicide, 
terrorism, rape or child pornography.  
 These moderators need to decide  
 in a matter of seconds what kind  
 of material they are dealing with  
 and whether it violates guidelines. 
Often contracted via external companies 
and working from developing and 
emerging economies, workers need to 
sign a non-disclosure agreement and 
receive low wages.  
 Due to the lack of psychological  
 support and their exposure to deeply  
 disturbing images, they are prone to  
 post-traumatic stress disorder.

Darknet
The darknet is often characterised as 
the “shady side of the internet”.  
 Unlike the internet we use on a  
 day-to-day basis, which is available  
 to anyone with a standard browser  
 and whose content is findable using 
search engines like Google, the darknet 
can only be accessed with the help of 
special software. 

The so-called Tor browser, which 
enables access, ensures that the 
data traffic is fully encrypted. 

 This means that all activities can  
 be carried out anonymously and are  
 untraceable, which is why the 
darknet regularly makes the headlines 
owing to its association with criminal 
activities such as drug trafficking 
and arms dealing, pirate copying and 
offensive content. 

The anonymity and invisibility it  
affords also benefit activists,  
whistle-blowers and journalists.  
Finally the darknet is used by some 
artists as a material repository  
or even as an exhibition space.

Data images
 A photographic image shot with a  
 smartphone or a modern-day camera  
 or captured as a screenshot is digital.  
It consists of electronic data stored 
in the form of a binary code made up of 
zeros and ones, which appear on  

 the screen as a photograph thanks  
 to algorithms – precisely defined  
 series of instructions on the basis  
 of which a computer program will  
 carry out specific tasks step by step.  
 An image file also stores additional  
 data that is invisible to the eye,  
 so-called metadata.  
Metadata provides information, for 
example, about the date and time  
  a photograph was taken and the 
  geographical coordinates of  
  where it was shot.  
 This means that when we circulate  
 images, we give away more  
 information about ourselves than  
 we are usually aware of.  
It is common for massive amounts of 
image data to accumulate on our digital 
devices over a period of decades.  
 Although this may seem immaterial,  
 the storage depends on space and  
 material objects like hardware and  
 infrastructure, in turn having  
 a major ecological impact on the  
 environment.

Face filters/
Augmented Reality
Face filters like the ones provided by 
Snapchat are Augmented Reality (AR) 
applications that allow us to insert 
virtual filters onto our face in real 
time when taking a selfie.  
 AR is a technology that  
 enables users to visually connect  
 the real world with virtual objects,  
 either by superimposing computer- 
 generated objects on a real space  
or conflating the two in a process of 
fusion. For this reason, AR is also known 
as Enhanced Reality or Mixed Reality.  
 The hybrid nature of AR  
 distinguishes it from Virtual  
 Reality (VR). While AR supplements  
 reality, VR is a complete simulation  
  of the visible environment,  
  immersing users in the feeling of  
  being in another world.  
 AR has become a familiar feature of  
 modern life in the form of the

Nintendo mobile game Pokémon Go, which 
became a global craze in 2016, or 
smart glasses such as Google Glass, a 
product that was released on the US 
market as a beta version in 2014. 
AR is also used in engineering, 
medicine, advertising, art and 
entertainment as well as in the  
military industry. 

Generation Y (Millennials)  
and Generation Z
 Generation Y (Gen Y, for short) or  
 Millennials are people born between  
 the early 1980s and late 1990s.  
 On the one hand, this group is 
 regarded as having a tendency  
 to question (the letter Y standing  
 metaphorically for Why?), while,  
  on the other, they are also  
  considered to be “digital  
  natives” who grew up in the  
 internet age and are characterised  
 by an affinity for technology.  
 Most of them got to know the World 
Wide Web, MP3 players, SMS messaging, 
mobile phones, smartphones and tablet 
PCs in their late teens. 
 The defining historical events for  
 this generation are the Columbine  
 High School shootings (1999), the  
 terrorist attacks of 11 September 2001,  
  the war in Afghanistan (from  
  2001 on), the introduction of  
  the euro (2002), the Iraq War  
  (2003), the tsunami disaster 
(2004) and various financial crises. 
Generation Z (Gen Z, for short), which 
is assigned to the period from 2000 

onwards, usually have an intuitive  
edge over older generations in terms  
of digital technologies and  
platforms, as they were born into  
pre-existing digital infrastructures 
–smartphones, Web 2.0 – and grew up 
using them and seeing them evolving. 
Gen Z is also seen as becoming 
increasingly politicised, especially 
in relation to issues like climate 
change activism and the 
#BlackLivesMatter movement.

GIF
The Graphics Interchange Format, or 
GIF for short, is an image file  
that is compressed in size and can thus 
be distributed more quickly.  
 In the first years of the internet  
 around 1990, GIFs became the  
 standard format for colour images.  
  While the JPEG format took over  
  in 1993 and is more commonly  
  used today, the advantage of the  
  GIF was that several individual  
 images, overlaid on one another,   
 could be stored in a single file and 
 displayed in web browsers as  
 animations.  
  Thus, they were often used in  
  static websites as moving images. 

This helped GIFs make a comeback in  
the 2010s. Similar to memes, animated 
GIFs first gained currency on  
image-sharing platforms and internet 

forums, before spreading to 
social media as a means of 
communication and later shared 
through instant messaging  
systems like WhatsApp from  
the late 2010s on. 

GIFs are sent as comments, emotional 
reactions, quotes or purely for 

entertainment, often making 
reference to current events or 
showing people from popular 
culture. 

Gig economy/
Crowdsourcing
The gig economy is the outsourcing of 
minor, short-term jobs to independent 
self-employed contractors, freelancers  
 or those in marginal employment.  
 Online platforms are often used to  
 make it easier for companies  
 to contact contract workers. 
Some prominent examples here are 
private transport services like Uber 
or food delivery couriers such as 
Deliveroo and Foodora.  
 The people operating these platforms  
 often take a commission, while  
 the workers have to provide their  
 own resources up front, such as  
 mobile phones and vehicles, in order  
 to do the job. 

Services of all kinds are offered 
via the gig economy – from social 
media marketing to financial 
accounting and logo design. 
Through crowdsourcing, companies 
often outsource certain tasks  
to a distributed group of users.

 Although gig working is a simple  
 and flexible way of making extra  
 money, it comes under fire for the  
 poor conditions that people must 
often work in and the lack of any 
benefits like health, unemployment or 
pension insurance.

Hardware
 Hardware, as distinct from software,  
 refers to all the components in  
a computer that manifest physically, 
i.e. all the material components – both 
mechanical and electronic – of  
 a desktop PC or laptop, including  
 the screen, keyboard, hard disk,  
 graphics card and power cable.

Imaginary audience 
 The term describes a psychological  
 state in which a person imagines  
and is convinced that their every   
action is being watched by an audience. 
 The condition was first described  
 in 1967 by child psychologist David  
 Elkind, who observed how some  
  people, especially teenagers, are  
  unable to properly distinguish  
  between their own ego and the 
  outside world and thus transfer  
  the formation of their thoughts  
  and sense of self-worth onto  
  external figures.  
 The conjuring up of an imaginary  
 audience, which can happen to people  
 of all ages, has become reality  
 to some degree for all users of  
 social media and online communities: 
the content that we share on these 
platforms is directed at an audience 
whose actual composition and reach 

we do not know – we thus increasingly  
internalise the view and opinions  
of an imaginary audience and define 
our self-image (and self-esteem) on 
the basis of external reactions.

In-game  
photography
The term in-game photography refers 
to screenshots taken while playing  
a video game, which has become an art  
 genre in its own right. Video games  
 as entertainment and experiential  
 spaces often develop in association  
 with the film industry, therefore  
 spawning image worlds that strive  
 towards photorealism. 

Numerous players roam these 
digital game worlds not to follow 
the actual game instructions  
but rather focusing entirely on  
landscapes, portraits or 
architectures, very much in the 
mould of traditional photography. 

Meanwhile, many games, and even the 
controllers, have a built-in photo 
mode that allows people to take 
screenshots and share them online. 

For example, at the touch of a button, 
Spiderman can take a selfie on 
PlayStation 4 that can be stored and 
viewed in a digital album.  
  This transforms the characters  
  adopted by the gamers, also known  
  as avatars, into virtual  
  photographers.

Instant messaging
  As the name suggests, instant  
  messaging involves the quick  
  dispatch of pictures and short  
 text and voice messages  
 via apps like WhatsApp. It has now  
 largely superseded SMS and MMS.

Make-up tutorials
 Social media is used to circulate  
 short user-generated videos that  
 serve as tutorials providing a  
 step-by-step explanation of a  
 particular topic or operation.  
Make-up tutorials represent a popular 
format for introducing cosmetic 
products and techniques and have now  
 established themselves as a discrete  
 genre with a specific community  
 on a wide range of platforms. Owing 
to its uncontroversial, nondescript 
content, this popular online format is 
increasingly being used to put  
  out veiled political messages  
  whose content would otherwise  
  become subject to censorship  
  and be deleted.  
 The users thus provide information  
 not only about lip gloss and  
 eyeshadow but also about government  
 abuses and political impropriety:  
an example here is a make-up tutorial 
in summer 2020 by US Congresswoman  
 Alexandria Ocasio-Cortez that was  
 distributed by Vogue and contained  
 a feminist, political message. 

Memes
  Memes are mostly humorous images  
  and videos that are shared  
  and edited by users of social  
  media.  
 In most cases, they are humorous,  
 ironic or caustic comments on  
 social, political and cultural  
 issues or current affairs.  
They can be made with the help of a meme 
generator, which can crop the images 
(mostly sourced from the internet) into 
a rectangular form and overlay them  
with a short text, usually written in 
the Impact typeface. The most popular 
animal used for memes is the cat. The 
furry feline appears, for example, as 
lolcat (derived from the abbreviation 
LOL, or “laugh out loud”, and the word 
cat) or as ceiling cat.

The term meme is derived from the 
Greek word mimēma (“imitate”) and 
was coined by the evolutionary 
biologist Richard Dawkins in The 
Selfish Gene in 1976. In the wake 
of digitisation, this  definition  
was eventually used to describe  
the viral internet phenomena of 
image-text creations.

Networked image
The networked image represents a  
significant shift in the evolution of 
photography and its modes of usage. 

While its analogue predecessor was 
mostly distributed in printed form 
– as a print on paper, glass or 
metal, or a copy in newspapers, 
magazines and books or on posters – 
the networked image is a photograph 
recorded with a digital camera, 
a smartphone, drones, scans  
or surveillance cameras – or, in  
the case of memes, GIFs and  
computer-generated images (CGI), 
created entirely digitally and 
circulated online on social media.  
The technical precondition is the 
combination of camera and image  
processing with the internet, 
allowing photos to be disseminated 
via digital networks and platforms 
immediately or just after they  
have been taken. 

Capturing a moment in time is no longer 
the primary reason for taking a photo; 
rather, it is more about communicating 
and sharing, which is why the networked 
image is also called the “distributed 
image” or “conversational image”.

Online community
 An online community is an organised  
 group of people who communicate and 
interact with each other in virtual 
spaces online. They organise themselves  
 via social media, photo-sharing  
 platforms, internet forums, and  
 through avatars on websites and in  
 video games.

Reaction video/ 
Attention economy
 A reaction video is typically posted  
 online on social media. Instead of 
showing the actual event, it consists 
of a series of different people 
reacting to what has been filmed. While  

 these videos have their origins in  
 the Japanese TV shows of the 1970s,  
 they mainly circulate today on the  
  popular video platform YouTube.  
  The emotions of the people on  
  camera, which may range from  
 laughter to disgust, pity and fear,  
 are relayed to the viewers, making 
the videos part of the attention 
economy and an apt expression of it,  
as attention is turned into a good that 
can be exploited within a value-added 
chain. Converted into a lucrative  
 resource, an economic asset and form  
 of social currency, spectatorship  
 is thus integrated more strongly than  
 ever into capitalist cycles. 

Our likes, clicks and shares fuel 
this system and ultimately make us 
complicit in it. 

Screenshot
 The screenshot, a snapshot of  
 a screen, freezes a moment at  
  the touch of a button or the  
  push of a key just like a  
  digital or analogue camera and  
  is therefore considered a  
  photographic medium.  
 The screenshot function is  
 written into the software and can  
 be recorded by almost any screen- 
 based electronic device – be it  
 a computer, smartphone or game  
 console.  
It can be saved as a file, copied to 
the clipboard, printed directly or 
immediately shared online. 
 We are often unaware of the degree  
 to which screenshots determine  
 and organise our everyday lives. 
 Whether as a reminder of recipe  
  ingredients for a trip to the  
  shops, the next train connection,  
 the description of a route on a  
 journey where there is no mobile  
  data access or a snapshot  
  from our last video phone call,  
  screenshots are an integral  
  part of our networked  
  culture today. 

Second Life
 The virtual online world Second Life  
 was released by Linden Lab in 2003.  
 It gives users the opportunity to  
 design their own 3D environments  
  and to inhabit them as avatars,  
  i.e. virtual alter egos. 
  Users can communicate and  
  interact with one another via  
  their avatars and even offer  
  services and goods that can be  
  traded with a specially created  
  currency.  
 They can also team up to design  
 their environment and individual  
 look.  
This provides anonymity, while also 
enabling virtual interest groups to  
 come together, particularly in  
 the area of role play. 
 Second Life’s international reach  
 and unrestricted scope for   

creativity mean that it  
has also been discovered by  
artists and is widely used in  
the art world. Once one of  
the largest online communities,  
Second Life has, however,  
seen its number of active  
users and media presence  
diminish significantly in  
recent years.

Selfie
Derived from the word “self”, the 
selfie is a picture that shows the face 
of the photographer, who has  
 typically taken the photo themselves  
 using a smartphone held at arm’s  
 length. 
  People upload and send selfies  
  via apps like Instagram or  
  WhatsApp, a phenomenon that  
  took off with the emergence  
  of social media in the 2010s. 
 The selfie is not to be confused  
 with the traditional photographic  
 self-portrait but should rather be  
 seen in the context of the networked  
 image and as a contemporary means of  
 communication. 
It forms part of a larger social or 
even economic network that generates 
its own iconography and practices. 
 For this reason, the US American  
 political scientist Jodi Dean also  
describes the selfie as the “imitation  
of others and our imitation of each other”. 
  In this way, selfies (re-)produce  
  ideas of culture, social class or  
  gender in the digital realm. 

Sharing 
Sharing is a popular practice in the 
internet era. Networked images are often  
produced and post-processed with the aim 
of sharing them with friends, specific 
communities or an anonymous audience. 

  This content is disseminated –  
  uploaded, liked and shared – via  
  photo-sharing platforms like Flickr  
 (2004), photoblogs (e.g. WordPress,  
 2005), social media networks like  
 Facebook (2004), Twitter (2006),  
 Instagram (2010) and TikTok (2016)  
 or instant messaging apps like  
 WhatsApp (2009) and Snapchat (2011). 
Photosharing came out of what was 
called Web 2.0 (2004), which made it 
possible to actively share content on 
the World Wide Web. 

As a result, much of what was once
shared only in the private sphere 
has shifted to a (semi-)public 
space – sometimes without there 
being any kind of conscious 
decision behind it.

Smartphone 
photography

There is scarcely any other medium 
that is as firmly anchored in 
our everyday lives as smartphone  
photography. 
We use it to store information and 
capture important moments in our 
lives, sharing quickly and effort-
lessly the pictures we take with our 
family, friends and online contacts. 

Developments over the past thirty years 
have made this possible, from Toshiba’s 
first mobile phone in 1999 with a  
built-in low-resolution camera, to the  
image-based MMS (Multimedia Messaging 
Service) which evolved from the SMS

(Short Message Service) at the end 
of the 2000s, to the emergence of 
the web-enabled smartphone with 
Apple’s first iPhone in 2007 that had
a built-in 2 megapixel digital camera. 

This combination of mobile 
cameras and social media apps or 
instant messaging systems like 
WhatsApp, which allow direct 
access to online distribution 
channels, has led to an  
unprecedented degree of circulation 
of photographic images. 

Social Media
 Social media are digital platforms  
 that make it possible for users to  
 have contact with each other 
virtually and to create and distribute 
their own content (images, texts, videos,  
etc.), so-called “user-generated content”. 
 Social media platforms include  
 Facebook, Instagram, Snapchat,  
 TikTok, Twitter and YouTube.  
By virtue of these platforms, photographs 
and videos have had a decisive impact 
on our lives and our society: they have 
made it possible for us to involve 
family and friends in our everyday 
lives, independent of time and place, 
quickly, easily and more or less 
in real time. Networked images put 
us in a new position, whereby we are 
simultaneously  
 producers, consumers and  
 distributors, while they spawn new  
 forms of visual communication,   
  such as memes, selfies and GIFs.  
  Our social exchange is  
  increasingly conducted via  
photographic content that is  
posted, liked, shared, screenshotted, 
downloaded, reprocessed and  
circulated. 

Software
Software refers to all the programs 
on a computer. It controls the 
computer and issues commands. 

Common examples are the Microsoft  
Office software package, including Word, 
Excel and PowerPoint, or the Adobe 
image- and video-editing software. 

User
 The term user not only refers  
 to people operating networked  
 devices like computers, laptops, 
tablets and smartphones but also anyone 
making use of digital apps, online 
communities and social media. Since  
 users can take on different roles –  
 as passive followers (following  
 people, institutions and companies  
 on social media), as gamers or as  
 bloggers or vloggers (active authors 
and editors of text and video posts), 
their online activity can assume a 
variety of different forms.

Virtual
 The term virtual denotes images  
 and worlds – Second Life, for  
 example – that are generated in the 
computer and either simulate reality  
in photorealistic terms or, depending 
on the technical options available,  
can be designed as desired to suit 
the promptings of one’s fantasy and 
imagination.  

Web 2.0 
  Web 2.0 – often referred to as  
  the “Participative Web” or  
  “Social Web” – was first  
  popularised in the mid-2000s:  
 it opened the door to user-generated  
 content and allowed people to  
 exchange ideas with an online 
community within the context of social 
media. In terms of internet usage, this 
constituted a significant  
 modification of the first-generation  
 internet, the Web 1.0 era, in which  
 users were initially restricted to  
 passively viewing content offered by  
  website operators. Examples  
  of Web 2.0 features include  
  social media platforms like  
  Facebook, Twitter and Instagram, 

collaboratively created online 
encyclopaedias such as Wikipedia, 
tagging systems – which index 
keywords on websites and in

links –, video-sharing sites like 
YouTube, image-sharing sites  
like Flickr and participative web 
applications.

Further terms relating to contemporary 
forms of photography and its history can 
be found as a timeline and glossary at  
 www.photographic-flux.com,  
 a project by Fotomuseum Winterthur.
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Algorithm
An algorithm is a set of instructions 
that define the exact steps by which a 
computer program or a piece of soft-
ware executes tasks. 

Algorithms determine what you see on 
the internet: for example, when you 
do an online search for a computer 
game, the ordering of the web pages 
that are displayed is specified by 
an algorithm.

App(lication)
A computer program that is already  
installed on a device (especially on 

mobile devices like smartphones  
and tablets) or can be downloaded  
as an add-on feature. 

Apps include image-editing 
software, computer games, email 
programs, etc.

Avatar
 Avatars are graphical representations,  
 animations and caricatures that 

users can choose and create  
online, in video games, on  
community websites like  
Second Life, in internet forums 

or on social media, in the  
form of virtual game characters 
and action figures or online 
personalities. 

The term was originally coined by  
US American author Neal Stephenson in 
his science-fiction novel Snow Crash 
(1992), with its depictions of  
proxy graphical characters in the 
metaverse, a fictional virtual world on 
the internet. 

Avatars can often be fully 
configured and edited – they range 
from humanoid figures to animals and 
fantasy creatures. While some are 
only deployed as 2D images, others 
can be run as 3D models (CGI)

in virtual worlds, where they  
can communicate, act and interact 
in real time. Even though avatars 
can operate as virtual proxies, 
they allow users to conceal their 
true identity by retreating 
behind an anonymous persona and 
fantasy projections.

Big Brother 
In the context of today’s online  
culture, the term Big Brother stands 
for a totalitarian surveillance 
apparatus (state or private) that 
is able to access all our public and 
private information by monitoring, 
collecting and analysing the data we 
leave behind online with every Google 
search, every bank transaction and 
every “like” on social media.  
  The term was first coined  
  by George Orwell in his dystopian  
  novel 1984, a fictional account  
  of a surveillance system that is  
 ever-present yet remains invisible –  
 an idea inspired by the figure  
 of the Soviet dictator Stalin.  
 The expression was popularised by the  
 reality TV show Big Brother, in which  
a group of people living together under 
the constant eye of video cameras enact 
their day-to-day lives as a form of  
 extrovert exhibitionism that  
 caters to the voyeuristic gaze of an  
 international TV audience.

Bot
A bot – the word is derived from robot –
is an automated computer program that 
can carry out repetitive tasks on its own.  
 In recent years, the “social bots”  
 that are used on social media  
 platforms like Facebook and Twitter  
 have made headlines.  
Taking the form of human actors and 
disguised behind fake profiles, social 
bots are programmed to respond 
automatically to particular keywords by 
liking, commenting on and sharing posts 
or even publishing content themselves.  
  They are increasingly being used  
  as part of election campaigns and  
  to spread misinformation. 
 “Chat bots”, meanwhile, are designed  
 to communicate interactively with  
 users by means of a text-based  
 dialogue system, and search engine  
 bots, or “web crawlers”, automatically  
 trawl the internet looking for    
websites that they can then index    
and make findable via the Google search 
function. Bots thus encroach 
significantly on our everyday lives and 
play a major part in how information 
circulates online.

Computer-generated 
imagery (CGI)
 Computer-generated imagery, or CGI  
 for short, is a term drawn from the  
 world of film production.  
CGI is not recorded with a (film or 
photo) camera but computer-generated  
  as two- or three-dimensional  
  graphic images (computer  
  graphics) and set in motion  
  (computer animation).  
 CGI is used in films, video games,  
 art and advertising – it is also  
 deployed in other areas, such as   
 medical imaging, simulations  
 or 3D-architectural models.  
The first developments in photorealistic  
CGI – and thus the computer’s evolution 
as a visual medium modelled on

photography – date back to advances  
made in the 1970s that were largely 
driven by the film industry, especially 
in the area of special effects.

Computational  
photography
Computational imaging systems, based on 
software and algorithms, have become an 
important part of today’s digital and 
smartphone cameras.  
 One simple example is the common  
 panorama function available on 
 smartphone apps and digital cameras,  
 where an algorithm calculates  
 and puts together multiple images  
 into a seamless continuous picture.  
More complex use of computation 
in photography can be found in so-
called machine vision and machine 
learning algorithms.  
  These are programs that analyse  
  the image data and draw out  
  specific information. Think of  
 current software that recognises  
 faces or detects objects, auto- 
 editing tools or (face) filters  
 that modify the live camera feed  
 of one’s smartphone on apps like  
 Snapchat and Instagram.  
Augmented Reality, Virtual Reality and 
computer-generated images are  
 all examples of how computation  
 and software extend and transform  
 photography and our understanding of it.

Content moderation
Every day millions of photos are uploaded  
to social media. This includes material 
that is violent, pornographic and offensive.
 To filter this out as quickly as  
 possible, internet giants like  
 Facebook, YouTube, Google or Twitter  
  employ people – so-called  
  content moderators – to click  
  through the content and clean 
up the visible interface by removing 
images of violence, torture, suicide, 
terrorism, rape or child pornography.  
 These moderators need to decide  
 in a matter of seconds what kind  
 of material they are dealing with  
 and whether it violates guidelines. 
Often contracted via external companies 
and working from developing and 
emerging economies, workers need to 
sign a non-disclosure agreement and 
receive low wages.  
 Due to the lack of psychological  
 support and their exposure to deeply  
 disturbing images, they are prone to  
 post-traumatic stress disorder.

Darknet
The darknet is often characterised as 
the “shady side of the internet”.  
 Unlike the internet we use on a  
 day-to-day basis, which is available  
 to anyone with a standard browser  
 and whose content is findable using 
search engines like Google, the darknet 
can only be accessed with the help of 
special software. 

The so-called Tor browser, which 
enables access, ensures that the 
data traffic is fully encrypted. 

 This means that all activities can  
 be carried out anonymously and are  
 untraceable, which is why the 
darknet regularly makes the headlines 
owing to its association with criminal 
activities such as drug trafficking 
and arms dealing, pirate copying and 
offensive content. 

The anonymity and invisibility it  
affords also benefit activists,  
whistle-blowers and journalists.  
Finally the darknet is used by some 
artists as a material repository  
or even as an exhibition space.

Data images
 A photographic image shot with a  
 smartphone or a modern-day camera  
 or captured as a screenshot is digital.  
It consists of electronic data stored 
in the form of a binary code made up of 
zeros and ones, which appear on  

 the screen as a photograph thanks  
 to algorithms – precisely defined  
 series of instructions on the basis  
 of which a computer program will  
 carry out specific tasks step by step.  
 An image file also stores additional  
 data that is invisible to the eye,  
 so-called metadata.  
Metadata provides information, for 
example, about the date and time  
  a photograph was taken and the 
  geographical coordinates of  
  where it was shot.  
 This means that when we circulate  
 images, we give away more  
 information about ourselves than  
 we are usually aware of.  
It is common for massive amounts of 
image data to accumulate on our digital 
devices over a period of decades.  
 Although this may seem immaterial,  
 the storage depends on space and  
 material objects like hardware and  
 infrastructure, in turn having  
 a major ecological impact on the  
 environment.

Face filters/
Augmented Reality
Face filters like the ones provided by 
Snapchat are Augmented Reality (AR) 
applications that allow us to insert 
virtual filters onto our face in real 
time when taking a selfie.  
 AR is a technology that  
 enables users to visually connect  
 the real world with virtual objects,  
 either by superimposing computer- 
 generated objects on a real space  
or conflating the two in a process of 
fusion. For this reason, AR is also known 
as Enhanced Reality or Mixed Reality.  
 The hybrid nature of AR  
 distinguishes it from Virtual  
 Reality (VR). While AR supplements  
 reality, VR is a complete simulation  
  of the visible environment,  
  immersing users in the feeling of  
  being in another world.  
 AR has become a familiar feature of  
 modern life in the form of the

Nintendo mobile game Pokémon Go, which 
became a global craze in 2016, or 
smart glasses such as Google Glass, a 
product that was released on the US 
market as a beta version in 2014. 
AR is also used in engineering, 
medicine, advertising, art and 
entertainment as well as in the  
military industry. 

Generation Y (Millennials)  
and Generation Z
 Generation Y (Gen Y, for short) or  
 Millennials are people born between  
 the early 1980s and late 1990s.  
 On the one hand, this group is 
 regarded as having a tendency  
 to question (the letter Y standing  
 metaphorically for Why?), while,  
  on the other, they are also  
  considered to be “digital  
  natives” who grew up in the  
 internet age and are characterised  
 by an affinity for technology.  
 Most of them got to know the World 
Wide Web, MP3 players, SMS messaging, 
mobile phones, smartphones and tablet 
PCs in their late teens. 
 The defining historical events for  
 this generation are the Columbine  
 High School shootings (1999), the  
 terrorist attacks of 11 September 2001,  
  the war in Afghanistan (from  
  2001 on), the introduction of  
  the euro (2002), the Iraq War  
  (2003), the tsunami disaster 
(2004) and various financial crises. 
Generation Z (Gen Z, for short), which 
is assigned to the period from 2000 

onwards, usually have an intuitive  
edge over older generations in terms  
of digital technologies and  
platforms, as they were born into  
pre-existing digital infrastructures 
–smartphones, Web 2.0 – and grew up 
using them and seeing them evolving. 
Gen Z is also seen as becoming 
increasingly politicised, especially 
in relation to issues like climate 
change activism and the 
#BlackLivesMatter movement.

GIF
The Graphics Interchange Format, or 
GIF for short, is an image file  
that is compressed in size and can thus 
be distributed more quickly.  
 In the first years of the internet  
 around 1990, GIFs became the  
 standard format for colour images.  
  While the JPEG format took over  
  in 1993 and is more commonly  
  used today, the advantage of the  
  GIF was that several individual  
 images, overlaid on one another,   
 could be stored in a single file and 
 displayed in web browsers as  
 animations.  
  Thus, they were often used in  
  static websites as moving images. 

This helped GIFs make a comeback in  
the 2010s. Similar to memes, animated 
GIFs first gained currency on  
image-sharing platforms and internet 

forums, before spreading to 
social media as a means of 
communication and later shared 
through instant messaging  
systems like WhatsApp from  
the late 2010s on. 

GIFs are sent as comments, emotional 
reactions, quotes or purely for 

entertainment, often making 
reference to current events or 
showing people from popular 
culture. 

Gig economy/
Crowdsourcing
The gig economy is the outsourcing of 
minor, short-term jobs to independent 
self-employed contractors, freelancers  
 or those in marginal employment.  
 Online platforms are often used to  
 make it easier for companies  
 to contact contract workers. 
Some prominent examples here are 
private transport services like Uber 
or food delivery couriers such as 
Deliveroo and Foodora.  
 The people operating these platforms  
 often take a commission, while  
 the workers have to provide their  
 own resources up front, such as  
 mobile phones and vehicles, in order  
 to do the job. 

Services of all kinds are offered 
via the gig economy – from social 
media marketing to financial 
accounting and logo design. 
Through crowdsourcing, companies 
often outsource certain tasks  
to a distributed group of users.

 Although gig working is a simple  
 and flexible way of making extra  
 money, it comes under fire for the  
 poor conditions that people must 
often work in and the lack of any 
benefits like health, unemployment or 
pension insurance.

Hardware
 Hardware, as distinct from software,  
 refers to all the components in  
a computer that manifest physically, 
i.e. all the material components – both 
mechanical and electronic – of  
 a desktop PC or laptop, including  
 the screen, keyboard, hard disk,  
 graphics card and power cable.

Imaginary audience 
 The term describes a psychological  
 state in which a person imagines  
and is convinced that their every   
action is being watched by an audience. 
 The condition was first described  
 in 1967 by child psychologist David  
 Elkind, who observed how some  
  people, especially teenagers, are  
  unable to properly distinguish  
  between their own ego and the 
  outside world and thus transfer  
  the formation of their thoughts  
  and sense of self-worth onto  
  external figures.  
 The conjuring up of an imaginary  
 audience, which can happen to people  
 of all ages, has become reality  
 to some degree for all users of  
 social media and online communities: 
the content that we share on these 
platforms is directed at an audience 
whose actual composition and reach 

we do not know – we thus increasingly  
internalise the view and opinions  
of an imaginary audience and define 
our self-image (and self-esteem) on 
the basis of external reactions.

In-game  
photography
The term in-game photography refers 
to screenshots taken while playing  
a video game, which has become an art  
 genre in its own right. Video games  
 as entertainment and experiential  
 spaces often develop in association  
 with the film industry, therefore  
 spawning image worlds that strive  
 towards photorealism. 

Numerous players roam these 
digital game worlds not to follow 
the actual game instructions  
but rather focusing entirely on  
landscapes, portraits or 
architectures, very much in the 
mould of traditional photography. 

Meanwhile, many games, and even the 
controllers, have a built-in photo 
mode that allows people to take 
screenshots and share them online. 

For example, at the touch of a button, 
Spiderman can take a selfie on 
PlayStation 4 that can be stored and 
viewed in a digital album.  
  This transforms the characters  
  adopted by the gamers, also known  
  as avatars, into virtual  
  photographers.

Instant messaging
  As the name suggests, instant  
  messaging involves the quick  
  dispatch of pictures and short  
 text and voice messages  
 via apps like WhatsApp. It has now  
 largely superseded SMS and MMS.

Make-up tutorials
 Social media is used to circulate  
 short user-generated videos that  
 serve as tutorials providing a  
 step-by-step explanation of a  
 particular topic or operation.  
Make-up tutorials represent a popular 
format for introducing cosmetic 
products and techniques and have now  
 established themselves as a discrete  
 genre with a specific community  
 on a wide range of platforms. Owing 
to its uncontroversial, nondescript 
content, this popular online format is 
increasingly being used to put  
  out veiled political messages  
  whose content would otherwise  
  become subject to censorship  
  and be deleted.  
 The users thus provide information  
 not only about lip gloss and  
 eyeshadow but also about government  
 abuses and political impropriety:  
an example here is a make-up tutorial 
in summer 2020 by US Congresswoman  
 Alexandria Ocasio-Cortez that was  
 distributed by Vogue and contained  
 a feminist, political message. 

Memes
  Memes are mostly humorous images  
  and videos that are shared  
  and edited by users of social  
  media.  
 In most cases, they are humorous,  
 ironic or caustic comments on  
 social, political and cultural  
 issues or current affairs.  
They can be made with the help of a meme 
generator, which can crop the images 
(mostly sourced from the internet) into 
a rectangular form and overlay them  
with a short text, usually written in 
the Impact typeface. The most popular 
animal used for memes is the cat. The 
furry feline appears, for example, as 
lolcat (derived from the abbreviation 
LOL, or “laugh out loud”, and the word 
cat) or as ceiling cat.

The term meme is derived from the 
Greek word mimēma (“imitate”) and 
was coined by the evolutionary 
biologist Richard Dawkins in The 
Selfish Gene in 1976. In the wake 
of digitisation, this  definition  
was eventually used to describe  
the viral internet phenomena of 
image-text creations.

Networked image
The networked image represents a  
significant shift in the evolution of 
photography and its modes of usage. 

While its analogue predecessor was 
mostly distributed in printed form 
– as a print on paper, glass or 
metal, or a copy in newspapers, 
magazines and books or on posters – 
the networked image is a photograph 
recorded with a digital camera, 
a smartphone, drones, scans  
or surveillance cameras – or, in  
the case of memes, GIFs and  
computer-generated images (CGI), 
created entirely digitally and 
circulated online on social media.  
The technical precondition is the 
combination of camera and image  
processing with the internet, 
allowing photos to be disseminated 
via digital networks and platforms 
immediately or just after they  
have been taken. 

Capturing a moment in time is no longer 
the primary reason for taking a photo; 
rather, it is more about communicating 
and sharing, which is why the networked 
image is also called the “distributed 
image” or “conversational image”.

Online community
 An online community is an organised  
 group of people who communicate and 
interact with each other in virtual 
spaces online. They organise themselves  
 via social media, photo-sharing  
 platforms, internet forums, and  
 through avatars on websites and in  
 video games.

Reaction video/ 
Attention economy
 A reaction video is typically posted  
 online on social media. Instead of 
showing the actual event, it consists 
of a series of different people 
reacting to what has been filmed. While  

 these videos have their origins in  
 the Japanese TV shows of the 1970s,  
 they mainly circulate today on the  
  popular video platform YouTube.  
  The emotions of the people on  
  camera, which may range from  
 laughter to disgust, pity and fear,  
 are relayed to the viewers, making 
the videos part of the attention 
economy and an apt expression of it,  
as attention is turned into a good that 
can be exploited within a value-added 
chain. Converted into a lucrative  
 resource, an economic asset and form  
 of social currency, spectatorship  
 is thus integrated more strongly than  
 ever into capitalist cycles. 

Our likes, clicks and shares fuel 
this system and ultimately make us 
complicit in it. 

Screenshot
 The screenshot, a snapshot of  
 a screen, freezes a moment at  
  the touch of a button or the  
  push of a key just like a  
  digital or analogue camera and  
  is therefore considered a  
  photographic medium.  
 The screenshot function is  
 written into the software and can  
 be recorded by almost any screen- 
 based electronic device – be it  
 a computer, smartphone or game  
 console.  
It can be saved as a file, copied to 
the clipboard, printed directly or 
immediately shared online. 
 We are often unaware of the degree  
 to which screenshots determine  
 and organise our everyday lives. 
 Whether as a reminder of recipe  
  ingredients for a trip to the  
  shops, the next train connection,  
 the description of a route on a  
 journey where there is no mobile  
  data access or a snapshot  
  from our last video phone call,  
  screenshots are an integral  
  part of our networked  
  culture today. 

Second Life
 The virtual online world Second Life  
 was released by Linden Lab in 2003.  
 It gives users the opportunity to  
 design their own 3D environments  
  and to inhabit them as avatars,  
  i.e. virtual alter egos. 
  Users can communicate and  
  interact with one another via  
  their avatars and even offer  
  services and goods that can be  
  traded with a specially created  
  currency.  
 They can also team up to design  
 their environment and individual  
 look.  
This provides anonymity, while also 
enabling virtual interest groups to  
 come together, particularly in  
 the area of role play. 
 Second Life’s international reach  
 and unrestricted scope for   

creativity mean that it  
has also been discovered by  
artists and is widely used in  
the art world. Once one of  
the largest online communities,  
Second Life has, however,  
seen its number of active  
users and media presence  
diminish significantly in  
recent years.

Selfie
Derived from the word “self”, the 
selfie is a picture that shows the face 
of the photographer, who has  
 typically taken the photo themselves  
 using a smartphone held at arm’s  
 length. 
  People upload and send selfies  
  via apps like Instagram or  
  WhatsApp, a phenomenon that  
  took off with the emergence  
  of social media in the 2010s. 
 The selfie is not to be confused  
 with the traditional photographic  
 self-portrait but should rather be  
 seen in the context of the networked  
 image and as a contemporary means of  
 communication. 
It forms part of a larger social or 
even economic network that generates 
its own iconography and practices. 
 For this reason, the US American  
 political scientist Jodi Dean also  
describes the selfie as the “imitation  
of others and our imitation of each other”. 
  In this way, selfies (re-)produce  
  ideas of culture, social class or  
  gender in the digital realm. 

Sharing 
Sharing is a popular practice in the 
internet era. Networked images are often  
produced and post-processed with the aim 
of sharing them with friends, specific 
communities or an anonymous audience. 

  This content is disseminated –  
  uploaded, liked and shared – via  
  photo-sharing platforms like Flickr  
 (2004), photoblogs (e.g. WordPress,  
 2005), social media networks like  
 Facebook (2004), Twitter (2006),  
 Instagram (2010) and TikTok (2016)  
 or instant messaging apps like  
 WhatsApp (2009) and Snapchat (2011). 
Photosharing came out of what was 
called Web 2.0 (2004), which made it 
possible to actively share content on 
the World Wide Web. 

As a result, much of what was once
shared only in the private sphere 
has shifted to a (semi-)public 
space – sometimes without there 
being any kind of conscious 
decision behind it.

Smartphone 
photography

There is scarcely any other medium 
that is as firmly anchored in 
our everyday lives as smartphone  
photography. 
We use it to store information and 
capture important moments in our 
lives, sharing quickly and effort-
lessly the pictures we take with our 
family, friends and online contacts. 

Developments over the past thirty years 
have made this possible, from Toshiba’s 
first mobile phone in 1999 with a  
built-in low-resolution camera, to the  
image-based MMS (Multimedia Messaging 
Service) which evolved from the SMS

(Short Message Service) at the end 
of the 2000s, to the emergence of 
the web-enabled smartphone with 
Apple’s first iPhone in 2007 that had
a built-in 2 megapixel digital camera. 

This combination of mobile 
cameras and social media apps or 
instant messaging systems like 
WhatsApp, which allow direct 
access to online distribution 
channels, has led to an  
unprecedented degree of circulation 
of photographic images. 

Social Media
 Social media are digital platforms  
 that make it possible for users to  
 have contact with each other 
virtually and to create and distribute 
their own content (images, texts, videos,  
etc.), so-called “user-generated content”. 
 Social media platforms include  
 Facebook, Instagram, Snapchat,  
 TikTok, Twitter and YouTube.  
By virtue of these platforms, photographs 
and videos have had a decisive impact 
on our lives and our society: they have 
made it possible for us to involve 
family and friends in our everyday 
lives, independent of time and place, 
quickly, easily and more or less 
in real time. Networked images put 
us in a new position, whereby we are 
simultaneously  
 producers, consumers and  
 distributors, while they spawn new  
 forms of visual communication,   
  such as memes, selfies and GIFs.  
  Our social exchange is  
  increasingly conducted via  
photographic content that is  
posted, liked, shared, screenshotted, 
downloaded, reprocessed and  
circulated. 

Software
Software refers to all the programs 
on a computer. It controls the 
computer and issues commands. 

Common examples are the Microsoft  
Office software package, including Word, 
Excel and PowerPoint, or the Adobe 
image- and video-editing software. 

User
 The term user not only refers  
 to people operating networked  
 devices like computers, laptops, 
tablets and smartphones but also anyone 
making use of digital apps, online 
communities and social media. Since  
 users can take on different roles –  
 as passive followers (following  
 people, institutions and companies  
 on social media), as gamers or as  
 bloggers or vloggers (active authors 
and editors of text and video posts), 
their online activity can assume a 
variety of different forms.

Virtual
 The term virtual denotes images  
 and worlds – Second Life, for  
 example – that are generated in the 
computer and either simulate reality  
in photorealistic terms or, depending 
on the technical options available,  
can be designed as desired to suit 
the promptings of one’s fantasy and 
imagination.  

Web 2.0 
  Web 2.0 – often referred to as  
  the “Participative Web” or  
  “Social Web” – was first  
  popularised in the mid-2000s:  
 it opened the door to user-generated  
 content and allowed people to  
 exchange ideas with an online 
community within the context of social 
media. In terms of internet usage, this 
constituted a significant  
 modification of the first-generation  
 internet, the Web 1.0 era, in which  
 users were initially restricted to  
 passively viewing content offered by  
  website operators. Examples  
  of Web 2.0 features include  
  social media platforms like  
  Facebook, Twitter and Instagram, 

collaboratively created online 
encyclopaedias such as Wikipedia, 
tagging systems – which index 
keywords on websites and in

links –, video-sharing sites like 
YouTube, image-sharing sites  
like Flickr and participative web 
applications.

Further terms relating to contemporary 
forms of photography and its history can 
be found as a timeline and glossary at  
 www.photographic-flux.com,  
 a project by Fotomuseum Winterthur.

  

Glossary
A–Z

Algorithm
An algorithm is a set of instructions 
that define the exact steps by which a 
computer program or a piece of soft-
ware executes tasks. 

Algorithms determine what you see on 
the internet: for example, when you 
do an online search for a computer 
game, the ordering of the web pages 
that are displayed is specified by 
an algorithm.

App(lication)
A computer program that is already  
installed on a device (especially on 

mobile devices like smartphones  
and tablets) or can be downloaded  
as an add-on feature. 

Apps include image-editing 
software, computer games, email 
programs, etc.

Avatar
 Avatars are graphical representations,  
 animations and caricatures that 

users can choose and create  
online, in video games, on  
community websites like  
Second Life, in internet forums 

or on social media, in the  
form of virtual game characters 
and action figures or online 
personalities. 

The term was originally coined by  
US American author Neal Stephenson in 
his science-fiction novel Snow Crash 
(1992), with its depictions of  
proxy graphical characters in the 
metaverse, a fictional virtual world on 
the internet. 

Avatars can often be fully 
configured and edited – they range 
from humanoid figures to animals and 
fantasy creatures. While some are 
only deployed as 2D images, others 
can be run as 3D models (CGI)

in virtual worlds, where they  
can communicate, act and interact 
in real time. Even though avatars 
can operate as virtual proxies, 
they allow users to conceal their 
true identity by retreating 
behind an anonymous persona and 
fantasy projections.

Big Brother 
In the context of today’s online  
culture, the term Big Brother stands 
for a totalitarian surveillance 
apparatus (state or private) that 
is able to access all our public and 
private information by monitoring, 
collecting and analysing the data we 
leave behind online with every Google 
search, every bank transaction and 
every “like” on social media.  
  The term was first coined  
  by George Orwell in his dystopian  
  novel 1984, a fictional account  
  of a surveillance system that is  
 ever-present yet remains invisible –  
 an idea inspired by the figure  
 of the Soviet dictator Stalin.  
 The expression was popularised by the  
 reality TV show Big Brother, in which  
a group of people living together under 
the constant eye of video cameras enact 
their day-to-day lives as a form of  
 extrovert exhibitionism that  
 caters to the voyeuristic gaze of an  
 international TV audience.

Bot
A bot – the word is derived from robot –
is an automated computer program that 
can carry out repetitive tasks on its own.  
 In recent years, the “social bots”  
 that are used on social media  
 platforms like Facebook and Twitter  
 have made headlines.  
Taking the form of human actors and 
disguised behind fake profiles, social 
bots are programmed to respond 
automatically to particular keywords by 
liking, commenting on and sharing posts 
or even publishing content themselves.  
  They are increasingly being used  
  as part of election campaigns and  
  to spread misinformation. 
 “Chat bots”, meanwhile, are designed  
 to communicate interactively with  
 users by means of a text-based  
 dialogue system, and search engine  
 bots, or “web crawlers”, automatically  
 trawl the internet looking for    
websites that they can then index    
and make findable via the Google search 
function. Bots thus encroach 
significantly on our everyday lives and 
play a major part in how information 
circulates online.

Computer-generated 
imagery (CGI)
 Computer-generated imagery, or CGI  
 for short, is a term drawn from the  
 world of film production.  
CGI is not recorded with a (film or 
photo) camera but computer-generated  
  as two- or three-dimensional  
  graphic images (computer  
  graphics) and set in motion  
  (computer animation).  
 CGI is used in films, video games,  
 art and advertising – it is also  
 deployed in other areas, such as   
 medical imaging, simulations  
 or 3D-architectural models.  
The first developments in photorealistic  
CGI – and thus the computer’s evolution 
as a visual medium modelled on

photography – date back to advances  
made in the 1970s that were largely 
driven by the film industry, especially 
in the area of special effects.

Computational  
photography
Computational imaging systems, based on 
software and algorithms, have become an 
important part of today’s digital and 
smartphone cameras.  
 One simple example is the common  
 panorama function available on 
 smartphone apps and digital cameras,  
 where an algorithm calculates  
 and puts together multiple images  
 into a seamless continuous picture.  
More complex use of computation 
in photography can be found in so-
called machine vision and machine 
learning algorithms.  
  These are programs that analyse  
  the image data and draw out  
  specific information. Think of  
 current software that recognises  
 faces or detects objects, auto- 
 editing tools or (face) filters  
 that modify the live camera feed  
 of one’s smartphone on apps like  
 Snapchat and Instagram.  
Augmented Reality, Virtual Reality and 
computer-generated images are  
 all examples of how computation  
 and software extend and transform  
 photography and our understanding of it.

Content moderation
Every day millions of photos are uploaded  
to social media. This includes material 
that is violent, pornographic and offensive.
 To filter this out as quickly as  
 possible, internet giants like  
 Facebook, YouTube, Google or Twitter  
  employ people – so-called  
  content moderators – to click  
  through the content and clean 
up the visible interface by removing 
images of violence, torture, suicide, 
terrorism, rape or child pornography.  
 These moderators need to decide  
 in a matter of seconds what kind  
 of material they are dealing with  
 and whether it violates guidelines. 
Often contracted via external companies 
and working from developing and 
emerging economies, workers need to 
sign a non-disclosure agreement and 
receive low wages.  
 Due to the lack of psychological  
 support and their exposure to deeply  
 disturbing images, they are prone to  
 post-traumatic stress disorder.

Darknet
The darknet is often characterised as 
the “shady side of the internet”.  
 Unlike the internet we use on a  
 day-to-day basis, which is available  
 to anyone with a standard browser  
 and whose content is findable using 
search engines like Google, the darknet 
can only be accessed with the help of 
special software. 

The so-called Tor browser, which 
enables access, ensures that the 
data traffic is fully encrypted. 

 This means that all activities can  
 be carried out anonymously and are  
 untraceable, which is why the 
darknet regularly makes the headlines 
owing to its association with criminal 
activities such as drug trafficking 
and arms dealing, pirate copying and 
offensive content. 

The anonymity and invisibility it  
affords also benefit activists,  
whistle-blowers and journalists.  
Finally the darknet is used by some 
artists as a material repository  
or even as an exhibition space.

Data images
 A photographic image shot with a  
 smartphone or a modern-day camera  
 or captured as a screenshot is digital.  
It consists of electronic data stored 
in the form of a binary code made up of 
zeros and ones, which appear on  

 the screen as a photograph thanks  
 to algorithms – precisely defined  
 series of instructions on the basis  
 of which a computer program will  
 carry out specific tasks step by step.  
 An image file also stores additional  
 data that is invisible to the eye,  
 so-called metadata.  
Metadata provides information, for 
example, about the date and time  
  a photograph was taken and the 
  geographical coordinates of  
  where it was shot.  
 This means that when we circulate  
 images, we give away more  
 information about ourselves than  
 we are usually aware of.  
It is common for massive amounts of 
image data to accumulate on our digital 
devices over a period of decades.  
 Although this may seem immaterial,  
 the storage depends on space and  
 material objects like hardware and  
 infrastructure, in turn having  
 a major ecological impact on the  
 environment.

Face filters/
Augmented Reality
Face filters like the ones provided by 
Snapchat are Augmented Reality (AR) 
applications that allow us to insert 
virtual filters onto our face in real 
time when taking a selfie.  
 AR is a technology that  
 enables users to visually connect  
 the real world with virtual objects,  
 either by superimposing computer- 
 generated objects on a real space  
or conflating the two in a process of 
fusion. For this reason, AR is also known 
as Enhanced Reality or Mixed Reality.  
 The hybrid nature of AR  
 distinguishes it from Virtual  
 Reality (VR). While AR supplements  
 reality, VR is a complete simulation  
  of the visible environment,  
  immersing users in the feeling of  
  being in another world.  
 AR has become a familiar feature of  
 modern life in the form of the

Nintendo mobile game Pokémon Go, which 
became a global craze in 2016, or 
smart glasses such as Google Glass, a 
product that was released on the US 
market as a beta version in 2014. 
AR is also used in engineering, 
medicine, advertising, art and 
entertainment as well as in the  
military industry. 

Generation Y (Millennials)  
and Generation Z
 Generation Y (Gen Y, for short) or  
 Millennials are people born between  
 the early 1980s and late 1990s.  
 On the one hand, this group is 
 regarded as having a tendency  
 to question (the letter Y standing  
 metaphorically for Why?), while,  
  on the other, they are also  
  considered to be “digital  
  natives” who grew up in the  
 internet age and are characterised  
 by an affinity for technology.  
 Most of them got to know the World 
Wide Web, MP3 players, SMS messaging, 
mobile phones, smartphones and tablet 
PCs in their late teens. 
 The defining historical events for  
 this generation are the Columbine  
 High School shootings (1999), the  
 terrorist attacks of 11 September 2001,  
  the war in Afghanistan (from  
  2001 on), the introduction of  
  the euro (2002), the Iraq War  
  (2003), the tsunami disaster 
(2004) and various financial crises. 
Generation Z (Gen Z, for short), which 
is assigned to the period from 2000 

onwards, usually have an intuitive  
edge over older generations in terms  
of digital technologies and  
platforms, as they were born into  
pre-existing digital infrastructures 
–smartphones, Web 2.0 – and grew up 
using them and seeing them evolving. 
Gen Z is also seen as becoming 
increasingly politicised, especially 
in relation to issues like climate 
change activism and the 
#BlackLivesMatter movement.

GIF
The Graphics Interchange Format, or 
GIF for short, is an image file  
that is compressed in size and can thus 
be distributed more quickly.  
 In the first years of the internet  
 around 1990, GIFs became the  
 standard format for colour images.  
  While the JPEG format took over  
  in 1993 and is more commonly  
  used today, the advantage of the  
  GIF was that several individual  
 images, overlaid on one another,   
 could be stored in a single file and 
 displayed in web browsers as  
 animations.  
  Thus, they were often used in  
  static websites as moving images. 

This helped GIFs make a comeback in  
the 2010s. Similar to memes, animated 
GIFs first gained currency on  
image-sharing platforms and internet 

forums, before spreading to 
social media as a means of 
communication and later shared 
through instant messaging  
systems like WhatsApp from  
the late 2010s on. 

GIFs are sent as comments, emotional 
reactions, quotes or purely for 

entertainment, often making 
reference to current events or 
showing people from popular 
culture. 

Gig economy/
Crowdsourcing
The gig economy is the outsourcing of 
minor, short-term jobs to independent 
self-employed contractors, freelancers  
 or those in marginal employment.  
 Online platforms are often used to  
 make it easier for companies  
 to contact contract workers. 
Some prominent examples here are 
private transport services like Uber 
or food delivery couriers such as 
Deliveroo and Foodora.  
 The people operating these platforms  
 often take a commission, while  
 the workers have to provide their  
 own resources up front, such as  
 mobile phones and vehicles, in order  
 to do the job. 

Services of all kinds are offered 
via the gig economy – from social 
media marketing to financial 
accounting and logo design. 
Through crowdsourcing, companies 
often outsource certain tasks  
to a distributed group of users.

 Although gig working is a simple  
 and flexible way of making extra  
 money, it comes under fire for the  
 poor conditions that people must 
often work in and the lack of any 
benefits like health, unemployment or 
pension insurance.

Hardware
 Hardware, as distinct from software,  
 refers to all the components in  
a computer that manifest physically, 
i.e. all the material components – both 
mechanical and electronic – of  
 a desktop PC or laptop, including  
 the screen, keyboard, hard disk,  
 graphics card and power cable.

Imaginary audience 
 The term describes a psychological  
 state in which a person imagines  
and is convinced that their every   
action is being watched by an audience. 
 The condition was first described  
 in 1967 by child psychologist David  
 Elkind, who observed how some  
  people, especially teenagers, are  
  unable to properly distinguish  
  between their own ego and the 
  outside world and thus transfer  
  the formation of their thoughts  
  and sense of self-worth onto  
  external figures.  
 The conjuring up of an imaginary  
 audience, which can happen to people  
 of all ages, has become reality  
 to some degree for all users of  
 social media and online communities: 
the content that we share on these 
platforms is directed at an audience 
whose actual composition and reach 

we do not know – we thus increasingly  
internalise the view and opinions  
of an imaginary audience and define 
our self-image (and self-esteem) on 
the basis of external reactions.

In-game  
photography
The term in-game photography refers 
to screenshots taken while playing  
a video game, which has become an art  
 genre in its own right. Video games  
 as entertainment and experiential  
 spaces often develop in association  
 with the film industry, therefore  
 spawning image worlds that strive  
 towards photorealism. 

Numerous players roam these 
digital game worlds not to follow 
the actual game instructions  
but rather focusing entirely on  
landscapes, portraits or 
architectures, very much in the 
mould of traditional photography. 

Meanwhile, many games, and even the 
controllers, have a built-in photo 
mode that allows people to take 
screenshots and share them online. 

For example, at the touch of a button, 
Spiderman can take a selfie on 
PlayStation 4 that can be stored and 
viewed in a digital album.  
  This transforms the characters  
  adopted by the gamers, also known  
  as avatars, into virtual  
  photographers.

Instant messaging
  As the name suggests, instant  
  messaging involves the quick  
  dispatch of pictures and short  
 text and voice messages  
 via apps like WhatsApp. It has now  
 largely superseded SMS and MMS.

Make-up tutorials
 Social media is used to circulate  
 short user-generated videos that  
 serve as tutorials providing a  
 step-by-step explanation of a  
 particular topic or operation.  
Make-up tutorials represent a popular 
format for introducing cosmetic 
products and techniques and have now  
 established themselves as a discrete  
 genre with a specific community  
 on a wide range of platforms. Owing 
to its uncontroversial, nondescript 
content, this popular online format is 
increasingly being used to put  
  out veiled political messages  
  whose content would otherwise  
  become subject to censorship  
  and be deleted.  
 The users thus provide information  
 not only about lip gloss and  
 eyeshadow but also about government  
 abuses and political impropriety:  
an example here is a make-up tutorial 
in summer 2020 by US Congresswoman  
 Alexandria Ocasio-Cortez that was  
 distributed by Vogue and contained  
 a feminist, political message. 

Memes
  Memes are mostly humorous images  
  and videos that are shared  
  and edited by users of social  
  media.  
 In most cases, they are humorous,  
 ironic or caustic comments on  
 social, political and cultural  
 issues or current affairs.  
They can be made with the help of a meme 
generator, which can crop the images 
(mostly sourced from the internet) into 
a rectangular form and overlay them  
with a short text, usually written in 
the Impact typeface. The most popular 
animal used for memes is the cat. The 
furry feline appears, for example, as 
lolcat (derived from the abbreviation 
LOL, or “laugh out loud”, and the word 
cat) or as ceiling cat.

The term meme is derived from the 
Greek word mimēma (“imitate”) and 
was coined by the evolutionary 
biologist Richard Dawkins in The 
Selfish Gene in 1976. In the wake 
of digitisation, this  definition  
was eventually used to describe  
the viral internet phenomena of 
image-text creations.

Networked image
The networked image represents a  
significant shift in the evolution of 
photography and its modes of usage. 

While its analogue predecessor was 
mostly distributed in printed form 
– as a print on paper, glass or 
metal, or a copy in newspapers, 
magazines and books or on posters – 
the networked image is a photograph 
recorded with a digital camera, 
a smartphone, drones, scans  
or surveillance cameras – or, in  
the case of memes, GIFs and  
computer-generated images (CGI), 
created entirely digitally and 
circulated online on social media.  
The technical precondition is the 
combination of camera and image  
processing with the internet, 
allowing photos to be disseminated 
via digital networks and platforms 
immediately or just after they  
have been taken. 

Capturing a moment in time is no longer 
the primary reason for taking a photo; 
rather, it is more about communicating 
and sharing, which is why the networked 
image is also called the “distributed 
image” or “conversational image”.

Online community
 An online community is an organised  
 group of people who communicate and 
interact with each other in virtual 
spaces online. They organise themselves  
 via social media, photo-sharing  
 platforms, internet forums, and  
 through avatars on websites and in  
 video games.

Reaction video/ 
Attention economy
 A reaction video is typically posted  
 online on social media. Instead of 
showing the actual event, it consists 
of a series of different people 
reacting to what has been filmed. While  

 these videos have their origins in  
 the Japanese TV shows of the 1970s,  
 they mainly circulate today on the  
  popular video platform YouTube.  
  The emotions of the people on  
  camera, which may range from  
 laughter to disgust, pity and fear,  
 are relayed to the viewers, making 
the videos part of the attention 
economy and an apt expression of it,  
as attention is turned into a good that 
can be exploited within a value-added 
chain. Converted into a lucrative  
 resource, an economic asset and form  
 of social currency, spectatorship  
 is thus integrated more strongly than  
 ever into capitalist cycles. 

Our likes, clicks and shares fuel 
this system and ultimately make us 
complicit in it. 

Screenshot
 The screenshot, a snapshot of  
 a screen, freezes a moment at  
  the touch of a button or the  
  push of a key just like a  
  digital or analogue camera and  
  is therefore considered a  
  photographic medium.  
 The screenshot function is  
 written into the software and can  
 be recorded by almost any screen- 
 based electronic device – be it  
 a computer, smartphone or game  
 console.  
It can be saved as a file, copied to 
the clipboard, printed directly or 
immediately shared online. 
 We are often unaware of the degree  
 to which screenshots determine  
 and organise our everyday lives. 
 Whether as a reminder of recipe  
  ingredients for a trip to the  
  shops, the next train connection,  
 the description of a route on a  
 journey where there is no mobile  
  data access or a snapshot  
  from our last video phone call,  
  screenshots are an integral  
  part of our networked  
  culture today. 

Second Life
 The virtual online world Second Life  
 was released by Linden Lab in 2003.  
 It gives users the opportunity to  
 design their own 3D environments  
  and to inhabit them as avatars,  
  i.e. virtual alter egos. 
  Users can communicate and  
  interact with one another via  
  their avatars and even offer  
  services and goods that can be  
  traded with a specially created  
  currency.  
 They can also team up to design  
 their environment and individual  
 look.  
This provides anonymity, while also 
enabling virtual interest groups to  
 come together, particularly in  
 the area of role play. 
 Second Life’s international reach  
 and unrestricted scope for   

creativity mean that it  
has also been discovered by  
artists and is widely used in  
the art world. Once one of  
the largest online communities,  
Second Life has, however,  
seen its number of active  
users and media presence  
diminish significantly in  
recent years.

Selfie
Derived from the word “self”, the 
selfie is a picture that shows the face 
of the photographer, who has  
 typically taken the photo themselves  
 using a smartphone held at arm’s  
 length. 
  People upload and send selfies  
  via apps like Instagram or  
  WhatsApp, a phenomenon that  
  took off with the emergence  
  of social media in the 2010s. 
 The selfie is not to be confused  
 with the traditional photographic  
 self-portrait but should rather be  
 seen in the context of the networked  
 image and as a contemporary means of  
 communication. 
It forms part of a larger social or 
even economic network that generates 
its own iconography and practices. 
 For this reason, the US American  
 political scientist Jodi Dean also  
describes the selfie as the “imitation  
of others and our imitation of each other”. 
  In this way, selfies (re-)produce  
  ideas of culture, social class or  
  gender in the digital realm. 

Sharing 
Sharing is a popular practice in the 
internet era. Networked images are often  
produced and post-processed with the aim 
of sharing them with friends, specific 
communities or an anonymous audience. 

  This content is disseminated –  
  uploaded, liked and shared – via  
  photo-sharing platforms like Flickr  
 (2004), photoblogs (e.g. WordPress,  
 2005), social media networks like  
 Facebook (2004), Twitter (2006),  
 Instagram (2010) and TikTok (2016)  
 or instant messaging apps like  
 WhatsApp (2009) and Snapchat (2011). 
Photosharing came out of what was 
called Web 2.0 (2004), which made it 
possible to actively share content on 
the World Wide Web. 

As a result, much of what was once
shared only in the private sphere 
has shifted to a (semi-)public 
space – sometimes without there 
being any kind of conscious 
decision behind it.

Smartphone 
photography

There is scarcely any other medium 
that is as firmly anchored in 
our everyday lives as smartphone  
photography. 
We use it to store information and 
capture important moments in our 
lives, sharing quickly and effort-
lessly the pictures we take with our 
family, friends and online contacts. 

Developments over the past thirty years 
have made this possible, from Toshiba’s 
first mobile phone in 1999 with a  
built-in low-resolution camera, to the  
image-based MMS (Multimedia Messaging 
Service) which evolved from the SMS

(Short Message Service) at the end 
of the 2000s, to the emergence of 
the web-enabled smartphone with 
Apple’s first iPhone in 2007 that had
a built-in 2 megapixel digital camera. 

This combination of mobile 
cameras and social media apps or 
instant messaging systems like 
WhatsApp, which allow direct 
access to online distribution 
channels, has led to an  
unprecedented degree of circulation 
of photographic images. 

Social Media
 Social media are digital platforms  
 that make it possible for users to  
 have contact with each other 
virtually and to create and distribute 
their own content (images, texts, videos,  
etc.), so-called “user-generated content”. 
 Social media platforms include  
 Facebook, Instagram, Snapchat,  
 TikTok, Twitter and YouTube.  
By virtue of these platforms, photographs 
and videos have had a decisive impact 
on our lives and our society: they have 
made it possible for us to involve 
family and friends in our everyday 
lives, independent of time and place, 
quickly, easily and more or less 
in real time. Networked images put 
us in a new position, whereby we are 
simultaneously  
 producers, consumers and  
 distributors, while they spawn new  
 forms of visual communication,   
  such as memes, selfies and GIFs.  
  Our social exchange is  
  increasingly conducted via  
photographic content that is  
posted, liked, shared, screenshotted, 
downloaded, reprocessed and  
circulated. 

Software
Software refers to all the programs 
on a computer. It controls the 
computer and issues commands. 

Common examples are the Microsoft  
Office software package, including Word, 
Excel and PowerPoint, or the Adobe 
image- and video-editing software. 

User
 The term user not only refers  
 to people operating networked  
 devices like computers, laptops, 
tablets and smartphones but also anyone 
making use of digital apps, online 
communities and social media. Since  
 users can take on different roles –  
 as passive followers (following  
 people, institutions and companies  
 on social media), as gamers or as  
 bloggers or vloggers (active authors 
and editors of text and video posts), 
their online activity can assume a 
variety of different forms.

Virtual
 The term virtual denotes images  
 and worlds – Second Life, for  
 example – that are generated in the 
computer and either simulate reality  
in photorealistic terms or, depending 
on the technical options available,  
can be designed as desired to suit 
the promptings of one’s fantasy and 
imagination.  

Web 2.0 
  Web 2.0 – often referred to as  
  the “Participative Web” or  
  “Social Web” – was first  
  popularised in the mid-2000s:  
 it opened the door to user-generated  
 content and allowed people to  
 exchange ideas with an online 
community within the context of social 
media. In terms of internet usage, this 
constituted a significant  
 modification of the first-generation  
 internet, the Web 1.0 era, in which  
 users were initially restricted to  
 passively viewing content offered by  
  website operators. Examples  
  of Web 2.0 features include  
  social media platforms like  
  Facebook, Twitter and Instagram, 

collaboratively created online 
encyclopaedias such as Wikipedia, 
tagging systems – which index 
keywords on websites and in

links –, video-sharing sites like 
YouTube, image-sharing sites  
like Flickr and participative web 
applications.

Further terms relating to contemporary 
forms of photography and its history can 
be found as a timeline and glossary at  
 www.photographic-flux.com,  
 a project by Fotomuseum Winterthur.

  

Glossary
A–Z

Algorithm
An algorithm is a set of instructions 
that define the exact steps by which a 
computer program or a piece of soft-
ware executes tasks. 

Algorithms determine what you see on 
the internet: for example, when you 
do an online search for a computer 
game, the ordering of the web pages 
that are displayed is specified by 
an algorithm.

App(lication)
A computer program that is already  
installed on a device (especially on 

mobile devices like smartphones  
and tablets) or can be downloaded  
as an add-on feature. 

Apps include image-editing 
software, computer games, email 
programs, etc.

Avatar
 Avatars are graphical representations,  
 animations and caricatures that 

users can choose and create  
online, in video games, on  
community websites like  
Second Life, in internet forums 

or on social media, in the  
form of virtual game characters 
and action figures or online 
personalities. 

The term was originally coined by  
US American author Neal Stephenson in 
his science-fiction novel Snow Crash 
(1992), with its depictions of  
proxy graphical characters in the 
metaverse, a fictional virtual world on 
the internet. 

Avatars can often be fully 
configured and edited – they range 
from humanoid figures to animals and 
fantasy creatures. While some are 
only deployed as 2D images, others 
can be run as 3D models (CGI)

in virtual worlds, where they  
can communicate, act and interact 
in real time. Even though avatars 
can operate as virtual proxies, 
they allow users to conceal their 
true identity by retreating 
behind an anonymous persona and 
fantasy projections.

Big Brother 
In the context of today’s online  
culture, the term Big Brother stands 
for a totalitarian surveillance 
apparatus (state or private) that 
is able to access all our public and 
private information by monitoring, 
collecting and analysing the data we 
leave behind online with every Google 
search, every bank transaction and 
every “like” on social media.  
  The term was first coined  
  by George Orwell in his dystopian  
  novel 1984, a fictional account  
  of a surveillance system that is  
 ever-present yet remains invisible –  
 an idea inspired by the figure  
 of the Soviet dictator Stalin.  
 The expression was popularised by the  
 reality TV show Big Brother, in which  
a group of people living together under 
the constant eye of video cameras enact 
their day-to-day lives as a form of  
 extrovert exhibitionism that  
 caters to the voyeuristic gaze of an  
 international TV audience.

Bot
A bot – the word is derived from robot –
is an automated computer program that 
can carry out repetitive tasks on its own.  
 In recent years, the “social bots”  
 that are used on social media  
 platforms like Facebook and Twitter  
 have made headlines.  
Taking the form of human actors and 
disguised behind fake profiles, social 
bots are programmed to respond 
automatically to particular keywords by 
liking, commenting on and sharing posts 
or even publishing content themselves.  
  They are increasingly being used  
  as part of election campaigns and  
  to spread misinformation. 
 “Chat bots”, meanwhile, are designed  
 to communicate interactively with  
 users by means of a text-based  
 dialogue system, and search engine  
 bots, or “web crawlers”, automatically  
 trawl the internet looking for    
websites that they can then index    
and make findable via the Google search 
function. Bots thus encroach 
significantly on our everyday lives and 
play a major part in how information 
circulates online.

Computer-generated 
imagery (CGI)
 Computer-generated imagery, or CGI  
 for short, is a term drawn from the  
 world of film production.  
CGI is not recorded with a (film or 
photo) camera but computer-generated  
  as two- or three-dimensional  
  graphic images (computer  
  graphics) and set in motion  
  (computer animation).  
 CGI is used in films, video games,  
 art and advertising – it is also  
 deployed in other areas, such as   
 medical imaging, simulations  
 or 3D-architectural models.  
The first developments in photorealistic  
CGI – and thus the computer’s evolution 
as a visual medium modelled on

photography – date back to advances  
made in the 1970s that were largely 
driven by the film industry, especially 
in the area of special effects.

Computational  
photography
Computational imaging systems, based on 
software and algorithms, have become an 
important part of today’s digital and 
smartphone cameras.  
 One simple example is the common  
 panorama function available on 
 smartphone apps and digital cameras,  
 where an algorithm calculates  
 and puts together multiple images  
 into a seamless continuous picture.  
More complex use of computation 
in photography can be found in so-
called machine vision and machine 
learning algorithms.  
  These are programs that analyse  
  the image data and draw out  
  specific information. Think of  
 current software that recognises  
 faces or detects objects, auto- 
 editing tools or (face) filters  
 that modify the live camera feed  
 of one’s smartphone on apps like  
 Snapchat and Instagram.  
Augmented Reality, Virtual Reality and 
computer-generated images are  
 all examples of how computation  
 and software extend and transform  
 photography and our understanding of it.

Content moderation
Every day millions of photos are uploaded  
to social media. This includes material 
that is violent, pornographic and offensive.
 To filter this out as quickly as  
 possible, internet giants like  
 Facebook, YouTube, Google or Twitter  
  employ people – so-called  
  content moderators – to click  
  through the content and clean 
up the visible interface by removing 
images of violence, torture, suicide, 
terrorism, rape or child pornography.  
 These moderators need to decide  
 in a matter of seconds what kind  
 of material they are dealing with  
 and whether it violates guidelines. 
Often contracted via external companies 
and working from developing and 
emerging economies, workers need to 
sign a non-disclosure agreement and 
receive low wages.  
 Due to the lack of psychological  
 support and their exposure to deeply  
 disturbing images, they are prone to  
 post-traumatic stress disorder.

Darknet
The darknet is often characterised as 
the “shady side of the internet”.  
 Unlike the internet we use on a  
 day-to-day basis, which is available  
 to anyone with a standard browser  
 and whose content is findable using 
search engines like Google, the darknet 
can only be accessed with the help of 
special software. 

The so-called Tor browser, which 
enables access, ensures that the 
data traffic is fully encrypted. 

 This means that all activities can  
 be carried out anonymously and are  
 untraceable, which is why the 
darknet regularly makes the headlines 
owing to its association with criminal 
activities such as drug trafficking 
and arms dealing, pirate copying and 
offensive content. 

The anonymity and invisibility it  
affords also benefit activists,  
whistle-blowers and journalists.  
Finally the darknet is used by some 
artists as a material repository  
or even as an exhibition space.

Data images
 A photographic image shot with a  
 smartphone or a modern-day camera  
 or captured as a screenshot is digital.  
It consists of electronic data stored 
in the form of a binary code made up of 
zeros and ones, which appear on  

 the screen as a photograph thanks  
 to algorithms – precisely defined  
 series of instructions on the basis  
 of which a computer program will  
 carry out specific tasks step by step.  
 An image file also stores additional  
 data that is invisible to the eye,  
 so-called metadata.  
Metadata provides information, for 
example, about the date and time  
  a photograph was taken and the 
  geographical coordinates of  
  where it was shot.  
 This means that when we circulate  
 images, we give away more  
 information about ourselves than  
 we are usually aware of.  
It is common for massive amounts of 
image data to accumulate on our digital 
devices over a period of decades.  
 Although this may seem immaterial,  
 the storage depends on space and  
 material objects like hardware and  
 infrastructure, in turn having  
 a major ecological impact on the  
 environment.

Face filters/
Augmented Reality
Face filters like the ones provided by 
Snapchat are Augmented Reality (AR) 
applications that allow us to insert 
virtual filters onto our face in real 
time when taking a selfie.  
 AR is a technology that  
 enables users to visually connect  
 the real world with virtual objects,  
 either by superimposing computer- 
 generated objects on a real space  
or conflating the two in a process of 
fusion. For this reason, AR is also known 
as Enhanced Reality or Mixed Reality.  
 The hybrid nature of AR  
 distinguishes it from Virtual  
 Reality (VR). While AR supplements  
 reality, VR is a complete simulation  
  of the visible environment,  
  immersing users in the feeling of  
  being in another world.  
 AR has become a familiar feature of  
 modern life in the form of the

Nintendo mobile game Pokémon Go, which 
became a global craze in 2016, or 
smart glasses such as Google Glass, a 
product that was released on the US 
market as a beta version in 2014. 
AR is also used in engineering, 
medicine, advertising, art and 
entertainment as well as in the  
military industry. 

Generation Y (Millennials)  
and Generation Z
 Generation Y (Gen Y, for short) or  
 Millennials are people born between  
 the early 1980s and late 1990s.  
 On the one hand, this group is 
 regarded as having a tendency  
 to question (the letter Y standing  
 metaphorically for Why?), while,  
  on the other, they are also  
  considered to be “digital  
  natives” who grew up in the  
 internet age and are characterised  
 by an affinity for technology.  
 Most of them got to know the World 
Wide Web, MP3 players, SMS messaging, 
mobile phones, smartphones and tablet 
PCs in their late teens. 
 The defining historical events for  
 this generation are the Columbine  
 High School shootings (1999), the  
 terrorist attacks of 11 September 2001,  
  the war in Afghanistan (from  
  2001 on), the introduction of  
  the euro (2002), the Iraq War  
  (2003), the tsunami disaster 
(2004) and various financial crises. 
Generation Z (Gen Z, for short), which 
is assigned to the period from 2000 

onwards, usually have an intuitive  
edge over older generations in terms  
of digital technologies and  
platforms, as they were born into  
pre-existing digital infrastructures 
–smartphones, Web 2.0 – and grew up 
using them and seeing them evolving. 
Gen Z is also seen as becoming 
increasingly politicised, especially 
in relation to issues like climate 
change activism and the 
#BlackLivesMatter movement.

GIF
The Graphics Interchange Format, or 
GIF for short, is an image file  
that is compressed in size and can thus 
be distributed more quickly.  
 In the first years of the internet  
 around 1990, GIFs became the  
 standard format for colour images.  
  While the JPEG format took over  
  in 1993 and is more commonly  
  used today, the advantage of the  
  GIF was that several individual  
 images, overlaid on one another,   
 could be stored in a single file and 
 displayed in web browsers as  
 animations.  
  Thus, they were often used in  
  static websites as moving images. 

This helped GIFs make a comeback in  
the 2010s. Similar to memes, animated 
GIFs first gained currency on  
image-sharing platforms and internet 

forums, before spreading to 
social media as a means of 
communication and later shared 
through instant messaging  
systems like WhatsApp from  
the late 2010s on. 

GIFs are sent as comments, emotional 
reactions, quotes or purely for 

entertainment, often making 
reference to current events or 
showing people from popular 
culture. 

Gig economy/
Crowdsourcing
The gig economy is the outsourcing of 
minor, short-term jobs to independent 
self-employed contractors, freelancers  
 or those in marginal employment.  
 Online platforms are often used to  
 make it easier for companies  
 to contact contract workers. 
Some prominent examples here are 
private transport services like Uber 
or food delivery couriers such as 
Deliveroo and Foodora.  
 The people operating these platforms  
 often take a commission, while  
 the workers have to provide their  
 own resources up front, such as  
 mobile phones and vehicles, in order  
 to do the job. 

Services of all kinds are offered 
via the gig economy – from social 
media marketing to financial 
accounting and logo design. 
Through crowdsourcing, companies 
often outsource certain tasks  
to a distributed group of users.

 Although gig working is a simple  
 and flexible way of making extra  
 money, it comes under fire for the  
 poor conditions that people must 
often work in and the lack of any 
benefits like health, unemployment or 
pension insurance.

Hardware
 Hardware, as distinct from software,  
 refers to all the components in  
a computer that manifest physically, 
i.e. all the material components – both 
mechanical and electronic – of  
 a desktop PC or laptop, including  
 the screen, keyboard, hard disk,  
 graphics card and power cable.

Imaginary audience 
 The term describes a psychological  
 state in which a person imagines  
and is convinced that their every   
action is being watched by an audience. 
 The condition was first described  
 in 1967 by child psychologist David  
 Elkind, who observed how some  
  people, especially teenagers, are  
  unable to properly distinguish  
  between their own ego and the 
  outside world and thus transfer  
  the formation of their thoughts  
  and sense of self-worth onto  
  external figures.  
 The conjuring up of an imaginary  
 audience, which can happen to people  
 of all ages, has become reality  
 to some degree for all users of  
 social media and online communities: 
the content that we share on these 
platforms is directed at an audience 
whose actual composition and reach 

we do not know – we thus increasingly  
internalise the view and opinions  
of an imaginary audience and define 
our self-image (and self-esteem) on 
the basis of external reactions.

In-game  
photography
The term in-game photography refers 
to screenshots taken while playing  
a video game, which has become an art  
 genre in its own right. Video games  
 as entertainment and experiential  
 spaces often develop in association  
 with the film industry, therefore  
 spawning image worlds that strive  
 towards photorealism. 

Numerous players roam these 
digital game worlds not to follow 
the actual game instructions  
but rather focusing entirely on  
landscapes, portraits or 
architectures, very much in the 
mould of traditional photography. 

Meanwhile, many games, and even the 
controllers, have a built-in photo 
mode that allows people to take 
screenshots and share them online. 

For example, at the touch of a button, 
Spiderman can take a selfie on 
PlayStation 4 that can be stored and 
viewed in a digital album.  
  This transforms the characters  
  adopted by the gamers, also known  
  as avatars, into virtual  
  photographers.

Instant messaging
  As the name suggests, instant  
  messaging involves the quick  
  dispatch of pictures and short  
 text and voice messages  
 via apps like WhatsApp. It has now  
 largely superseded SMS and MMS.

Make-up tutorials
 Social media is used to circulate  
 short user-generated videos that  
 serve as tutorials providing a  
 step-by-step explanation of a  
 particular topic or operation.  
Make-up tutorials represent a popular 
format for introducing cosmetic 
products and techniques and have now  
 established themselves as a discrete  
 genre with a specific community  
 on a wide range of platforms. Owing 
to its uncontroversial, nondescript 
content, this popular online format is 
increasingly being used to put  
  out veiled political messages  
  whose content would otherwise  
  become subject to censorship  
  and be deleted.  
 The users thus provide information  
 not only about lip gloss and  
 eyeshadow but also about government  
 abuses and political impropriety:  
an example here is a make-up tutorial 
in summer 2020 by US Congresswoman  
 Alexandria Ocasio-Cortez that was  
 distributed by Vogue and contained  
 a feminist, political message. 

Memes
  Memes are mostly humorous images  
  and videos that are shared  
  and edited by users of social  
  media.  
 In most cases, they are humorous,  
 ironic or caustic comments on  
 social, political and cultural  
 issues or current affairs.  
They can be made with the help of a meme 
generator, which can crop the images 
(mostly sourced from the internet) into 
a rectangular form and overlay them  
with a short text, usually written in 
the Impact typeface. The most popular 
animal used for memes is the cat. The 
furry feline appears, for example, as 
lolcat (derived from the abbreviation 
LOL, or “laugh out loud”, and the word 
cat) or as ceiling cat.

The term meme is derived from the 
Greek word mimēma (“imitate”) and 
was coined by the evolutionary 
biologist Richard Dawkins in The 
Selfish Gene in 1976. In the wake 
of digitisation, this  definition  
was eventually used to describe  
the viral internet phenomena of 
image-text creations.

Networked image
The networked image represents a  
significant shift in the evolution of 
photography and its modes of usage. 

While its analogue predecessor was 
mostly distributed in printed form 
– as a print on paper, glass or 
metal, or a copy in newspapers, 
magazines and books or on posters – 
the networked image is a photograph 
recorded with a digital camera, 
a smartphone, drones, scans  
or surveillance cameras – or, in  
the case of memes, GIFs and  
computer-generated images (CGI), 
created entirely digitally and 
circulated online on social media.  
The technical precondition is the 
combination of camera and image  
processing with the internet, 
allowing photos to be disseminated 
via digital networks and platforms 
immediately or just after they  
have been taken. 

Capturing a moment in time is no longer 
the primary reason for taking a photo; 
rather, it is more about communicating 
and sharing, which is why the networked 
image is also called the “distributed 
image” or “conversational image”.

Online community
 An online community is an organised  
 group of people who communicate and 
interact with each other in virtual 
spaces online. They organise themselves  
 via social media, photo-sharing  
 platforms, internet forums, and  
 through avatars on websites and in  
 video games.

Reaction video/ 
Attention economy
 A reaction video is typically posted  
 online on social media. Instead of 
showing the actual event, it consists 
of a series of different people 
reacting to what has been filmed. While  

 these videos have their origins in  
 the Japanese TV shows of the 1970s,  
 they mainly circulate today on the  
  popular video platform YouTube.  
  The emotions of the people on  
  camera, which may range from  
 laughter to disgust, pity and fear,  
 are relayed to the viewers, making 
the videos part of the attention 
economy and an apt expression of it,  
as attention is turned into a good that 
can be exploited within a value-added 
chain. Converted into a lucrative  
 resource, an economic asset and form  
 of social currency, spectatorship  
 is thus integrated more strongly than  
 ever into capitalist cycles. 

Our likes, clicks and shares fuel 
this system and ultimately make us 
complicit in it. 

Screenshot
 The screenshot, a snapshot of  
 a screen, freezes a moment at  
  the touch of a button or the  
  push of a key just like a  
  digital or analogue camera and  
  is therefore considered a  
  photographic medium.  
 The screenshot function is  
 written into the software and can  
 be recorded by almost any screen- 
 based electronic device – be it  
 a computer, smartphone or game  
 console.  
It can be saved as a file, copied to 
the clipboard, printed directly or 
immediately shared online. 
 We are often unaware of the degree  
 to which screenshots determine  
 and organise our everyday lives. 
 Whether as a reminder of recipe  
  ingredients for a trip to the  
  shops, the next train connection,  
 the description of a route on a  
 journey where there is no mobile  
  data access or a snapshot  
  from our last video phone call,  
  screenshots are an integral  
  part of our networked  
  culture today. 

Second Life
 The virtual online world Second Life  
 was released by Linden Lab in 2003.  
 It gives users the opportunity to  
 design their own 3D environments  
  and to inhabit them as avatars,  
  i.e. virtual alter egos. 
  Users can communicate and  
  interact with one another via  
  their avatars and even offer  
  services and goods that can be  
  traded with a specially created  
  currency.  
 They can also team up to design  
 their environment and individual  
 look.  
This provides anonymity, while also 
enabling virtual interest groups to  
 come together, particularly in  
 the area of role play. 
 Second Life’s international reach  
 and unrestricted scope for   

creativity mean that it  
has also been discovered by  
artists and is widely used in  
the art world. Once one of  
the largest online communities,  
Second Life has, however,  
seen its number of active  
users and media presence  
diminish significantly in  
recent years.

Selfie
Derived from the word “self”, the 
selfie is a picture that shows the face 
of the photographer, who has  
 typically taken the photo themselves  
 using a smartphone held at arm’s  
 length. 
  People upload and send selfies  
  via apps like Instagram or  
  WhatsApp, a phenomenon that  
  took off with the emergence  
  of social media in the 2010s. 
 The selfie is not to be confused  
 with the traditional photographic  
 self-portrait but should rather be  
 seen in the context of the networked  
 image and as a contemporary means of  
 communication. 
It forms part of a larger social or 
even economic network that generates 
its own iconography and practices. 
 For this reason, the US American  
 political scientist Jodi Dean also  
describes the selfie as the “imitation  
of others and our imitation of each other”. 
  In this way, selfies (re-)produce  
  ideas of culture, social class or  
  gender in the digital realm. 

Sharing 
Sharing is a popular practice in the 
internet era. Networked images are often  
produced and post-processed with the aim 
of sharing them with friends, specific 
communities or an anonymous audience. 

  This content is disseminated –  
  uploaded, liked and shared – via  
  photo-sharing platforms like Flickr  
 (2004), photoblogs (e.g. WordPress,  
 2005), social media networks like  
 Facebook (2004), Twitter (2006),  
 Instagram (2010) and TikTok (2016)  
 or instant messaging apps like  
 WhatsApp (2009) and Snapchat (2011). 
Photosharing came out of what was 
called Web 2.0 (2004), which made it 
possible to actively share content on 
the World Wide Web. 

As a result, much of what was once
shared only in the private sphere 
has shifted to a (semi-)public 
space – sometimes without there 
being any kind of conscious 
decision behind it.

Smartphone 
photography

There is scarcely any other medium 
that is as firmly anchored in 
our everyday lives as smartphone  
photography. 
We use it to store information and 
capture important moments in our 
lives, sharing quickly and effort-
lessly the pictures we take with our 
family, friends and online contacts. 

Developments over the past thirty years 
have made this possible, from Toshiba’s 
first mobile phone in 1999 with a  
built-in low-resolution camera, to the  
image-based MMS (Multimedia Messaging 
Service) which evolved from the SMS

(Short Message Service) at the end 
of the 2000s, to the emergence of 
the web-enabled smartphone with 
Apple’s first iPhone in 2007 that had
a built-in 2 megapixel digital camera. 

This combination of mobile 
cameras and social media apps or 
instant messaging systems like 
WhatsApp, which allow direct 
access to online distribution 
channels, has led to an  
unprecedented degree of circulation 
of photographic images. 

Social Media
 Social media are digital platforms  
 that make it possible for users to  
 have contact with each other 
virtually and to create and distribute 
their own content (images, texts, videos,  
etc.), so-called “user-generated content”. 
 Social media platforms include  
 Facebook, Instagram, Snapchat,  
 TikTok, Twitter and YouTube.  
By virtue of these platforms, photographs 
and videos have had a decisive impact 
on our lives and our society: they have 
made it possible for us to involve 
family and friends in our everyday 
lives, independent of time and place, 
quickly, easily and more or less 
in real time. Networked images put 
us in a new position, whereby we are 
simultaneously  
 producers, consumers and  
 distributors, while they spawn new  
 forms of visual communication,   
  such as memes, selfies and GIFs.  
  Our social exchange is  
  increasingly conducted via  
photographic content that is  
posted, liked, shared, screenshotted, 
downloaded, reprocessed and  
circulated. 

Software
Software refers to all the programs 
on a computer. It controls the 
computer and issues commands. 

Common examples are the Microsoft  
Office software package, including Word, 
Excel and PowerPoint, or the Adobe 
image- and video-editing software. 

User
 The term user not only refers  
 to people operating networked  
 devices like computers, laptops, 
tablets and smartphones but also anyone 
making use of digital apps, online 
communities and social media. Since  
 users can take on different roles –  
 as passive followers (following  
 people, institutions and companies  
 on social media), as gamers or as  
 bloggers or vloggers (active authors 
and editors of text and video posts), 
their online activity can assume a 
variety of different forms.

Virtual
 The term virtual denotes images  
 and worlds – Second Life, for  
 example – that are generated in the 
computer and either simulate reality  
in photorealistic terms or, depending 
on the technical options available,  
can be designed as desired to suit 
the promptings of one’s fantasy and 
imagination.  

Web 2.0 
  Web 2.0 – often referred to as  
  the “Participative Web” or  
  “Social Web” – was first  
  popularised in the mid-2000s:  
 it opened the door to user-generated  
 content and allowed people to  
 exchange ideas with an online 
community within the context of social 
media. In terms of internet usage, this 
constituted a significant  
 modification of the first-generation  
 internet, the Web 1.0 era, in which  
 users were initially restricted to  
 passively viewing content offered by  
  website operators. Examples  
  of Web 2.0 features include  
  social media platforms like  
  Facebook, Twitter and Instagram, 

collaboratively created online 
encyclopaedias such as Wikipedia, 
tagging systems – which index 
keywords on websites and in

links –, video-sharing sites like 
YouTube, image-sharing sites  
like Flickr and participative web 
applications.

Further terms relating to contemporary 
forms of photography and its history can 
be found as a timeline and glossary at  
 www.photographic-flux.com,  
 a project by Fotomuseum Winterthur.

  

Glossary
A–Z

Algorithm
An algorithm is a set of instructions 
that define the exact steps by which a 
computer program or a piece of soft-
ware executes tasks. 

Algorithms determine what you see on 
the internet: for example, when you 
do an online search for a computer 
game, the ordering of the web pages 
that are displayed is specified by 
an algorithm.

App(lication)
A computer program that is already  
installed on a device (especially on 

mobile devices like smartphones  
and tablets) or can be downloaded  
as an add-on feature. 

Apps include image-editing 
software, computer games, email 
programs, etc.

Avatar
 Avatars are graphical representations,  
 animations and caricatures that 

users can choose and create  
online, in video games, on  
community websites like  
Second Life, in internet forums 

or on social media, in the  
form of virtual game characters 
and action figures or online 
personalities. 

The term was originally coined by  
US American author Neal Stephenson in 
his science-fiction novel Snow Crash 
(1992), with its depictions of  
proxy graphical characters in the 
metaverse, a fictional virtual world on 
the internet. 

Avatars can often be fully 
configured and edited – they range 
from humanoid figures to animals and 
fantasy creatures. While some are 
only deployed as 2D images, others 
can be run as 3D models (CGI)

in virtual worlds, where they  
can communicate, act and interact 
in real time. Even though avatars 
can operate as virtual proxies, 
they allow users to conceal their 
true identity by retreating 
behind an anonymous persona and 
fantasy projections.

Big Brother 
In the context of today’s online  
culture, the term Big Brother stands 
for a totalitarian surveillance 
apparatus (state or private) that 
is able to access all our public and 
private information by monitoring, 
collecting and analysing the data we 
leave behind online with every Google 
search, every bank transaction and 
every “like” on social media.  
  The term was first coined  
  by George Orwell in his dystopian  
  novel 1984, a fictional account  
  of a surveillance system that is  
 ever-present yet remains invisible –  
 an idea inspired by the figure  
 of the Soviet dictator Stalin.  
 The expression was popularised by the  
 reality TV show Big Brother, in which  
a group of people living together under 
the constant eye of video cameras enact 
their day-to-day lives as a form of  
 extrovert exhibitionism that  
 caters to the voyeuristic gaze of an  
 international TV audience.

Bot
A bot – the word is derived from robot –
is an automated computer program that 
can carry out repetitive tasks on its own.  
 In recent years, the “social bots”  
 that are used on social media  
 platforms like Facebook and Twitter  
 have made headlines.  
Taking the form of human actors and 
disguised behind fake profiles, social 
bots are programmed to respond 
automatically to particular keywords by 
liking, commenting on and sharing posts 
or even publishing content themselves.  
  They are increasingly being used  
  as part of election campaigns and  
  to spread misinformation. 
 “Chat bots”, meanwhile, are designed  
 to communicate interactively with  
 users by means of a text-based  
 dialogue system, and search engine  
 bots, or “web crawlers”, automatically  
 trawl the internet looking for    
websites that they can then index    
and make findable via the Google search 
function. Bots thus encroach 
significantly on our everyday lives and 
play a major part in how information 
circulates online.

Computer-generated 
imagery (CGI)
 Computer-generated imagery, or CGI  
 for short, is a term drawn from the  
 world of film production.  
CGI is not recorded with a (film or 
photo) camera but computer-generated  
  as two- or three-dimensional  
  graphic images (computer  
  graphics) and set in motion  
  (computer animation).  
 CGI is used in films, video games,  
 art and advertising – it is also  
 deployed in other areas, such as   
 medical imaging, simulations  
 or 3D-architectural models.  
The first developments in photorealistic  
CGI – and thus the computer’s evolution 
as a visual medium modelled on

photography – date back to advances  
made in the 1970s that were largely 
driven by the film industry, especially 
in the area of special effects.

Computational  
photography
Computational imaging systems, based on 
software and algorithms, have become an 
important part of today’s digital and 
smartphone cameras.  
 One simple example is the common  
 panorama function available on 
 smartphone apps and digital cameras,  
 where an algorithm calculates  
 and puts together multiple images  
 into a seamless continuous picture.  
More complex use of computation 
in photography can be found in so-
called machine vision and machine 
learning algorithms.  
  These are programs that analyse  
  the image data and draw out  
  specific information. Think of  
 current software that recognises  
 faces or detects objects, auto- 
 editing tools or (face) filters  
 that modify the live camera feed  
 of one’s smartphone on apps like  
 Snapchat and Instagram.  
Augmented Reality, Virtual Reality and 
computer-generated images are  
 all examples of how computation  
 and software extend and transform  
 photography and our understanding of it.

Content moderation
Every day millions of photos are uploaded  
to social media. This includes material 
that is violent, pornographic and offensive.
 To filter this out as quickly as  
 possible, internet giants like  
 Facebook, YouTube, Google or Twitter  
  employ people – so-called  
  content moderators – to click  
  through the content and clean 
up the visible interface by removing 
images of violence, torture, suicide, 
terrorism, rape or child pornography.  
 These moderators need to decide  
 in a matter of seconds what kind  
 of material they are dealing with  
 and whether it violates guidelines. 
Often contracted via external companies 
and working from developing and 
emerging economies, workers need to 
sign a non-disclosure agreement and 
receive low wages.  
 Due to the lack of psychological  
 support and their exposure to deeply  
 disturbing images, they are prone to  
 post-traumatic stress disorder.

Darknet
The darknet is often characterised as 
the “shady side of the internet”.  
 Unlike the internet we use on a  
 day-to-day basis, which is available  
 to anyone with a standard browser  
 and whose content is findable using 
search engines like Google, the darknet 
can only be accessed with the help of 
special software. 

The so-called Tor browser, which 
enables access, ensures that the 
data traffic is fully encrypted. 

 This means that all activities can  
 be carried out anonymously and are  
 untraceable, which is why the 
darknet regularly makes the headlines 
owing to its association with criminal 
activities such as drug trafficking 
and arms dealing, pirate copying and 
offensive content. 

The anonymity and invisibility it  
affords also benefit activists,  
whistle-blowers and journalists.  
Finally the darknet is used by some 
artists as a material repository  
or even as an exhibition space.

Data images
 A photographic image shot with a  
 smartphone or a modern-day camera  
 or captured as a screenshot is digital.  
It consists of electronic data stored 
in the form of a binary code made up of 
zeros and ones, which appear on  

 the screen as a photograph thanks  
 to algorithms – precisely defined  
 series of instructions on the basis  
 of which a computer program will  
 carry out specific tasks step by step.  
 An image file also stores additional  
 data that is invisible to the eye,  
 so-called metadata.  
Metadata provides information, for 
example, about the date and time  
  a photograph was taken and the 
  geographical coordinates of  
  where it was shot.  
 This means that when we circulate  
 images, we give away more  
 information about ourselves than  
 we are usually aware of.  
It is common for massive amounts of 
image data to accumulate on our digital 
devices over a period of decades.  
 Although this may seem immaterial,  
 the storage depends on space and  
 material objects like hardware and  
 infrastructure, in turn having  
 a major ecological impact on the  
 environment.

Face filters/
Augmented Reality
Face filters like the ones provided by 
Snapchat are Augmented Reality (AR) 
applications that allow us to insert 
virtual filters onto our face in real 
time when taking a selfie.  
 AR is a technology that  
 enables users to visually connect  
 the real world with virtual objects,  
 either by superimposing computer- 
 generated objects on a real space  
or conflating the two in a process of 
fusion. For this reason, AR is also known 
as Enhanced Reality or Mixed Reality.  
 The hybrid nature of AR  
 distinguishes it from Virtual  
 Reality (VR). While AR supplements  
 reality, VR is a complete simulation  
  of the visible environment,  
  immersing users in the feeling of  
  being in another world.  
 AR has become a familiar feature of  
 modern life in the form of the

Nintendo mobile game Pokémon Go, which 
became a global craze in 2016, or 
smart glasses such as Google Glass, a 
product that was released on the US 
market as a beta version in 2014. 
AR is also used in engineering, 
medicine, advertising, art and 
entertainment as well as in the  
military industry. 

Generation Y (Millennials)  
and Generation Z
 Generation Y (Gen Y, for short) or  
 Millennials are people born between  
 the early 1980s and late 1990s.  
 On the one hand, this group is 
 regarded as having a tendency  
 to question (the letter Y standing  
 metaphorically for Why?), while,  
  on the other, they are also  
  considered to be “digital  
  natives” who grew up in the  
 internet age and are characterised  
 by an affinity for technology.  
 Most of them got to know the World 
Wide Web, MP3 players, SMS messaging, 
mobile phones, smartphones and tablet 
PCs in their late teens. 
 The defining historical events for  
 this generation are the Columbine  
 High School shootings (1999), the  
 terrorist attacks of 11 September 2001,  
  the war in Afghanistan (from  
  2001 on), the introduction of  
  the euro (2002), the Iraq War  
  (2003), the tsunami disaster 
(2004) and various financial crises. 
Generation Z (Gen Z, for short), which 
is assigned to the period from 2000 

onwards, usually have an intuitive  
edge over older generations in terms  
of digital technologies and  
platforms, as they were born into  
pre-existing digital infrastructures 
–smartphones, Web 2.0 – and grew up 
using them and seeing them evolving. 
Gen Z is also seen as becoming 
increasingly politicised, especially 
in relation to issues like climate 
change activism and the 
#BlackLivesMatter movement.

GIF
The Graphics Interchange Format, or 
GIF for short, is an image file  
that is compressed in size and can thus 
be distributed more quickly.  
 In the first years of the internet  
 around 1990, GIFs became the  
 standard format for colour images.  
  While the JPEG format took over  
  in 1993 and is more commonly  
  used today, the advantage of the  
  GIF was that several individual  
 images, overlaid on one another,   
 could be stored in a single file and 
 displayed in web browsers as  
 animations.  
  Thus, they were often used in  
  static websites as moving images. 

This helped GIFs make a comeback in  
the 2010s. Similar to memes, animated 
GIFs first gained currency on  
image-sharing platforms and internet 

forums, before spreading to 
social media as a means of 
communication and later shared 
through instant messaging  
systems like WhatsApp from  
the late 2010s on. 

GIFs are sent as comments, emotional 
reactions, quotes or purely for 

entertainment, often making 
reference to current events or 
showing people from popular 
culture. 

Gig economy/
Crowdsourcing
The gig economy is the outsourcing of 
minor, short-term jobs to independent 
self-employed contractors, freelancers  
 or those in marginal employment.  
 Online platforms are often used to  
 make it easier for companies  
 to contact contract workers. 
Some prominent examples here are 
private transport services like Uber 
or food delivery couriers such as 
Deliveroo and Foodora.  
 The people operating these platforms  
 often take a commission, while  
 the workers have to provide their  
 own resources up front, such as  
 mobile phones and vehicles, in order  
 to do the job. 

Services of all kinds are offered 
via the gig economy – from social 
media marketing to financial 
accounting and logo design. 
Through crowdsourcing, companies 
often outsource certain tasks  
to a distributed group of users.

 Although gig working is a simple  
 and flexible way of making extra  
 money, it comes under fire for the  
 poor conditions that people must 
often work in and the lack of any 
benefits like health, unemployment or 
pension insurance.

Hardware
 Hardware, as distinct from software,  
 refers to all the components in  
a computer that manifest physically, 
i.e. all the material components – both 
mechanical and electronic – of  
 a desktop PC or laptop, including  
 the screen, keyboard, hard disk,  
 graphics card and power cable.

Imaginary audience 
 The term describes a psychological  
 state in which a person imagines  
and is convinced that their every   
action is being watched by an audience. 
 The condition was first described  
 in 1967 by child psychologist David  
 Elkind, who observed how some  
  people, especially teenagers, are  
  unable to properly distinguish  
  between their own ego and the 
  outside world and thus transfer  
  the formation of their thoughts  
  and sense of self-worth onto  
  external figures.  
 The conjuring up of an imaginary  
 audience, which can happen to people  
 of all ages, has become reality  
 to some degree for all users of  
 social media and online communities: 
the content that we share on these 
platforms is directed at an audience 
whose actual composition and reach 

we do not know – we thus increasingly  
internalise the view and opinions  
of an imaginary audience and define 
our self-image (and self-esteem) on 
the basis of external reactions.

In-game  
photography
The term in-game photography refers 
to screenshots taken while playing  
a video game, which has become an art  
 genre in its own right. Video games  
 as entertainment and experiential  
 spaces often develop in association  
 with the film industry, therefore  
 spawning image worlds that strive  
 towards photorealism. 

Numerous players roam these 
digital game worlds not to follow 
the actual game instructions  
but rather focusing entirely on  
landscapes, portraits or 
architectures, very much in the 
mould of traditional photography. 

Meanwhile, many games, and even the 
controllers, have a built-in photo 
mode that allows people to take 
screenshots and share them online. 

For example, at the touch of a button, 
Spiderman can take a selfie on 
PlayStation 4 that can be stored and 
viewed in a digital album.  
  This transforms the characters  
  adopted by the gamers, also known  
  as avatars, into virtual  
  photographers.

Instant messaging
  As the name suggests, instant  
  messaging involves the quick  
  dispatch of pictures and short  
 text and voice messages  
 via apps like WhatsApp. It has now  
 largely superseded SMS and MMS.

Make-up tutorials
 Social media is used to circulate  
 short user-generated videos that  
 serve as tutorials providing a  
 step-by-step explanation of a  
 particular topic or operation.  
Make-up tutorials represent a popular 
format for introducing cosmetic 
products and techniques and have now  
 established themselves as a discrete  
 genre with a specific community  
 on a wide range of platforms. Owing 
to its uncontroversial, nondescript 
content, this popular online format is 
increasingly being used to put  
  out veiled political messages  
  whose content would otherwise  
  become subject to censorship  
  and be deleted.  
 The users thus provide information  
 not only about lip gloss and  
 eyeshadow but also about government  
 abuses and political impropriety:  
an example here is a make-up tutorial 
in summer 2020 by US Congresswoman  
 Alexandria Ocasio-Cortez that was  
 distributed by Vogue and contained  
 a feminist, political message. 

Memes
  Memes are mostly humorous images  
  and videos that are shared  
  and edited by users of social  
  media.  
 In most cases, they are humorous,  
 ironic or caustic comments on  
 social, political and cultural  
 issues or current affairs.  
They can be made with the help of a meme 
generator, which can crop the images 
(mostly sourced from the internet) into 
a rectangular form and overlay them  
with a short text, usually written in 
the Impact typeface. The most popular 
animal used for memes is the cat. The 
furry feline appears, for example, as 
lolcat (derived from the abbreviation 
LOL, or “laugh out loud”, and the word 
cat) or as ceiling cat.

The term meme is derived from the 
Greek word mimēma (“imitate”) and 
was coined by the evolutionary 
biologist Richard Dawkins in The 
Selfish Gene in 1976. In the wake 
of digitisation, this  definition  
was eventually used to describe  
the viral internet phenomena of 
image-text creations.

Networked image
The networked image represents a  
significant shift in the evolution of 
photography and its modes of usage. 

While its analogue predecessor was 
mostly distributed in printed form 
– as a print on paper, glass or 
metal, or a copy in newspapers, 
magazines and books or on posters – 
the networked image is a photograph 
recorded with a digital camera, 
a smartphone, drones, scans  
or surveillance cameras – or, in  
the case of memes, GIFs and  
computer-generated images (CGI), 
created entirely digitally and 
circulated online on social media.  
The technical precondition is the 
combination of camera and image  
processing with the internet, 
allowing photos to be disseminated 
via digital networks and platforms 
immediately or just after they  
have been taken. 

Capturing a moment in time is no longer 
the primary reason for taking a photo; 
rather, it is more about communicating 
and sharing, which is why the networked 
image is also called the “distributed 
image” or “conversational image”.

Online community
 An online community is an organised  
 group of people who communicate and 
interact with each other in virtual 
spaces online. They organise themselves  
 via social media, photo-sharing  
 platforms, internet forums, and  
 through avatars on websites and in  
 video games.

Reaction video/ 
Attention economy
 A reaction video is typically posted  
 online on social media. Instead of 
showing the actual event, it consists 
of a series of different people 
reacting to what has been filmed. While  

 these videos have their origins in  
 the Japanese TV shows of the 1970s,  
 they mainly circulate today on the  
  popular video platform YouTube.  
  The emotions of the people on  
  camera, which may range from  
 laughter to disgust, pity and fear,  
 are relayed to the viewers, making 
the videos part of the attention 
economy and an apt expression of it,  
as attention is turned into a good that 
can be exploited within a value-added 
chain. Converted into a lucrative  
 resource, an economic asset and form  
 of social currency, spectatorship  
 is thus integrated more strongly than  
 ever into capitalist cycles. 

Our likes, clicks and shares fuel 
this system and ultimately make us 
complicit in it. 

Screenshot
 The screenshot, a snapshot of  
 a screen, freezes a moment at  
  the touch of a button or the  
  push of a key just like a  
  digital or analogue camera and  
  is therefore considered a  
  photographic medium.  
 The screenshot function is  
 written into the software and can  
 be recorded by almost any screen- 
 based electronic device – be it  
 a computer, smartphone or game  
 console.  
It can be saved as a file, copied to 
the clipboard, printed directly or 
immediately shared online. 
 We are often unaware of the degree  
 to which screenshots determine  
 and organise our everyday lives. 
 Whether as a reminder of recipe  
  ingredients for a trip to the  
  shops, the next train connection,  
 the description of a route on a  
 journey where there is no mobile  
  data access or a snapshot  
  from our last video phone call,  
  screenshots are an integral  
  part of our networked  
  culture today. 

Second Life
 The virtual online world Second Life  
 was released by Linden Lab in 2003.  
 It gives users the opportunity to  
 design their own 3D environments  
  and to inhabit them as avatars,  
  i.e. virtual alter egos. 
  Users can communicate and  
  interact with one another via  
  their avatars and even offer  
  services and goods that can be  
  traded with a specially created  
  currency.  
 They can also team up to design  
 their environment and individual  
 look.  
This provides anonymity, while also 
enabling virtual interest groups to  
 come together, particularly in  
 the area of role play. 
 Second Life’s international reach  
 and unrestricted scope for   

creativity mean that it  
has also been discovered by  
artists and is widely used in  
the art world. Once one of  
the largest online communities,  
Second Life has, however,  
seen its number of active  
users and media presence  
diminish significantly in  
recent years.

Selfie
Derived from the word “self”, the 
selfie is a picture that shows the face 
of the photographer, who has  
 typically taken the photo themselves  
 using a smartphone held at arm’s  
 length. 
  People upload and send selfies  
  via apps like Instagram or  
  WhatsApp, a phenomenon that  
  took off with the emergence  
  of social media in the 2010s. 
 The selfie is not to be confused  
 with the traditional photographic  
 self-portrait but should rather be  
 seen in the context of the networked  
 image and as a contemporary means of  
 communication. 
It forms part of a larger social or 
even economic network that generates 
its own iconography and practices. 
 For this reason, the US American  
 political scientist Jodi Dean also  
describes the selfie as the “imitation  
of others and our imitation of each other”. 
  In this way, selfies (re-)produce  
  ideas of culture, social class or  
  gender in the digital realm. 

Sharing 
Sharing is a popular practice in the 
internet era. Networked images are often  
produced and post-processed with the aim 
of sharing them with friends, specific 
communities or an anonymous audience. 

  This content is disseminated –  
  uploaded, liked and shared – via  
  photo-sharing platforms like Flickr  
 (2004), photoblogs (e.g. WordPress,  
 2005), social media networks like  
 Facebook (2004), Twitter (2006),  
 Instagram (2010) and TikTok (2016)  
 or instant messaging apps like  
 WhatsApp (2009) and Snapchat (2011). 
Photosharing came out of what was 
called Web 2.0 (2004), which made it 
possible to actively share content on 
the World Wide Web. 

As a result, much of what was once
shared only in the private sphere 
has shifted to a (semi-)public 
space – sometimes without there 
being any kind of conscious 
decision behind it.

Smartphone 
photography

There is scarcely any other medium 
that is as firmly anchored in 
our everyday lives as smartphone  
photography. 
We use it to store information and 
capture important moments in our 
lives, sharing quickly and effort-
lessly the pictures we take with our 
family, friends and online contacts. 

Developments over the past thirty years 
have made this possible, from Toshiba’s 
first mobile phone in 1999 with a  
built-in low-resolution camera, to the  
image-based MMS (Multimedia Messaging 
Service) which evolved from the SMS

(Short Message Service) at the end 
of the 2000s, to the emergence of 
the web-enabled smartphone with 
Apple’s first iPhone in 2007 that had
a built-in 2 megapixel digital camera. 

This combination of mobile 
cameras and social media apps or 
instant messaging systems like 
WhatsApp, which allow direct 
access to online distribution 
channels, has led to an  
unprecedented degree of circulation 
of photographic images. 

Social Media
 Social media are digital platforms  
 that make it possible for users to  
 have contact with each other 
virtually and to create and distribute 
their own content (images, texts, videos,  
etc.), so-called “user-generated content”. 
 Social media platforms include  
 Facebook, Instagram, Snapchat,  
 TikTok, Twitter and YouTube.  
By virtue of these platforms, photographs 
and videos have had a decisive impact 
on our lives and our society: they have 
made it possible for us to involve 
family and friends in our everyday 
lives, independent of time and place, 
quickly, easily and more or less 
in real time. Networked images put 
us in a new position, whereby we are 
simultaneously  
 producers, consumers and  
 distributors, while they spawn new  
 forms of visual communication,   
  such as memes, selfies and GIFs.  
  Our social exchange is  
  increasingly conducted via  
photographic content that is  
posted, liked, shared, screenshotted, 
downloaded, reprocessed and  
circulated. 

Software
Software refers to all the programs 
on a computer. It controls the 
computer and issues commands. 

Common examples are the Microsoft  
Office software package, including Word, 
Excel and PowerPoint, or the Adobe 
image- and video-editing software. 

User
 The term user not only refers  
 to people operating networked  
 devices like computers, laptops, 
tablets and smartphones but also anyone 
making use of digital apps, online 
communities and social media. Since  
 users can take on different roles –  
 as passive followers (following  
 people, institutions and companies  
 on social media), as gamers or as  
 bloggers or vloggers (active authors 
and editors of text and video posts), 
their online activity can assume a 
variety of different forms.

Virtual
 The term virtual denotes images  
 and worlds – Second Life, for  
 example – that are generated in the 
computer and either simulate reality  
in photorealistic terms or, depending 
on the technical options available,  
can be designed as desired to suit 
the promptings of one’s fantasy and 
imagination.  

Web 2.0 
  Web 2.0 – often referred to as  
  the “Participative Web” or  
  “Social Web” – was first  
  popularised in the mid-2000s:  
 it opened the door to user-generated  
 content and allowed people to  
 exchange ideas with an online 
community within the context of social 
media. In terms of internet usage, this 
constituted a significant  
 modification of the first-generation  
 internet, the Web 1.0 era, in which  
 users were initially restricted to  
 passively viewing content offered by  
  website operators. Examples  
  of Web 2.0 features include  
  social media platforms like  
  Facebook, Twitter and Instagram, 

collaboratively created online 
encyclopaedias such as Wikipedia, 
tagging systems – which index 
keywords on websites and in

links –, video-sharing sites like 
YouTube, image-sharing sites  
like Flickr and participative web 
applications.

Further terms relating to contemporary 
forms of photography and its history can 
be found as a timeline and glossary at  
 www.photographic-flux.com,  
 a project by Fotomuseum Winterthur.
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 6  Personal      
  Photographs,  
  2019 –
The increasing precariousness of privacy 
through the impact of digital networks – 
tied to the social practice of oversharing 
as well as to mechanisms of surveillance –  
was already a main focus of Eva & Franco 
Mattes’s artistic explorations back in the 
early 2000s. 

At that time, their three-year-long 
performance Life Sharing (2000–2003) 
provided direct access to the artists’ 
personal computer and all the private 
data it contained.

In their site-specific installation Personal 
Photographs, they expand this practice by 
sharing private images that they had shot in 
a given month – September 2009, January 2012 
or October 2016. 

Yet rather than giving us a sneak peek 
into Eva & Franco Mattes’s private lives, 
the installation re-directs our gaze to 
the underlying infrastructure of image 
circulation.

Materialised through a network of modular 
cable trays that wind through the exhibition 
space and ultimately control the movement 
of the visitors, what we usually only 
perceive as abstract flows of information 
is made conspicuously present and physically 
palpable. 

The photographs circulate as data through 
cables that connect two microcomputers 
placed at either end of the installation.

The software, coded in collaboration with 
David Huerta, digital security trainer at the 
Freedom of the Press Foundation, transfers 
the images back and forth endlessly. 

As much as anything, Personal Photographs 
reveals the networked and distributed 
character of today’s data images.

 7  Portraits,  
  2006 – 2007
Portraits is an investigation into the 
construction of online identity through 
avatars, the virtual characters that we 
create as our proxy personas in video games 
and on online platforms.

For their series of portraits, Eva & Franco 
Mattes invited members of the Second Life 
community to virtual photo shootings, thus 
transferring the traditional photographic 
processes of sets, light and poses to an 
in-game environment.

Printed on large-format canvases, the 
screenshot portraits are emotionally charged 
by the way their gazes address each other 
through the arrangement in the space. 

Computer-generated and pixelated, these 
portraits manifest a somewhat dated 
digital aesthetic that is reflective 
of the mid-2000s, while emphasising 
technological imperfection in the pursuit 
of digital photorealism.

At the same time, they also speak to the 
ambivalence of their creators’ hidden 
desires: the choice of avatar is both a 
projection and a retreat behind the digital 
facade. 

However, the women’s faces, full-lipped and 
photographically frozen in extreme close-
up, are trapped in stereotypical ideals of 
beauty - an expression of how the conventional 
gaze is perpetuated online and in virtual 
worlds, along with sexualised and sexist 
gender roles.

 8  Hannah Uncut,  
  2021
It’s with our smartphones that we capture our 
life in all its authenticity: 

all the selfie attempts that didn’t make 
it onto Instagram, the casual screenshots 
that we save as mementos or the meme we 
send around on social media. 

It’s the trial and error, the blurred 
shots and misframed angles that give 
a sense of our lives being lived.

For Hannah Uncut, a work commissioned by 
Fotomuseum Winterthur, Eva & Franco Mattes 
offered to pay USD 1,000 to anyone willing 
to sell their phone with all the pictures on 
it – thus making their private image archive 
accessible to the interpretation 
of strangers.
 
They selected Hannah from the UK, a woman in 
her late twenties whose life and personality 
unfolds through a slide show of images that 
accumulated over months – in chronological 
order and completely unedited.

The only artistic intervention is the rhythm 
of the images, emulating the pace at which we 
swipe through our phones. 

Hannah’s pictures show the evolution 
of photographic forms of communication 
and enactment associated with the mass 
diffusion of social media and smartphones.

Hannah, a child of Generation Y, uses screen-
shots as a matter of course, just as she 
applies face filters to her selfies and plays 
with an expanded visual vocabulary that is 
geared towards sharing her images online. 

As such, Hannah’s photo archive lays bare 
the construction and curation of the self – 
permeated by moments of authenticity and 
intimacy that unavoidably catapult us into 
the role of voyeurs.

Accompanying 
programme
The exhibition will be accompanied by a  
programme on site and online. Further 
details can be found at www.fotomuseum.ch

Subject to change due to the current 
situation.  

Supported by: Ernst and Olga Gubler 
Hablützel Stiftung, Friends’ Association 
Fotomuseum Winterthur
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 3  Half Cat, 2020
  Ceiling Cat, 2016
No other images are shared and circulated 
online as often as those of cats, the fluffy 
favourites of the internet. 

The taxidermic sculptures Half Cat and 
Ceiling Cat by Eva & Franco Mattes refer  
to so-called lolcat memes – a social 
practice in which cat pictures with witty 
captions are shared millions of times on  
the internet. 

Half Cat is based on the image of a deformed 
cat with only two legs and no ears walking 
along a street. 

It began circulating on the internet in 2010 
with the caption “The longer you stare, the 
weirder it gets”. 

Since 2018 Half Cat has appeared 
online again with renewed intensity, 
increasingly under the Portuguese name 
Sinko Peso.

At first it was assumed that the strangely 
truncated image of the cat had been created by 
a technological error such as a Google Street 
View glitch or failed panorama shot, which is 
why the meme is often called Panorama Fail Cat. 

Later, however, users of online forums 
were able to track down the original image 
of the four-legged cat with pointy ears, 
identifying its place of origin as Ottawa in 
Canada. 

Half Cat’s unusual form is thus the 
product of skilful photoshop editing. 

Owing to the lack of clarity about its origins, 
Half Cat can be seen as a metaphor par excellence 
for the networked image – for copies of images 
that are constantly on the move and constantly 
manipulated.

High above the audience, the head of a tiny 
stuffed cat peeps out unobtrusively from a hole 
in the ceiling of the exhibition space. 

The original meme which served as 
the inspiration for Ceiling Cat began 
circulating in the early 2000s, when it 
first appeared on the image-sharing platform 
FunnyJunk.

In 2006, the sentence “Ceiling Cat is 
watching you masturbate” was added to 
the image: 

an insidious joke that evokes the dystopian 
figure of Big Brother and turns the cat into 
a symbol of the omnipresent eye of  
the internet that monitors everything and of 
voyeuristic image consumption. 

 4  BEFNOED,  
  2014 –
BEFNOED – an acronym for By Everyone, For 
No One, Every Day – is a take on the gig 
economy that both embraces and discloses its 
mechanisms. 

For this screen-based installation, Eva 
& Franco Mattes crowdsourced various jobs 
(gigs) to anonymous paid workers, providing 
them with detailed instructions to perform 
absurd actions and document them with 
webcams.

Different workers interpreted the same 
performance with slight variations. 

In accordance with the crowdsourcing 
platform’s rules, neither the identity 
of the commissioner nor the purpose or 
usage of the videos is disclosed to the 
contractors.

The artists uploaded the videos to largely 
peripheral or outdated social media platforms 
in China, Cambodia, Pakistan or Brazil, where 
they circulate without any captions or further 
context, some with few views and some with no 
views at all. 

BEFNOED not only reflects the morally 
questionable actions and capitalist sadism 
of the gig economy but also exposes the 
complicity of the consumers, in this case 
the viewers. 

This aspect is further enhanced by the 
arrangement of the screens: 

like the commissioned workers, visitors 
have to strain, stretch and bend to consume 
the videos – and are confronted in the 
process with their own participation in an 
exploitative global economy.

 5  Emily’s Video,  
  2012
Emily’s Video is based on an online open call 
put out by Eva & Franco Mattes that invited 
anyone willing to watch “the worst video ever” 
to take part in an art project.

The participants had to consent to having 
a stranger named Emily visit their home 
and film them with a webcam while they were 
watching the video.

Sourced from the darknet, a digital underground 
in which disturbing content can circulate 
uncensored, the mysterious video triggers 
reactions that indeed tally with the artists’ 
description: 

they range from startled frowns, sheepish 
laughter and abrupt aversion of the eyes all 
the way to gag reflexes triggered by disgust 
and people leaving the room.

As we never get to see the actual footage, we 
are left to speculate on the nature of what is 
causing such reactions. 

Instead, the responses reflect our own 
conflicted and morbid curiosity back at us, 
mirroring the voyeuristic and sensationalist 
impulses our gaze is driven by.

Moreover, these reaction videos, an 
online genre that began to proliferate 
in the mid-2000s, expose our own 
entanglement in the networked attention 
economy, in which the simple fact 
of looking at something – no matter 
how passive it may seem – can become 
a catalyst that helps amplify the 
popularity of the content and thus 
contributes to its increased circulation 
and visibility.

Emily’s Video is displayed on a large vertical 
monitor leaning against a column, positioned 
where visitors can only see the back of it upon 
entering the room. 

The video occupies just a third of the 
screen, turning the rest into a black 
mirror in which the viewers see their own 
reflection.

 1  The Bots, 
  2020
Who keeps social media, internet forums 
and search engines clean of all the world’s 
violence, hatred and horror? 

Even if we might assume that bots, i.e. 
fully automated software programs, are 
used to clean all the problematic content 
from online platforms like Facebook or 
Twitter, this work is actually done 
by human actors, so-called content 
moderators.

Eva & Franco Mattes’s Dark Content (2015) was 
the artists’ first foray into this shadowy 
business of private internet companies. 

In The Bots, they continue their inves- 
tigation through conversations with 
content moderators working for Facebook in 
Berlin. 

Eva & Franco Mattes
Dear Imaginary 
Audience, 
Funny cat pics with creepy captions shared on 
social media, digital images that circulate 
unseen through the internet’s infrastructure 
or anonymous workers hired online to both 
create and remove morally dubious web content: 

Eva & Franco Mattes (both b. 1976) have been 
investigating the internet’s effects on the 
ethics and politics of our daily lives since 
the 1990s, reflecting on how networked 
images – circulating and shared online – 
increasingly interfere with and define our 
private and social behaviour. 

By revealing our often unconscious 
interaction with online content and 
making us aware of our position as 
viewers, Eva & Franco Mattes illuminate 
the opaque mechanisms of our networked 
society, its infrastructures and forms 
of online spectatorship.

Through a network of yellow cable trays 
created especially for the venue of 
Fotomuseum Winterthur, Eva & Franco Mattes 
materialise the circulation of networked 
images and the image and attention economy 
that influence our online behaviour and spawn 
new exploitative forms of labour. 

The installation guides visitors through 
the exhibition and transforms the 
confrontation with today’s networked image 
world into a unique spatial experience,  
in which the carefully thought-out 
arrangements hold up a mirror to the 
viewer in a manner that is at times 
unsparing and darkly humorous.

Fotomuseum Winterthur presents the artists’ 
first monographic exhibition in the  
museum context, showing new works that have 
been created for the purpose. 
Curated by Doris Gassert and Fabio Paris, 
with support by Mona Schubert.

Please find a glossary with explanations  
to all highlighted words in the foyer  
of Fotomuseum Winterthur.

Assigned to three different cultural 
sectors – the Greek, Italian and 
Arab “market” – the moderators share 
insights into their at times shocking 
everyday experiences, mirroring the 
social issues and concerns relevant to 
their specific location.

The conversations conducted in collaboration 
with investigative journalist Adrian Chen 
are re-enacted by actors Jake Levy, Ruby 
McCollister and Bobbi Salvör Menuez. 

Filming themselves from home with their 
smartphones, they camouflage the sensitive 
information, disguising it as make-up 
tutorials so as to bypass censorship.

Serious discourse around topics such as 
violence, sexual abuse, hate speech and 
terrorism is therefore constantly interrupted 
by make-up tips. 

Installed in the back of the same 
customised desks used by workers at 
Facebook, the videos make the exploitation 
of labour visible as the flip side of the 
platforms’ clean surface. 

 2  Abuse Standards  
  Violations,  
  2016 –
The job of internet content moderation is 
often outsourced to workers from emerging 
economies and developing countries. 

Hired at low wages through intermediary 
firms, content moderators have to sign 
non-disclosure agreements and usually 
don’t know which internet company they 
are working for.

During their research for Dark Content 
(2015), corporate guidelines were leaked 
to Eva & Franco Mattes that stipulate how 
content needs to be classified in order to  
be removed from the internet. 

The wall-mounted insulation panels of 
Abuse Standards Violations show lists of 
breaches of the norms and standards that 
need to be filtered out and deleted. 

Apart from obviously severe cases, 
such as child abuse or torture, 
the guidelines are modified on a weekly 
basis in response to current social  
and political events and vary locally 
and culturally.

The standards violations map out morality 
through the lens of social media. 

Yet the subtlety with which content 
is classified as “clean”, “safe” or 
“inappropriate” also conveys the 
ambivalence of this undertaking:

internet giants set out to protect 
people from the consequences of hate 
and violence by interfering covertly 
and largely unchallenged with cultural, 
societal and governmental processes  
of normatisation. 

At the same time, the price of 
protecting the general public is paid 
by the content moderators who are 
exploited by cheap labour and put under 
psychological stress.

 3  Half Cat, 2020
  Ceiling Cat, 2016
No other images are shared and circulated 
online as often as those of cats, the fluffy 
favourites of the internet. 

The taxidermic sculptures Half Cat and 
Ceiling Cat by Eva & Franco Mattes refer  
to so-called lolcat memes – a social 
practice in which cat pictures with witty 
captions are shared millions of times on  
the internet. 

Half Cat is based on the image of a deformed 
cat with only two legs and no ears walking 
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identifying its place of origin as Ottawa in 
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product of skilful photoshop editing. 
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in the ceiling of the exhibition space. 
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first appeared on the image-sharing platform 
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the image: 
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figure of Big Brother and turns the cat into 
a symbol of the omnipresent eye of  
the internet that monitors everything and of 
voyeuristic image consumption. 
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BEFNOED – an acronym for By Everyone, For 
No One, Every Day – is a take on the gig 
economy that both embraces and discloses its 
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For this screen-based installation, Eva 
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(gigs) to anonymous paid workers, providing 
them with detailed instructions to perform 
absurd actions and document them with 
webcams.

Different workers interpreted the same 
performance with slight variations. 

In accordance with the crowdsourcing 
platform’s rules, neither the identity 
of the commissioner nor the purpose or 
usage of the videos is disclosed to the 
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The artists uploaded the videos to largely 
peripheral or outdated social media platforms 
in China, Cambodia, Pakistan or Brazil, where 
they circulate without any captions or further 
context, some with few views and some with no 
views at all. 

BEFNOED not only reflects the morally 
questionable actions and capitalist sadism 
of the gig economy but also exposes the 
complicity of the consumers, in this case 
the viewers. 

This aspect is further enhanced by the 
arrangement of the screens: 

like the commissioned workers, visitors 
have to strain, stretch and bend to consume 
the videos – and are confronted in the 
process with their own participation in an 
exploitative global economy.

 5  Emily’s Video,  
  2012
Emily’s Video is based on an online open call 
put out by Eva & Franco Mattes that invited 
anyone willing to watch “the worst video ever” 
to take part in an art project.

The participants had to consent to having 
a stranger named Emily visit their home 
and film them with a webcam while they were 
watching the video.

Sourced from the darknet, a digital underground 
in which disturbing content can circulate 
uncensored, the mysterious video triggers 
reactions that indeed tally with the artists’ 
description: 

they range from startled frowns, sheepish 
laughter and abrupt aversion of the eyes all 
the way to gag reflexes triggered by disgust 
and people leaving the room.

As we never get to see the actual footage, we 
are left to speculate on the nature of what is 
causing such reactions. 

Instead, the responses reflect our own 
conflicted and morbid curiosity back at us, 
mirroring the voyeuristic and sensationalist 
impulses our gaze is driven by.

Moreover, these reaction videos, an 
online genre that began to proliferate 
in the mid-2000s, expose our own 
entanglement in the networked attention 
economy, in which the simple fact 
of looking at something – no matter 
how passive it may seem – can become 
a catalyst that helps amplify the 
popularity of the content and thus 
contributes to its increased circulation 
and visibility.

Emily’s Video is displayed on a large vertical 
monitor leaning against a column, positioned 
where visitors can only see the back of it upon 
entering the room. 

The video occupies just a third of the 
screen, turning the rest into a black 
mirror in which the viewers see their own 
reflection.

 1  The Bots, 
  2020
Who keeps social media, internet forums 
and search engines clean of all the world’s 
violence, hatred and horror? 

Even if we might assume that bots, i.e. 
fully automated software programs, are 
used to clean all the problematic content 
from online platforms like Facebook or 
Twitter, this work is actually done 
by human actors, so-called content 
moderators.

Eva & Franco Mattes’s Dark Content (2015) was 
the artists’ first foray into this shadowy 
business of private internet companies. 

In The Bots, they continue their inves- 
tigation through conversations with 
content moderators working for Facebook in 
Berlin. 

Eva & Franco Mattes
Dear Imaginary 
Audience, 
Funny cat pics with creepy captions shared on 
social media, digital images that circulate 
unseen through the internet’s infrastructure 
or anonymous workers hired online to both 
create and remove morally dubious web content: 

Eva & Franco Mattes (both b. 1976) have been 
investigating the internet’s effects on the 
ethics and politics of our daily lives since 
the 1990s, reflecting on how networked 
images – circulating and shared online – 
increasingly interfere with and define our 
private and social behaviour. 

By revealing our often unconscious 
interaction with online content and 
making us aware of our position as 
viewers, Eva & Franco Mattes illuminate 
the opaque mechanisms of our networked 
society, its infrastructures and forms 
of online spectatorship.

Through a network of yellow cable trays 
created especially for the venue of 
Fotomuseum Winterthur, Eva & Franco Mattes 
materialise the circulation of networked 
images and the image and attention economy 
that influence our online behaviour and spawn 
new exploitative forms of labour. 

The installation guides visitors through 
the exhibition and transforms the 
confrontation with today’s networked image 
world into a unique spatial experience,  
in which the carefully thought-out 
arrangements hold up a mirror to the 
viewer in a manner that is at times 
unsparing and darkly humorous.

Fotomuseum Winterthur presents the artists’ 
first monographic exhibition in the  
museum context, showing new works that have 
been created for the purpose. 
Curated by Doris Gassert and Fabio Paris, 
with support by Mona Schubert.

Please find a glossary with explanations  
to all highlighted words in the foyer  
of Fotomuseum Winterthur.

Assigned to three different cultural 
sectors – the Greek, Italian and 
Arab “market” – the moderators share 
insights into their at times shocking 
everyday experiences, mirroring the 
social issues and concerns relevant to 
their specific location.

The conversations conducted in collaboration 
with investigative journalist Adrian Chen 
are re-enacted by actors Jake Levy, Ruby 
McCollister and Bobbi Salvör Menuez. 

Filming themselves from home with their 
smartphones, they camouflage the sensitive 
information, disguising it as make-up 
tutorials so as to bypass censorship.

Serious discourse around topics such as 
violence, sexual abuse, hate speech and 
terrorism is therefore constantly interrupted 
by make-up tips. 

Installed in the back of the same 
customised desks used by workers at 
Facebook, the videos make the exploitation 
of labour visible as the flip side of the 
platforms’ clean surface. 

 2  Abuse Standards  
  Violations,  
  2016 –
The job of internet content moderation is 
often outsourced to workers from emerging 
economies and developing countries. 

Hired at low wages through intermediary 
firms, content moderators have to sign 
non-disclosure agreements and usually 
don’t know which internet company they 
are working for.

During their research for Dark Content 
(2015), corporate guidelines were leaked 
to Eva & Franco Mattes that stipulate how 
content needs to be classified in order to  
be removed from the internet. 

The wall-mounted insulation panels of 
Abuse Standards Violations show lists of 
breaches of the norms and standards that 
need to be filtered out and deleted. 

Apart from obviously severe cases, 
such as child abuse or torture, 
the guidelines are modified on a weekly 
basis in response to current social  
and political events and vary locally 
and culturally.

The standards violations map out morality 
through the lens of social media. 

Yet the subtlety with which content 
is classified as “clean”, “safe” or 
“inappropriate” also conveys the 
ambivalence of this undertaking:

internet giants set out to protect 
people from the consequences of hate 
and violence by interfering covertly 
and largely unchallenged with cultural, 
societal and governmental processes  
of normatisation. 

At the same time, the price of 
protecting the general public is paid 
by the content moderators who are 
exploited by cheap labour and put under 
psychological stress.

 3  Half Cat, 2020
  Ceiling Cat, 2016
No other images are shared and circulated 
online as often as those of cats, the fluffy 
favourites of the internet. 

The taxidermic sculptures Half Cat and 
Ceiling Cat by Eva & Franco Mattes refer  
to so-called lolcat memes – a social 
practice in which cat pictures with witty 
captions are shared millions of times on  
the internet. 

Half Cat is based on the image of a deformed 
cat with only two legs and no ears walking 
along a street. 

It began circulating on the internet in 2010 
with the caption “The longer you stare, the 
weirder it gets”. 

Since 2018 Half Cat has appeared 
online again with renewed intensity, 
increasingly under the Portuguese name 
Sinko Peso.

At first it was assumed that the strangely 
truncated image of the cat had been created by 
a technological error such as a Google Street 
View glitch or failed panorama shot, which is 
why the meme is often called Panorama Fail Cat. 

Later, however, users of online forums 
were able to track down the original image 
of the four-legged cat with pointy ears, 
identifying its place of origin as Ottawa in 
Canada. 

Half Cat’s unusual form is thus the 
product of skilful photoshop editing. 

Owing to the lack of clarity about its origins, 
Half Cat can be seen as a metaphor par excellence 
for the networked image – for copies of images 
that are constantly on the move and constantly 
manipulated.

High above the audience, the head of a tiny 
stuffed cat peeps out unobtrusively from a hole 
in the ceiling of the exhibition space. 

The original meme which served as 
the inspiration for Ceiling Cat began 
circulating in the early 2000s, when it 
first appeared on the image-sharing platform 
FunnyJunk.

In 2006, the sentence “Ceiling Cat is 
watching you masturbate” was added to 
the image: 

an insidious joke that evokes the dystopian 
figure of Big Brother and turns the cat into 
a symbol of the omnipresent eye of  
the internet that monitors everything and of 
voyeuristic image consumption. 

 4  BEFNOED,  
  2014 –
BEFNOED – an acronym for By Everyone, For 
No One, Every Day – is a take on the gig 
economy that both embraces and discloses its 
mechanisms. 

For this screen-based installation, Eva 
& Franco Mattes crowdsourced various jobs 
(gigs) to anonymous paid workers, providing 
them with detailed instructions to perform 
absurd actions and document them with 
webcams.

Different workers interpreted the same 
performance with slight variations. 

In accordance with the crowdsourcing 
platform’s rules, neither the identity 
of the commissioner nor the purpose or 
usage of the videos is disclosed to the 
contractors.

The artists uploaded the videos to largely 
peripheral or outdated social media platforms 
in China, Cambodia, Pakistan or Brazil, where 
they circulate without any captions or further 
context, some with few views and some with no 
views at all. 

BEFNOED not only reflects the morally 
questionable actions and capitalist sadism 
of the gig economy but also exposes the 
complicity of the consumers, in this case 
the viewers. 

This aspect is further enhanced by the 
arrangement of the screens: 

like the commissioned workers, visitors 
have to strain, stretch and bend to consume 
the videos – and are confronted in the 
process with their own participation in an 
exploitative global economy.

 5  Emily’s Video,  
  2012
Emily’s Video is based on an online open call 
put out by Eva & Franco Mattes that invited 
anyone willing to watch “the worst video ever” 
to take part in an art project.

The participants had to consent to having 
a stranger named Emily visit their home 
and film them with a webcam while they were 
watching the video.

Sourced from the darknet, a digital underground 
in which disturbing content can circulate 
uncensored, the mysterious video triggers 
reactions that indeed tally with the artists’ 
description: 

they range from startled frowns, sheepish 
laughter and abrupt aversion of the eyes all 
the way to gag reflexes triggered by disgust 
and people leaving the room.

As we never get to see the actual footage, we 
are left to speculate on the nature of what is 
causing such reactions. 

Instead, the responses reflect our own 
conflicted and morbid curiosity back at us, 
mirroring the voyeuristic and sensationalist 
impulses our gaze is driven by.

Moreover, these reaction videos, an 
online genre that began to proliferate 
in the mid-2000s, expose our own 
entanglement in the networked attention 
economy, in which the simple fact 
of looking at something – no matter 
how passive it may seem – can become 
a catalyst that helps amplify the 
popularity of the content and thus 
contributes to its increased circulation 
and visibility.

Emily’s Video is displayed on a large vertical 
monitor leaning against a column, positioned 
where visitors can only see the back of it upon 
entering the room. 

The video occupies just a third of the 
screen, turning the rest into a black 
mirror in which the viewers see their own 
reflection.

 1  The Bots, 
  2020
Who keeps social media, internet forums 
and search engines clean of all the world’s 
violence, hatred and horror? 

Even if we might assume that bots, i.e. 
fully automated software programs, are 
used to clean all the problematic content 
from online platforms like Facebook or 
Twitter, this work is actually done 
by human actors, so-called content 
moderators.

Eva & Franco Mattes’s Dark Content (2015) was 
the artists’ first foray into this shadowy 
business of private internet companies. 

In The Bots, they continue their inves- 
tigation through conversations with 
content moderators working for Facebook in 
Berlin. 

Eva & Franco Mattes
Dear Imaginary 
Audience, 
Funny cat pics with creepy captions shared on 
social media, digital images that circulate 
unseen through the internet’s infrastructure 
or anonymous workers hired online to both 
create and remove morally dubious web content: 

Eva & Franco Mattes (both b. 1976) have been 
investigating the internet’s effects on the 
ethics and politics of our daily lives since 
the 1990s, reflecting on how networked 
images – circulating and shared online – 
increasingly interfere with and define our 
private and social behaviour. 

By revealing our often unconscious 
interaction with online content and 
making us aware of our position as 
viewers, Eva & Franco Mattes illuminate 
the opaque mechanisms of our networked 
society, its infrastructures and forms 
of online spectatorship.

Through a network of yellow cable trays 
created especially for the venue of 
Fotomuseum Winterthur, Eva & Franco Mattes 
materialise the circulation of networked 
images and the image and attention economy 
that influence our online behaviour and spawn 
new exploitative forms of labour. 

The installation guides visitors through 
the exhibition and transforms the 
confrontation with today’s networked image 
world into a unique spatial experience,  
in which the carefully thought-out 
arrangements hold up a mirror to the 
viewer in a manner that is at times 
unsparing and darkly humorous.

Fotomuseum Winterthur presents the artists’ 
first monographic exhibition in the  
museum context, showing new works that have 
been created for the purpose. 
Curated by Doris Gassert and Fabio Paris, 
with support by Mona Schubert.

Please find a glossary with explanations  
to all highlighted words in the foyer  
of Fotomuseum Winterthur.

Assigned to three different cultural 
sectors – the Greek, Italian and 
Arab “market” – the moderators share 
insights into their at times shocking 
everyday experiences, mirroring the 
social issues and concerns relevant to 
their specific location.

The conversations conducted in collaboration 
with investigative journalist Adrian Chen 
are re-enacted by actors Jake Levy, Ruby 
McCollister and Bobbi Salvör Menuez. 

Filming themselves from home with their 
smartphones, they camouflage the sensitive 
information, disguising it as make-up 
tutorials so as to bypass censorship.

Serious discourse around topics such as 
violence, sexual abuse, hate speech and 
terrorism is therefore constantly interrupted 
by make-up tips. 

Installed in the back of the same 
customised desks used by workers at 
Facebook, the videos make the exploitation 
of labour visible as the flip side of the 
platforms’ clean surface. 

 2  Abuse Standards  
  Violations,  
  2016 –
The job of internet content moderation is 
often outsourced to workers from emerging 
economies and developing countries. 

Hired at low wages through intermediary 
firms, content moderators have to sign 
non-disclosure agreements and usually 
don’t know which internet company they 
are working for.

During their research for Dark Content 
(2015), corporate guidelines were leaked 
to Eva & Franco Mattes that stipulate how 
content needs to be classified in order to  
be removed from the internet. 

The wall-mounted insulation panels of 
Abuse Standards Violations show lists of 
breaches of the norms and standards that 
need to be filtered out and deleted. 

Apart from obviously severe cases, 
such as child abuse or torture, 
the guidelines are modified on a weekly 
basis in response to current social  
and political events and vary locally 
and culturally.

The standards violations map out morality 
through the lens of social media. 

Yet the subtlety with which content 
is classified as “clean”, “safe” or 
“inappropriate” also conveys the 
ambivalence of this undertaking:

internet giants set out to protect 
people from the consequences of hate 
and violence by interfering covertly 
and largely unchallenged with cultural, 
societal and governmental processes  
of normatisation. 

At the same time, the price of 
protecting the general public is paid 
by the content moderators who are 
exploited by cheap labour and put under 
psychological stress.

 3  Half Cat, 2020
  Ceiling Cat, 2016
No other images are shared and circulated 
online as often as those of cats, the fluffy 
favourites of the internet. 

The taxidermic sculptures Half Cat and 
Ceiling Cat by Eva & Franco Mattes refer  
to so-called lolcat memes – a social 
practice in which cat pictures with witty 
captions are shared millions of times on  
the internet. 

Half Cat is based on the image of a deformed 
cat with only two legs and no ears walking 
along a street. 

It began circulating on the internet in 2010 
with the caption “The longer you stare, the 
weirder it gets”. 

Since 2018 Half Cat has appeared 
online again with renewed intensity, 
increasingly under the Portuguese name 
Sinko Peso.

At first it was assumed that the strangely 
truncated image of the cat had been created by 
a technological error such as a Google Street 
View glitch or failed panorama shot, which is 
why the meme is often called Panorama Fail Cat. 

Later, however, users of online forums 
were able to track down the original image 
of the four-legged cat with pointy ears, 
identifying its place of origin as Ottawa in 
Canada. 

Half Cat’s unusual form is thus the 
product of skilful photoshop editing. 

Owing to the lack of clarity about its origins, 
Half Cat can be seen as a metaphor par excellence 
for the networked image – for copies of images 
that are constantly on the move and constantly 
manipulated.

High above the audience, the head of a tiny 
stuffed cat peeps out unobtrusively from a hole 
in the ceiling of the exhibition space. 

The original meme which served as 
the inspiration for Ceiling Cat began 
circulating in the early 2000s, when it 
first appeared on the image-sharing platform 
FunnyJunk.

In 2006, the sentence “Ceiling Cat is 
watching you masturbate” was added to 
the image: 

an insidious joke that evokes the dystopian 
figure of Big Brother and turns the cat into 
a symbol of the omnipresent eye of  
the internet that monitors everything and of 
voyeuristic image consumption. 

 4  BEFNOED,  
  2014 –
BEFNOED – an acronym for By Everyone, For 
No One, Every Day – is a take on the gig 
economy that both embraces and discloses its 
mechanisms. 

For this screen-based installation, Eva 
& Franco Mattes crowdsourced various jobs 
(gigs) to anonymous paid workers, providing 
them with detailed instructions to perform 
absurd actions and document them with 
webcams.

Different workers interpreted the same 
performance with slight variations. 

In accordance with the crowdsourcing 
platform’s rules, neither the identity 
of the commissioner nor the purpose or 
usage of the videos is disclosed to the 
contractors.

The artists uploaded the videos to largely 
peripheral or outdated social media platforms 
in China, Cambodia, Pakistan or Brazil, where 
they circulate without any captions or further 
context, some with few views and some with no 
views at all. 

BEFNOED not only reflects the morally 
questionable actions and capitalist sadism 
of the gig economy but also exposes the 
complicity of the consumers, in this case 
the viewers. 

This aspect is further enhanced by the 
arrangement of the screens: 

like the commissioned workers, visitors 
have to strain, stretch and bend to consume 
the videos – and are confronted in the 
process with their own participation in an 
exploitative global economy.

 5  Emily’s Video,  
  2012
Emily’s Video is based on an online open call 
put out by Eva & Franco Mattes that invited 
anyone willing to watch “the worst video ever” 
to take part in an art project.

The participants had to consent to having 
a stranger named Emily visit their home 
and film them with a webcam while they were 
watching the video.

Sourced from the darknet, a digital underground 
in which disturbing content can circulate 
uncensored, the mysterious video triggers 
reactions that indeed tally with the artists’ 
description: 

they range from startled frowns, sheepish 
laughter and abrupt aversion of the eyes all 
the way to gag reflexes triggered by disgust 
and people leaving the room.

As we never get to see the actual footage, we 
are left to speculate on the nature of what is 
causing such reactions. 

Instead, the responses reflect our own 
conflicted and morbid curiosity back at us, 
mirroring the voyeuristic and sensationalist 
impulses our gaze is driven by.

Moreover, these reaction videos, an 
online genre that began to proliferate 
in the mid-2000s, expose our own 
entanglement in the networked attention 
economy, in which the simple fact 
of looking at something – no matter 
how passive it may seem – can become 
a catalyst that helps amplify the 
popularity of the content and thus 
contributes to its increased circulation 
and visibility.

Emily’s Video is displayed on a large vertical 
monitor leaning against a column, positioned 
where visitors can only see the back of it upon 
entering the room. 

The video occupies just a third of the 
screen, turning the rest into a black 
mirror in which the viewers see their own 
reflection.

 1  The Bots, 
  2020
Who keeps social media, internet forums 
and search engines clean of all the world’s 
violence, hatred and horror? 

Even if we might assume that bots, i.e. 
fully automated software programs, are 
used to clean all the problematic content 
from online platforms like Facebook or 
Twitter, this work is actually done 
by human actors, so-called content 
moderators.

Eva & Franco Mattes’s Dark Content (2015) was 
the artists’ first foray into this shadowy 
business of private internet companies. 

In The Bots, they continue their inves- 
tigation through conversations with 
content moderators working for Facebook in 
Berlin. 

Eva & Franco Mattes
Dear Imaginary 
Audience, 
Funny cat pics with creepy captions shared on 
social media, digital images that circulate 
unseen through the internet’s infrastructure 
or anonymous workers hired online to both 
create and remove morally dubious web content: 

Eva & Franco Mattes (both b. 1976) have been 
investigating the internet’s effects on the 
ethics and politics of our daily lives since 
the 1990s, reflecting on how networked 
images – circulating and shared online – 
increasingly interfere with and define our 
private and social behaviour. 

By revealing our often unconscious 
interaction with online content and 
making us aware of our position as 
viewers, Eva & Franco Mattes illuminate 
the opaque mechanisms of our networked 
society, its infrastructures and forms 
of online spectatorship.

Through a network of yellow cable trays 
created especially for the venue of 
Fotomuseum Winterthur, Eva & Franco Mattes 
materialise the circulation of networked 
images and the image and attention economy 
that influence our online behaviour and spawn 
new exploitative forms of labour. 

The installation guides visitors through 
the exhibition and transforms the 
confrontation with today’s networked image 
world into a unique spatial experience,  
in which the carefully thought-out 
arrangements hold up a mirror to the 
viewer in a manner that is at times 
unsparing and darkly humorous.

Fotomuseum Winterthur presents the artists’ 
first monographic exhibition in the  
museum context, showing new works that have 
been created for the purpose. 
Curated by Doris Gassert and Fabio Paris, 
with support by Mona Schubert.

Please find a glossary with explanations  
to all highlighted words in the foyer  
of Fotomuseum Winterthur.

Assigned to three different cultural 
sectors – the Greek, Italian and 
Arab “market” – the moderators share 
insights into their at times shocking 
everyday experiences, mirroring the 
social issues and concerns relevant to 
their specific location.

The conversations conducted in collaboration 
with investigative journalist Adrian Chen 
are re-enacted by actors Jake Levy, Ruby 
McCollister and Bobbi Salvör Menuez. 

Filming themselves from home with their 
smartphones, they camouflage the sensitive 
information, disguising it as make-up 
tutorials so as to bypass censorship.

Serious discourse around topics such as 
violence, sexual abuse, hate speech and 
terrorism is therefore constantly interrupted 
by make-up tips. 

Installed in the back of the same 
customised desks used by workers at 
Facebook, the videos make the exploitation 
of labour visible as the flip side of the 
platforms’ clean surface. 

 2  Abuse Standards  
  Violations,  
  2016 –
The job of internet content moderation is 
often outsourced to workers from emerging 
economies and developing countries. 

Hired at low wages through intermediary 
firms, content moderators have to sign 
non-disclosure agreements and usually 
don’t know which internet company they 
are working for.

During their research for Dark Content 
(2015), corporate guidelines were leaked 
to Eva & Franco Mattes that stipulate how 
content needs to be classified in order to  
be removed from the internet. 

The wall-mounted insulation panels of 
Abuse Standards Violations show lists of 
breaches of the norms and standards that 
need to be filtered out and deleted. 

Apart from obviously severe cases, 
such as child abuse or torture, 
the guidelines are modified on a weekly 
basis in response to current social  
and political events and vary locally 
and culturally.

The standards violations map out morality 
through the lens of social media. 

Yet the subtlety with which content 
is classified as “clean”, “safe” or 
“inappropriate” also conveys the 
ambivalence of this undertaking:

internet giants set out to protect 
people from the consequences of hate 
and violence by interfering covertly 
and largely unchallenged with cultural, 
societal and governmental processes  
of normatisation. 

At the same time, the price of 
protecting the general public is paid 
by the content moderators who are 
exploited by cheap labour and put under 
psychological stress.
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 6  Personal      
  Photographs,  
  2019 –
The increasing precariousness of privacy 
through the impact of digital networks – 
tied to the social practice of oversharing 
as well as to mechanisms of surveillance –  
was already a main focus of Eva & Franco 
Mattes’s artistic explorations back in the 
early 2000s. 

At that time, their three-year-long 
performance Life Sharing (2000–2003) 
provided direct access to the artists’ 
personal computer and all the private 
data it contained.

In their site-specific installation Personal 
Photographs, they expand this practice by 
sharing private images that they had shot in 
a given month – September 2009, January 2012 
or October 2016. 

Yet rather than giving us a sneak peek 
into Eva & Franco Mattes’s private lives, 
the installation re-directs our gaze to 
the underlying infrastructure of image 
circulation.

Materialised through a network of modular 
cable trays that wind through the exhibition 
space and ultimately control the movement 
of the visitors, what we usually only 
perceive as abstract flows of information 
is made conspicuously present and physically 
palpable. 

The photographs circulate as data through 
cables that connect two microcomputers 
placed at either end of the installation.

The software, coded in collaboration with 
David Huerta, digital security trainer at the 
Freedom of the Press Foundation, transfers 
the images back and forth endlessly. 

As much as anything, Personal Photographs 
reveals the networked and distributed 
character of today’s data images.

 7  Portraits,  
  2006 – 2007
Portraits is an investigation into the 
construction of online identity through 
avatars, the virtual characters that we 
create as our proxy personas in video games 
and on online platforms.

For their series of portraits, Eva & Franco 
Mattes invited members of the Second Life 
community to virtual photo shootings, thus 
transferring the traditional photographic 
processes of sets, light and poses to an 
in-game environment.

Printed on large-format canvases, the 
screenshot portraits are emotionally charged 
by the way their gazes address each other 
through the arrangement in the space. 

Computer-generated and pixelated, these 
portraits manifest a somewhat dated 
digital aesthetic that is reflective 
of the mid-2000s, while emphasising 
technological imperfection in the pursuit 
of digital photorealism.

At the same time, they also speak to the 
ambivalence of their creators’ hidden 
desires: the choice of avatar is both a 
projection and a retreat behind the digital 
facade. 

However, the women’s faces, full-lipped and 
photographically frozen in extreme close-
up, are trapped in stereotypical ideals of 
beauty - an expression of how the conventional 
gaze is perpetuated online and in virtual 
worlds, along with sexualised and sexist 
gender roles.

 8  Hannah Uncut,  
  2021
It’s with our smartphones that we capture our 
life in all its authenticity: 

all the selfie attempts that didn’t make 
it onto Instagram, the casual screenshots 
that we save as mementos or the meme we 
send around on social media. 

It’s the trial and error, the blurred 
shots and misframed angles that give 
a sense of our lives being lived.

For Hannah Uncut, a work commissioned by 
Fotomuseum Winterthur, Eva & Franco Mattes 
offered to pay USD 1,000 to anyone willing 
to sell their phone with all the pictures on 
it – thus making their private image archive 
accessible to the interpretation 
of strangers.
 
They selected Hannah from the UK, a woman in 
her late twenties whose life and personality 
unfolds through a slide show of images that 
accumulated over months – in chronological 
order and completely unedited.

The only artistic intervention is the rhythm 
of the images, emulating the pace at which we 
swipe through our phones. 

Hannah’s pictures show the evolution 
of photographic forms of communication 
and enactment associated with the mass 
diffusion of social media and smartphones.

Hannah, a child of Generation Y, uses screen-
shots as a matter of course, just as she 
applies face filters to her selfies and plays 
with an expanded visual vocabulary that is 
geared towards sharing her images online. 

As such, Hannah’s photo archive lays bare 
the construction and curation of the self – 
permeated by moments of authenticity and 
intimacy that unavoidably catapult us into 
the role of voyeurs.

Accompanying 
programme
The exhibition will be accompanied by a  
programme on site and online. Further 
details can be found at www.fotomuseum.ch

Subject to change due to the current 
situation.  

Supported by: Ernst and Olga Gubler 
Hablützel Stiftung, Friends’ Association 
Fotomuseum Winterthur
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 6  Personal      
  Photographs,  
  2019 –
The increasing precariousness of privacy 
through the impact of digital networks – 
tied to the social practice of oversharing 
as well as to mechanisms of surveillance –  
was already a main focus of Eva & Franco 
Mattes’s artistic explorations back in the 
early 2000s. 

At that time, their three-year-long 
performance Life Sharing (2000–2003) 
provided direct access to the artists’ 
personal computer and all the private 
data it contained.

In their site-specific installation Personal 
Photographs, they expand this practice by 
sharing private images that they had shot in 
a given month – September 2009, January 2012 
or October 2016. 

Yet rather than giving us a sneak peek 
into Eva & Franco Mattes’s private lives, 
the installation re-directs our gaze to 
the underlying infrastructure of image 
circulation.

Materialised through a network of modular 
cable trays that wind through the exhibition 
space and ultimately control the movement 
of the visitors, what we usually only 
perceive as abstract flows of information 
is made conspicuously present and physically 
palpable. 

The photographs circulate as data through 
cables that connect two microcomputers 
placed at either end of the installation.

The software, coded in collaboration with 
David Huerta, digital security trainer at the 
Freedom of the Press Foundation, transfers 
the images back and forth endlessly. 

As much as anything, Personal Photographs 
reveals the networked and distributed 
character of today’s data images.

 7  Portraits,  
  2006 – 2007
Portraits is an investigation into the 
construction of online identity through 
avatars, the virtual characters that we 
create as our proxy personas in video games 
and on online platforms.

For their series of portraits, Eva & Franco 
Mattes invited members of the Second Life 
community to virtual photo shootings, thus 
transferring the traditional photographic 
processes of sets, light and poses to an 
in-game environment.

Printed on large-format canvases, the 
screenshot portraits are emotionally charged 
by the way their gazes address each other 
through the arrangement in the space. 

Computer-generated and pixelated, these 
portraits manifest a somewhat dated 
digital aesthetic that is reflective 
of the mid-2000s, while emphasising 
technological imperfection in the pursuit 
of digital photorealism.

At the same time, they also speak to the 
ambivalence of their creators’ hidden 
desires: the choice of avatar is both a 
projection and a retreat behind the digital 
facade. 

However, the women’s faces, full-lipped and 
photographically frozen in extreme close-
up, are trapped in stereotypical ideals of 
beauty - an expression of how the conventional 
gaze is perpetuated online and in virtual 
worlds, along with sexualised and sexist 
gender roles.

 8  Hannah Uncut,  
  2021
It’s with our smartphones that we capture our 
life in all its authenticity: 

all the selfie attempts that didn’t make 
it onto Instagram, the casual screenshots 
that we save as mementos or the meme we 
send around on social media. 

It’s the trial and error, the blurred 
shots and misframed angles that give 
a sense of our lives being lived.

For Hannah Uncut, a work commissioned by 
Fotomuseum Winterthur, Eva & Franco Mattes 
offered to pay USD 1,000 to anyone willing 
to sell their phone with all the pictures on 
it – thus making their private image archive 
accessible to the interpretation 
of strangers.
 
They selected Hannah from the UK, a woman in 
her late twenties whose life and personality 
unfolds through a slide show of images that 
accumulated over months – in chronological 
order and completely unedited.

The only artistic intervention is the rhythm 
of the images, emulating the pace at which we 
swipe through our phones. 

Hannah’s pictures show the evolution 
of photographic forms of communication 
and enactment associated with the mass 
diffusion of social media and smartphones.

Hannah, a child of Generation Y, uses screen-
shots as a matter of course, just as she 
applies face filters to her selfies and plays 
with an expanded visual vocabulary that is 
geared towards sharing her images online. 

As such, Hannah’s photo archive lays bare 
the construction and curation of the self – 
permeated by moments of authenticity and 
intimacy that unavoidably catapult us into 
the role of voyeurs.

Accompanying 
programme
The exhibition will be accompanied by a  
programme on site and online. Further 
details can be found at www.fotomuseum.ch

Subject to change due to the current 
situation.  

Supported by: Ernst and Olga Gubler 
Hablützel Stiftung, Friends’ Association 
Fotomuseum Winterthur

2
Abuse 

Standards  
Violations

5
Emily’s  
Video

3
Ceiling

Cat

3
Half 
Cat

4
BEFNOED

7
Portraits

1
The Bots

6
Personal 

Photographs8
Hannah 
Uncut

fotomuseum winterthur

GL
OS
SA
RY

Glossary
A–Z

Algorithm
An algorithm is a set of instructions 
that define the exact steps by which a 
computer program or a piece of soft-
ware executes tasks. 

Algorithms determine what you see on 
the internet: for example, when you 
do an online search for a computer 
game, the ordering of the web pages 
that are displayed is specified by 
an algorithm.

App(lication)
A computer program that is already  
installed on a device (especially on 

mobile devices like smartphones  
and tablets) or can be downloaded  
as an add-on feature. 

Apps include image-editing 
software, computer games, email 
programs, etc.

Avatar
 Avatars are graphical representations,  
 animations and caricatures that 

users can choose and create  
online, in video games, on  
community websites like  
Second Life, in internet forums 

or on social media, in the  
form of virtual game characters 
and action figures or online 
personalities. 

The term was originally coined by  
US American author Neal Stephenson in 
his science-fiction novel Snow Crash 
(1992), with its depictions of  
proxy graphical characters in the 
metaverse, a fictional virtual world on 
the internet. 

Avatars can often be fully 
configured and edited – they range 
from humanoid figures to animals and 
fantasy creatures. While some are 
only deployed as 2D images, others 
can be run as 3D models (CGI)

in virtual worlds, where they  
can communicate, act and interact 
in real time. Even though avatars 
can operate as virtual proxies, 
they allow users to conceal their 
true identity by retreating 
behind an anonymous persona and 
fantasy projections.

Big Brother 
In the context of today’s online  
culture, the term Big Brother stands 
for a totalitarian surveillance 
apparatus (state or private) that 
is able to access all our public and 
private information by monitoring, 
collecting and analysing the data we 
leave behind online with every Google 
search, every bank transaction and 
every “like” on social media.  
  The term was first coined  
  by George Orwell in his dystopian  
  novel 1984, a fictional account  
  of a surveillance system that is  
 ever-present yet remains invisible –  
 an idea inspired by the figure  
 of the Soviet dictator Stalin.  
 The expression was popularised by the  
 reality TV show Big Brother, in which  
a group of people living together under 
the constant eye of video cameras enact 
their day-to-day lives as a form of  
 extrovert exhibitionism that  
 caters to the voyeuristic gaze of an  
 international TV audience.

Bot
A bot – the word is derived from robot –
is an automated computer program that 
can carry out repetitive tasks on its own.  
 In recent years, the “social bots”  
 that are used on social media  
 platforms like Facebook and Twitter  
 have made headlines.  
Taking the form of human actors and 
disguised behind fake profiles, social 
bots are programmed to respond 
automatically to particular keywords by 
liking, commenting on and sharing posts 
or even publishing content themselves.  
  They are increasingly being used  
  as part of election campaigns and  
  to spread misinformation. 
 “Chat bots”, meanwhile, are designed  
 to communicate interactively with  
 users by means of a text-based  
 dialogue system, and search engine  
 bots, or “web crawlers”, automatically  
 trawl the internet looking for    
websites that they can then index    
and make findable via the Google search 
function. Bots thus encroach 
significantly on our everyday lives and 
play a major part in how information 
circulates online.

Computer-generated 
imagery (CGI)
 Computer-generated imagery, or CGI  
 for short, is a term drawn from the  
 world of film production.  
CGI is not recorded with a (film or 
photo) camera but computer-generated  
  as two- or three-dimensional  
  graphic images (computer  
  graphics) and set in motion  
  (computer animation).  
 CGI is used in films, video games,  
 art and advertising – it is also  
 deployed in other areas, such as   
 medical imaging, simulations  
 or 3D-architectural models.  
The first developments in photorealistic  
CGI – and thus the computer’s evolution 
as a visual medium modelled on

photography – date back to advances  
made in the 1970s that were largely 
driven by the film industry, especially 
in the area of special effects.

Computational  
photography
Computational imaging systems, based on 
software and algorithms, have become an 
important part of today’s digital and 
smartphone cameras.  
 One simple example is the common  
 panorama function available on 
 smartphone apps and digital cameras,  
 where an algorithm calculates  
 and puts together multiple images  
 into a seamless continuous picture.  
More complex use of computation 
in photography can be found in so-
called machine vision and machine 
learning algorithms.  
  These are programs that analyse  
  the image data and draw out  
  specific information. Think of  
 current software that recognises  
 faces or detects objects, auto- 
 editing tools or (face) filters  
 that modify the live camera feed  
 of one’s smartphone on apps like  
 Snapchat and Instagram.  
Augmented Reality, Virtual Reality and 
computer-generated images are  
 all examples of how computation  
 and software extend and transform  
 photography and our understanding of it.

Content moderation
Every day millions of photos are uploaded  
to social media. This includes material 
that is violent, pornographic and offensive.
 To filter this out as quickly as  
 possible, internet giants like  
 Facebook, YouTube, Google or Twitter  
  employ people – so-called  
  content moderators – to click  
  through the content and clean 
up the visible interface by removing 
images of violence, torture, suicide, 
terrorism, rape or child pornography.  
 These moderators need to decide  
 in a matter of seconds what kind  
 of material they are dealing with  
 and whether it violates guidelines. 
Often contracted via external companies 
and working from developing and 
emerging economies, workers need to 
sign a non-disclosure agreement and 
receive low wages.  
 Due to the lack of psychological  
 support and their exposure to deeply  
 disturbing images, they are prone to  
 post-traumatic stress disorder.

Darknet
The darknet is often characterised as 
the “shady side of the internet”.  
 Unlike the internet we use on a  
 day-to-day basis, which is available  
 to anyone with a standard browser  
 and whose content is findable using 
search engines like Google, the darknet 
can only be accessed with the help of 
special software. 

The so-called Tor browser, which 
enables access, ensures that the 
data traffic is fully encrypted. 

 This means that all activities can  
 be carried out anonymously and are  
 untraceable, which is why the 
darknet regularly makes the headlines 
owing to its association with criminal 
activities such as drug trafficking 
and arms dealing, pirate copying and 
offensive content. 

The anonymity and invisibility it  
affords also benefit activists,  
whistle-blowers and journalists.  
Finally the darknet is used by some 
artists as a material repository  
or even as an exhibition space.

Data images
 A photographic image shot with a  
 smartphone or a modern-day camera  
 or captured as a screenshot is digital.  
It consists of electronic data stored 
in the form of a binary code made up of 
zeros and ones, which appear on  

 the screen as a photograph thanks  
 to algorithms – precisely defined  
 series of instructions on the basis  
 of which a computer program will  
 carry out specific tasks step by step.  
 An image file also stores additional  
 data that is invisible to the eye,  
 so-called metadata.  
Metadata provides information, for 
example, about the date and time  
  a photograph was taken and the 
  geographical coordinates of  
  where it was shot.  
 This means that when we circulate  
 images, we give away more  
 information about ourselves than  
 we are usually aware of.  
It is common for massive amounts of 
image data to accumulate on our digital 
devices over a period of decades.  
 Although this may seem immaterial,  
 the storage depends on space and  
 material objects like hardware and  
 infrastructure, in turn having  
 a major ecological impact on the  
 environment.

Face filters/
Augmented Reality
Face filters like the ones provided by 
Snapchat are Augmented Reality (AR) 
applications that allow us to insert 
virtual filters onto our face in real 
time when taking a selfie.  
 AR is a technology that  
 enables users to visually connect  
 the real world with virtual objects,  
 either by superimposing computer- 
 generated objects on a real space  
or conflating the two in a process of 
fusion. For this reason, AR is also known 
as Enhanced Reality or Mixed Reality.  
 The hybrid nature of AR  
 distinguishes it from Virtual  
 Reality (VR). While AR supplements  
 reality, VR is a complete simulation  
  of the visible environment,  
  immersing users in the feeling of  
  being in another world.  
 AR has become a familiar feature of  
 modern life in the form of the

Nintendo mobile game Pokémon Go, which 
became a global craze in 2016, or 
smart glasses such as Google Glass, a 
product that was released on the US 
market as a beta version in 2014. 
AR is also used in engineering, 
medicine, advertising, art and 
entertainment as well as in the  
military industry. 

Generation Y (Millennials)  
and Generation Z
 Generation Y (Gen Y, for short) or  
 Millennials are people born between  
 the early 1980s and late 1990s.  
 On the one hand, this group is 
 regarded as having a tendency  
 to question (the letter Y standing  
 metaphorically for Why?), while,  
  on the other, they are also  
  considered to be “digital  
  natives” who grew up in the  
 internet age and are characterised  
 by an affinity for technology.  
 Most of them got to know the World 
Wide Web, MP3 players, SMS messaging, 
mobile phones, smartphones and tablet 
PCs in their late teens. 
 The defining historical events for  
 this generation are the Columbine  
 High School shootings (1999), the  
 terrorist attacks of 11 September 2001,  
  the war in Afghanistan (from  
  2001 on), the introduction of  
  the euro (2002), the Iraq War  
  (2003), the tsunami disaster 
(2004) and various financial crises. 
Generation Z (Gen Z, for short), which 
is assigned to the period from 2000 

onwards, usually have an intuitive  
edge over older generations in terms  
of digital technologies and  
platforms, as they were born into  
pre-existing digital infrastructures 
–smartphones, Web 2.0 – and grew up 
using them and seeing them evolving. 
Gen Z is also seen as becoming 
increasingly politicised, especially 
in relation to issues like climate 
change activism and the 
#BlackLivesMatter movement.

GIF
The Graphics Interchange Format, or 
GIF for short, is an image file  
that is compressed in size and can thus 
be distributed more quickly.  
 In the first years of the internet  
 around 1990, GIFs became the  
 standard format for colour images.  
  While the JPEG format took over  
  in 1993 and is more commonly  
  used today, the advantage of the  
  GIF was that several individual  
 images, overlaid on one another,   
 could be stored in a single file and 
 displayed in web browsers as  
 animations.  
  Thus, they were often used in  
  static websites as moving images. 

This helped GIFs make a comeback in  
the 2010s. Similar to memes, animated 
GIFs first gained currency on  
image-sharing platforms and internet 

forums, before spreading to 
social media as a means of 
communication and later shared 
through instant messaging  
systems like WhatsApp from  
the late 2010s on. 

GIFs are sent as comments, emotional 
reactions, quotes or purely for 

entertainment, often making 
reference to current events or 
showing people from popular 
culture. 

Gig economy/
Crowdsourcing
The gig economy is the outsourcing of 
minor, short-term jobs to independent 
self-employed contractors, freelancers  
 or those in marginal employment.  
 Online platforms are often used to  
 make it easier for companies  
 to contact contract workers. 
Some prominent examples here are 
private transport services like Uber 
or food delivery couriers such as 
Deliveroo and Foodora.  
 The people operating these platforms  
 often take a commission, while  
 the workers have to provide their  
 own resources up front, such as  
 mobile phones and vehicles, in order  
 to do the job. 

Services of all kinds are offered 
via the gig economy – from social 
media marketing to financial 
accounting and logo design. 
Through crowdsourcing, companies 
often outsource certain tasks  
to a distributed group of users.

 Although gig working is a simple  
 and flexible way of making extra  
 money, it comes under fire for the  
 poor conditions that people must 
often work in and the lack of any 
benefits like health, unemployment or 
pension insurance.

Hardware
 Hardware, as distinct from software,  
 refers to all the components in  
a computer that manifest physically, 
i.e. all the material components – both 
mechanical and electronic – of  
 a desktop PC or laptop, including  
 the screen, keyboard, hard disk,  
 graphics card and power cable.

Imaginary audience 
 The term describes a psychological  
 state in which a person imagines  
and is convinced that their every   
action is being watched by an audience. 
 The condition was first described  
 in 1967 by child psychologist David  
 Elkind, who observed how some  
  people, especially teenagers, are  
  unable to properly distinguish  
  between their own ego and the 
  outside world and thus transfer  
  the formation of their thoughts  
  and sense of self-worth onto  
  external figures.  
 The conjuring up of an imaginary  
 audience, which can happen to people  
 of all ages, has become reality  
 to some degree for all users of  
 social media and online communities: 
the content that we share on these 
platforms is directed at an audience 
whose actual composition and reach 

we do not know – we thus increasingly  
internalise the view and opinions  
of an imaginary audience and define 
our self-image (and self-esteem) on 
the basis of external reactions.

In-game  
photography
The term in-game photography refers 
to screenshots taken while playing  
a video game, which has become an art  
 genre in its own right. Video games  
 as entertainment and experiential  
 spaces often develop in association  
 with the film industry, therefore  
 spawning image worlds that strive  
 towards photorealism. 

Numerous players roam these 
digital game worlds not to follow 
the actual game instructions  
but rather focusing entirely on  
landscapes, portraits or 
architectures, very much in the 
mould of traditional photography. 

Meanwhile, many games, and even the 
controllers, have a built-in photo 
mode that allows people to take 
screenshots and share them online. 

For example, at the touch of a button, 
Spiderman can take a selfie on 
PlayStation 4 that can be stored and 
viewed in a digital album.  
  This transforms the characters  
  adopted by the gamers, also known  
  as avatars, into virtual  
  photographers.

Instant messaging
  As the name suggests, instant  
  messaging involves the quick  
  dispatch of pictures and short  
 text and voice messages  
 via apps like WhatsApp. It has now  
 largely superseded SMS and MMS.

Make-up tutorials
 Social media is used to circulate  
 short user-generated videos that  
 serve as tutorials providing a  
 step-by-step explanation of a  
 particular topic or operation.  
Make-up tutorials represent a popular 
format for introducing cosmetic 
products and techniques and have now  
 established themselves as a discrete  
 genre with a specific community  
 on a wide range of platforms. Owing 
to its uncontroversial, nondescript 
content, this popular online format is 
increasingly being used to put  
  out veiled political messages  
  whose content would otherwise  
  become subject to censorship  
  and be deleted.  
 The users thus provide information  
 not only about lip gloss and  
 eyeshadow but also about government  
 abuses and political impropriety:  
an example here is a make-up tutorial 
in summer 2020 by US Congresswoman  
 Alexandria Ocasio-Cortez that was  
 distributed by Vogue and contained  
 a feminist, political message. 

Memes
  Memes are mostly humorous images  
  and videos that are shared  
  and edited by users of social  
  media.  
 In most cases, they are humorous,  
 ironic or caustic comments on  
 social, political and cultural  
 issues or current affairs.  
They can be made with the help of a meme 
generator, which can crop the images 
(mostly sourced from the internet) into 
a rectangular form and overlay them  
with a short text, usually written in 
the Impact typeface. The most popular 
animal used for memes is the cat. The 
furry feline appears, for example, as 
lolcat (derived from the abbreviation 
LOL, or “laugh out loud”, and the word 
cat) or as ceiling cat.

The term meme is derived from the 
Greek word mimēma (“imitate”) and 
was coined by the evolutionary 
biologist Richard Dawkins in The 
Selfish Gene in 1976. In the wake 
of digitisation, this  definition  
was eventually used to describe  
the viral internet phenomena of 
image-text creations.

Networked image
The networked image represents a  
significant shift in the evolution of 
photography and its modes of usage. 

While its analogue predecessor was 
mostly distributed in printed form 
– as a print on paper, glass or 
metal, or a copy in newspapers, 
magazines and books or on posters – 
the networked image is a photograph 
recorded with a digital camera, 
a smartphone, drones, scans  
or surveillance cameras – or, in  
the case of memes, GIFs and  
computer-generated images (CGI), 
created entirely digitally and 
circulated online on social media.  
The technical precondition is the 
combination of camera and image  
processing with the internet, 
allowing photos to be disseminated 
via digital networks and platforms 
immediately or just after they  
have been taken. 

Capturing a moment in time is no longer 
the primary reason for taking a photo; 
rather, it is more about communicating 
and sharing, which is why the networked 
image is also called the “distributed 
image” or “conversational image”.

Online community
 An online community is an organised  
 group of people who communicate and 
interact with each other in virtual 
spaces online. They organise themselves  
 via social media, photo-sharing  
 platforms, internet forums, and  
 through avatars on websites and in  
 video games.

Reaction video/ 
Attention economy
 A reaction video is typically posted  
 online on social media. Instead of 
showing the actual event, it consists 
of a series of different people 
reacting to what has been filmed. While  

 these videos have their origins in  
 the Japanese TV shows of the 1970s,  
 they mainly circulate today on the  
  popular video platform YouTube.  
  The emotions of the people on  
  camera, which may range from  
 laughter to disgust, pity and fear,  
 are relayed to the viewers, making 
the videos part of the attention 
economy and an apt expression of it,  
as attention is turned into a good that 
can be exploited within a value-added 
chain. Converted into a lucrative  
 resource, an economic asset and form  
 of social currency, spectatorship  
 is thus integrated more strongly than  
 ever into capitalist cycles. 

Our likes, clicks and shares fuel 
this system and ultimately make us 
complicit in it. 

Screenshot
 The screenshot, a snapshot of  
 a screen, freezes a moment at  
  the touch of a button or the  
  push of a key just like a  
  digital or analogue camera and  
  is therefore considered a  
  photographic medium.  
 The screenshot function is  
 written into the software and can  
 be recorded by almost any screen- 
 based electronic device – be it  
 a computer, smartphone or game  
 console.  
It can be saved as a file, copied to 
the clipboard, printed directly or 
immediately shared online. 
 We are often unaware of the degree  
 to which screenshots determine  
 and organise our everyday lives. 
 Whether as a reminder of recipe  
  ingredients for a trip to the  
  shops, the next train connection,  
 the description of a route on a  
 journey where there is no mobile  
  data access or a snapshot  
  from our last video phone call,  
  screenshots are an integral  
  part of our networked  
  culture today. 

Second Life
 The virtual online world Second Life  
 was released by Linden Lab in 2003.  
 It gives users the opportunity to  
 design their own 3D environments  
  and to inhabit them as avatars,  
  i.e. virtual alter egos. 
  Users can communicate and  
  interact with one another via  
  their avatars and even offer  
  services and goods that can be  
  traded with a specially created  
  currency.  
 They can also team up to design  
 their environment and individual  
 look.  
This provides anonymity, while also 
enabling virtual interest groups to  
 come together, particularly in  
 the area of role play. 
 Second Life’s international reach  
 and unrestricted scope for   

creativity mean that it  
has also been discovered by  
artists and is widely used in  
the art world. Once one of  
the largest online communities,  
Second Life has, however,  
seen its number of active  
users and media presence  
diminish significantly in  
recent years.

Selfie
Derived from the word “self”, the 
selfie is a picture that shows the face 
of the photographer, who has  
 typically taken the photo themselves  
 using a smartphone held at arm’s  
 length. 
  People upload and send selfies  
  via apps like Instagram or  
  WhatsApp, a phenomenon that  
  took off with the emergence  
  of social media in the 2010s. 
 The selfie is not to be confused  
 with the traditional photographic  
 self-portrait but should rather be  
 seen in the context of the networked  
 image and as a contemporary means of  
 communication. 
It forms part of a larger social or 
even economic network that generates 
its own iconography and practices. 
 For this reason, the US American  
 political scientist Jodi Dean also  
describes the selfie as the “imitation  
of others and our imitation of each other”. 
  In this way, selfies (re-)produce  
  ideas of culture, social class or  
  gender in the digital realm. 

Sharing 
Sharing is a popular practice in the 
internet era. Networked images are often  
produced and post-processed with the aim 
of sharing them with friends, specific 
communities or an anonymous audience. 

  This content is disseminated –  
  uploaded, liked and shared – via  
  photo-sharing platforms like Flickr  
 (2004), photoblogs (e.g. WordPress,  
 2005), social media networks like  
 Facebook (2004), Twitter (2006),  
 Instagram (2010) and TikTok (2016)  
 or instant messaging apps like  
 WhatsApp (2009) and Snapchat (2011). 
Photosharing came out of what was 
called Web 2.0 (2004), which made it 
possible to actively share content on 
the World Wide Web. 

As a result, much of what was once
shared only in the private sphere 
has shifted to a (semi-)public 
space – sometimes without there 
being any kind of conscious 
decision behind it.

Smartphone 
photography

There is scarcely any other medium 
that is as firmly anchored in 
our everyday lives as smartphone  
photography. 
We use it to store information and 
capture important moments in our 
lives, sharing quickly and effort-
lessly the pictures we take with our 
family, friends and online contacts. 

Developments over the past thirty years 
have made this possible, from Toshiba’s 
first mobile phone in 1999 with a  
built-in low-resolution camera, to the  
image-based MMS (Multimedia Messaging 
Service) which evolved from the SMS

(Short Message Service) at the end 
of the 2000s, to the emergence of 
the web-enabled smartphone with 
Apple’s first iPhone in 2007 that had
a built-in 2 megapixel digital camera. 

This combination of mobile 
cameras and social media apps or 
instant messaging systems like 
WhatsApp, which allow direct 
access to online distribution 
channels, has led to an  
unprecedented degree of circulation 
of photographic images. 

Social Media
 Social media are digital platforms  
 that make it possible for users to  
 have contact with each other 
virtually and to create and distribute 
their own content (images, texts, videos,  
etc.), so-called “user-generated content”. 
 Social media platforms include  
 Facebook, Instagram, Snapchat,  
 TikTok, Twitter and YouTube.  
By virtue of these platforms, photographs 
and videos have had a decisive impact 
on our lives and our society: they have 
made it possible for us to involve 
family and friends in our everyday 
lives, independent of time and place, 
quickly, easily and more or less 
in real time. Networked images put 
us in a new position, whereby we are 
simultaneously  
 producers, consumers and  
 distributors, while they spawn new  
 forms of visual communication,   
  such as memes, selfies and GIFs.  
  Our social exchange is  
  increasingly conducted via  
photographic content that is  
posted, liked, shared, screenshotted, 
downloaded, reprocessed and  
circulated. 

Software
Software refers to all the programs 
on a computer. It controls the 
computer and issues commands. 

Common examples are the Microsoft  
Office software package, including Word, 
Excel and PowerPoint, or the Adobe 
image- and video-editing software. 

User
 The term user not only refers  
 to people operating networked  
 devices like computers, laptops, 
tablets and smartphones but also anyone 
making use of digital apps, online 
communities and social media. Since  
 users can take on different roles –  
 as passive followers (following  
 people, institutions and companies  
 on social media), as gamers or as  
 bloggers or vloggers (active authors 
and editors of text and video posts), 
their online activity can assume a 
variety of different forms.

Virtual
 The term virtual denotes images  
 and worlds – Second Life, for  
 example – that are generated in the 
computer and either simulate reality  
in photorealistic terms or, depending 
on the technical options available,  
can be designed as desired to suit 
the promptings of one’s fantasy and 
imagination.  

Web 2.0 
  Web 2.0 – often referred to as  
  the “Participative Web” or  
  “Social Web” – was first  
  popularised in the mid-2000s:  
 it opened the door to user-generated  
 content and allowed people to  
 exchange ideas with an online 
community within the context of social 
media. In terms of internet usage, this 
constituted a significant  
 modification of the first-generation  
 internet, the Web 1.0 era, in which  
 users were initially restricted to  
 passively viewing content offered by  
  website operators. Examples  
  of Web 2.0 features include  
  social media platforms like  
  Facebook, Twitter and Instagram, 

collaboratively created online 
encyclopaedias such as Wikipedia, 
tagging systems – which index 
keywords on websites and in

links –, video-sharing sites like 
YouTube, image-sharing sites  
like Flickr and participative web 
applications.

Further terms relating to contemporary 
forms of photography and its history can 
be found as a timeline and glossary at  
 www.photographic-flux.com,  
 a project by Fotomuseum Winterthur.

  

Glossary
A–Z

Algorithm
An algorithm is a set of instructions 
that define the exact steps by which a 
computer program or a piece of soft-
ware executes tasks. 

Algorithms determine what you see on 
the internet: for example, when you 
do an online search for a computer 
game, the ordering of the web pages 
that are displayed is specified by 
an algorithm.

App(lication)
A computer program that is already  
installed on a device (especially on 

mobile devices like smartphones  
and tablets) or can be downloaded  
as an add-on feature. 

Apps include image-editing 
software, computer games, email 
programs, etc.

Avatar
 Avatars are graphical representations,  
 animations and caricatures that 

users can choose and create  
online, in video games, on  
community websites like  
Second Life, in internet forums 

or on social media, in the  
form of virtual game characters 
and action figures or online 
personalities. 

The term was originally coined by  
US American author Neal Stephenson in 
his science-fiction novel Snow Crash 
(1992), with its depictions of  
proxy graphical characters in the 
metaverse, a fictional virtual world on 
the internet. 

Avatars can often be fully 
configured and edited – they range 
from humanoid figures to animals and 
fantasy creatures. While some are 
only deployed as 2D images, others 
can be run as 3D models (CGI)

in virtual worlds, where they  
can communicate, act and interact 
in real time. Even though avatars 
can operate as virtual proxies, 
they allow users to conceal their 
true identity by retreating 
behind an anonymous persona and 
fantasy projections.

Big Brother 
In the context of today’s online  
culture, the term Big Brother stands 
for a totalitarian surveillance 
apparatus (state or private) that 
is able to access all our public and 
private information by monitoring, 
collecting and analysing the data we 
leave behind online with every Google 
search, every bank transaction and 
every “like” on social media.  
  The term was first coined  
  by George Orwell in his dystopian  
  novel 1984, a fictional account  
  of a surveillance system that is  
 ever-present yet remains invisible –  
 an idea inspired by the figure  
 of the Soviet dictator Stalin.  
 The expression was popularised by the  
 reality TV show Big Brother, in which  
a group of people living together under 
the constant eye of video cameras enact 
their day-to-day lives as a form of  
 extrovert exhibitionism that  
 caters to the voyeuristic gaze of an  
 international TV audience.

Bot
A bot – the word is derived from robot –
is an automated computer program that 
can carry out repetitive tasks on its own.  
 In recent years, the “social bots”  
 that are used on social media  
 platforms like Facebook and Twitter  
 have made headlines.  
Taking the form of human actors and 
disguised behind fake profiles, social 
bots are programmed to respond 
automatically to particular keywords by 
liking, commenting on and sharing posts 
or even publishing content themselves.  
  They are increasingly being used  
  as part of election campaigns and  
  to spread misinformation. 
 “Chat bots”, meanwhile, are designed  
 to communicate interactively with  
 users by means of a text-based  
 dialogue system, and search engine  
 bots, or “web crawlers”, automatically  
 trawl the internet looking for    
websites that they can then index    
and make findable via the Google search 
function. Bots thus encroach 
significantly on our everyday lives and 
play a major part in how information 
circulates online.

Computer-generated 
imagery (CGI)
 Computer-generated imagery, or CGI  
 for short, is a term drawn from the  
 world of film production.  
CGI is not recorded with a (film or 
photo) camera but computer-generated  
  as two- or three-dimensional  
  graphic images (computer  
  graphics) and set in motion  
  (computer animation).  
 CGI is used in films, video games,  
 art and advertising – it is also  
 deployed in other areas, such as   
 medical imaging, simulations  
 or 3D-architectural models.  
The first developments in photorealistic  
CGI – and thus the computer’s evolution 
as a visual medium modelled on

photography – date back to advances  
made in the 1970s that were largely 
driven by the film industry, especially 
in the area of special effects.

Computational  
photography
Computational imaging systems, based on 
software and algorithms, have become an 
important part of today’s digital and 
smartphone cameras.  
 One simple example is the common  
 panorama function available on 
 smartphone apps and digital cameras,  
 where an algorithm calculates  
 and puts together multiple images  
 into a seamless continuous picture.  
More complex use of computation 
in photography can be found in so-
called machine vision and machine 
learning algorithms.  
  These are programs that analyse  
  the image data and draw out  
  specific information. Think of  
 current software that recognises  
 faces or detects objects, auto- 
 editing tools or (face) filters  
 that modify the live camera feed  
 of one’s smartphone on apps like  
 Snapchat and Instagram.  
Augmented Reality, Virtual Reality and 
computer-generated images are  
 all examples of how computation  
 and software extend and transform  
 photography and our understanding of it.

Content moderation
Every day millions of photos are uploaded  
to social media. This includes material 
that is violent, pornographic and offensive.
 To filter this out as quickly as  
 possible, internet giants like  
 Facebook, YouTube, Google or Twitter  
  employ people – so-called  
  content moderators – to click  
  through the content and clean 
up the visible interface by removing 
images of violence, torture, suicide, 
terrorism, rape or child pornography.  
 These moderators need to decide  
 in a matter of seconds what kind  
 of material they are dealing with  
 and whether it violates guidelines. 
Often contracted via external companies 
and working from developing and 
emerging economies, workers need to 
sign a non-disclosure agreement and 
receive low wages.  
 Due to the lack of psychological  
 support and their exposure to deeply  
 disturbing images, they are prone to  
 post-traumatic stress disorder.

Darknet
The darknet is often characterised as 
the “shady side of the internet”.  
 Unlike the internet we use on a  
 day-to-day basis, which is available  
 to anyone with a standard browser  
 and whose content is findable using 
search engines like Google, the darknet 
can only be accessed with the help of 
special software. 

The so-called Tor browser, which 
enables access, ensures that the 
data traffic is fully encrypted. 

 This means that all activities can  
 be carried out anonymously and are  
 untraceable, which is why the 
darknet regularly makes the headlines 
owing to its association with criminal 
activities such as drug trafficking 
and arms dealing, pirate copying and 
offensive content. 

The anonymity and invisibility it  
affords also benefit activists,  
whistle-blowers and journalists.  
Finally the darknet is used by some 
artists as a material repository  
or even as an exhibition space.

Data images
 A photographic image shot with a  
 smartphone or a modern-day camera  
 or captured as a screenshot is digital.  
It consists of electronic data stored 
in the form of a binary code made up of 
zeros and ones, which appear on  

 the screen as a photograph thanks  
 to algorithms – precisely defined  
 series of instructions on the basis  
 of which a computer program will  
 carry out specific tasks step by step.  
 An image file also stores additional  
 data that is invisible to the eye,  
 so-called metadata.  
Metadata provides information, for 
example, about the date and time  
  a photograph was taken and the 
  geographical coordinates of  
  where it was shot.  
 This means that when we circulate  
 images, we give away more  
 information about ourselves than  
 we are usually aware of.  
It is common for massive amounts of 
image data to accumulate on our digital 
devices over a period of decades.  
 Although this may seem immaterial,  
 the storage depends on space and  
 material objects like hardware and  
 infrastructure, in turn having  
 a major ecological impact on the  
 environment.

Face filters/
Augmented Reality
Face filters like the ones provided by 
Snapchat are Augmented Reality (AR) 
applications that allow us to insert 
virtual filters onto our face in real 
time when taking a selfie.  
 AR is a technology that  
 enables users to visually connect  
 the real world with virtual objects,  
 either by superimposing computer- 
 generated objects on a real space  
or conflating the two in a process of 
fusion. For this reason, AR is also known 
as Enhanced Reality or Mixed Reality.  
 The hybrid nature of AR  
 distinguishes it from Virtual  
 Reality (VR). While AR supplements  
 reality, VR is a complete simulation  
  of the visible environment,  
  immersing users in the feeling of  
  being in another world.  
 AR has become a familiar feature of  
 modern life in the form of the

Nintendo mobile game Pokémon Go, which 
became a global craze in 2016, or 
smart glasses such as Google Glass, a 
product that was released on the US 
market as a beta version in 2014. 
AR is also used in engineering, 
medicine, advertising, art and 
entertainment as well as in the  
military industry. 

Generation Y (Millennials)  
and Generation Z
 Generation Y (Gen Y, for short) or  
 Millennials are people born between  
 the early 1980s and late 1990s.  
 On the one hand, this group is 
 regarded as having a tendency  
 to question (the letter Y standing  
 metaphorically for Why?), while,  
  on the other, they are also  
  considered to be “digital  
  natives” who grew up in the  
 internet age and are characterised  
 by an affinity for technology.  
 Most of them got to know the World 
Wide Web, MP3 players, SMS messaging, 
mobile phones, smartphones and tablet 
PCs in their late teens. 
 The defining historical events for  
 this generation are the Columbine  
 High School shootings (1999), the  
 terrorist attacks of 11 September 2001,  
  the war in Afghanistan (from  
  2001 on), the introduction of  
  the euro (2002), the Iraq War  
  (2003), the tsunami disaster 
(2004) and various financial crises. 
Generation Z (Gen Z, for short), which 
is assigned to the period from 2000 

onwards, usually have an intuitive  
edge over older generations in terms  
of digital technologies and  
platforms, as they were born into  
pre-existing digital infrastructures 
–smartphones, Web 2.0 – and grew up 
using them and seeing them evolving. 
Gen Z is also seen as becoming 
increasingly politicised, especially 
in relation to issues like climate 
change activism and the 
#BlackLivesMatter movement.

GIF
The Graphics Interchange Format, or 
GIF for short, is an image file  
that is compressed in size and can thus 
be distributed more quickly.  
 In the first years of the internet  
 around 1990, GIFs became the  
 standard format for colour images.  
  While the JPEG format took over  
  in 1993 and is more commonly  
  used today, the advantage of the  
  GIF was that several individual  
 images, overlaid on one another,   
 could be stored in a single file and 
 displayed in web browsers as  
 animations.  
  Thus, they were often used in  
  static websites as moving images. 

This helped GIFs make a comeback in  
the 2010s. Similar to memes, animated 
GIFs first gained currency on  
image-sharing platforms and internet 

forums, before spreading to 
social media as a means of 
communication and later shared 
through instant messaging  
systems like WhatsApp from  
the late 2010s on. 

GIFs are sent as comments, emotional 
reactions, quotes or purely for 

entertainment, often making 
reference to current events or 
showing people from popular 
culture. 

Gig economy/
Crowdsourcing
The gig economy is the outsourcing of 
minor, short-term jobs to independent 
self-employed contractors, freelancers  
 or those in marginal employment.  
 Online platforms are often used to  
 make it easier for companies  
 to contact contract workers. 
Some prominent examples here are 
private transport services like Uber 
or food delivery couriers such as 
Deliveroo and Foodora.  
 The people operating these platforms  
 often take a commission, while  
 the workers have to provide their  
 own resources up front, such as  
 mobile phones and vehicles, in order  
 to do the job. 

Services of all kinds are offered 
via the gig economy – from social 
media marketing to financial 
accounting and logo design. 
Through crowdsourcing, companies 
often outsource certain tasks  
to a distributed group of users.

 Although gig working is a simple  
 and flexible way of making extra  
 money, it comes under fire for the  
 poor conditions that people must 
often work in and the lack of any 
benefits like health, unemployment or 
pension insurance.

Hardware
 Hardware, as distinct from software,  
 refers to all the components in  
a computer that manifest physically, 
i.e. all the material components – both 
mechanical and electronic – of  
 a desktop PC or laptop, including  
 the screen, keyboard, hard disk,  
 graphics card and power cable.

Imaginary audience 
 The term describes a psychological  
 state in which a person imagines  
and is convinced that their every   
action is being watched by an audience. 
 The condition was first described  
 in 1967 by child psychologist David  
 Elkind, who observed how some  
  people, especially teenagers, are  
  unable to properly distinguish  
  between their own ego and the 
  outside world and thus transfer  
  the formation of their thoughts  
  and sense of self-worth onto  
  external figures.  
 The conjuring up of an imaginary  
 audience, which can happen to people  
 of all ages, has become reality  
 to some degree for all users of  
 social media and online communities: 
the content that we share on these 
platforms is directed at an audience 
whose actual composition and reach 

we do not know – we thus increasingly  
internalise the view and opinions  
of an imaginary audience and define 
our self-image (and self-esteem) on 
the basis of external reactions.

In-game  
photography
The term in-game photography refers 
to screenshots taken while playing  
a video game, which has become an art  
 genre in its own right. Video games  
 as entertainment and experiential  
 spaces often develop in association  
 with the film industry, therefore  
 spawning image worlds that strive  
 towards photorealism. 

Numerous players roam these 
digital game worlds not to follow 
the actual game instructions  
but rather focusing entirely on  
landscapes, portraits or 
architectures, very much in the 
mould of traditional photography. 

Meanwhile, many games, and even the 
controllers, have a built-in photo 
mode that allows people to take 
screenshots and share them online. 

For example, at the touch of a button, 
Spiderman can take a selfie on 
PlayStation 4 that can be stored and 
viewed in a digital album.  
  This transforms the characters  
  adopted by the gamers, also known  
  as avatars, into virtual  
  photographers.

Instant messaging
  As the name suggests, instant  
  messaging involves the quick  
  dispatch of pictures and short  
 text and voice messages  
 via apps like WhatsApp. It has now  
 largely superseded SMS and MMS.

Make-up tutorials
 Social media is used to circulate  
 short user-generated videos that  
 serve as tutorials providing a  
 step-by-step explanation of a  
 particular topic or operation.  
Make-up tutorials represent a popular 
format for introducing cosmetic 
products and techniques and have now  
 established themselves as a discrete  
 genre with a specific community  
 on a wide range of platforms. Owing 
to its uncontroversial, nondescript 
content, this popular online format is 
increasingly being used to put  
  out veiled political messages  
  whose content would otherwise  
  become subject to censorship  
  and be deleted.  
 The users thus provide information  
 not only about lip gloss and  
 eyeshadow but also about government  
 abuses and political impropriety:  
an example here is a make-up tutorial 
in summer 2020 by US Congresswoman  
 Alexandria Ocasio-Cortez that was  
 distributed by Vogue and contained  
 a feminist, political message. 

Memes
  Memes are mostly humorous images  
  and videos that are shared  
  and edited by users of social  
  media.  
 In most cases, they are humorous,  
 ironic or caustic comments on  
 social, political and cultural  
 issues or current affairs.  
They can be made with the help of a meme 
generator, which can crop the images 
(mostly sourced from the internet) into 
a rectangular form and overlay them  
with a short text, usually written in 
the Impact typeface. The most popular 
animal used for memes is the cat. The 
furry feline appears, for example, as 
lolcat (derived from the abbreviation 
LOL, or “laugh out loud”, and the word 
cat) or as ceiling cat.

The term meme is derived from the 
Greek word mimēma (“imitate”) and 
was coined by the evolutionary 
biologist Richard Dawkins in The 
Selfish Gene in 1976. In the wake 
of digitisation, this  definition  
was eventually used to describe  
the viral internet phenomena of 
image-text creations.

Networked image
The networked image represents a  
significant shift in the evolution of 
photography and its modes of usage. 

While its analogue predecessor was 
mostly distributed in printed form 
– as a print on paper, glass or 
metal, or a copy in newspapers, 
magazines and books or on posters – 
the networked image is a photograph 
recorded with a digital camera, 
a smartphone, drones, scans  
or surveillance cameras – or, in  
the case of memes, GIFs and  
computer-generated images (CGI), 
created entirely digitally and 
circulated online on social media.  
The technical precondition is the 
combination of camera and image  
processing with the internet, 
allowing photos to be disseminated 
via digital networks and platforms 
immediately or just after they  
have been taken. 

Capturing a moment in time is no longer 
the primary reason for taking a photo; 
rather, it is more about communicating 
and sharing, which is why the networked 
image is also called the “distributed 
image” or “conversational image”.

Online community
 An online community is an organised  
 group of people who communicate and 
interact with each other in virtual 
spaces online. They organise themselves  
 via social media, photo-sharing  
 platforms, internet forums, and  
 through avatars on websites and in  
 video games.

Reaction video/ 
Attention economy
 A reaction video is typically posted  
 online on social media. Instead of 
showing the actual event, it consists 
of a series of different people 
reacting to what has been filmed. While  

 these videos have their origins in  
 the Japanese TV shows of the 1970s,  
 they mainly circulate today on the  
  popular video platform YouTube.  
  The emotions of the people on  
  camera, which may range from  
 laughter to disgust, pity and fear,  
 are relayed to the viewers, making 
the videos part of the attention 
economy and an apt expression of it,  
as attention is turned into a good that 
can be exploited within a value-added 
chain. Converted into a lucrative  
 resource, an economic asset and form  
 of social currency, spectatorship  
 is thus integrated more strongly than  
 ever into capitalist cycles. 

Our likes, clicks and shares fuel 
this system and ultimately make us 
complicit in it. 

Screenshot
 The screenshot, a snapshot of  
 a screen, freezes a moment at  
  the touch of a button or the  
  push of a key just like a  
  digital or analogue camera and  
  is therefore considered a  
  photographic medium.  
 The screenshot function is  
 written into the software and can  
 be recorded by almost any screen- 
 based electronic device – be it  
 a computer, smartphone or game  
 console.  
It can be saved as a file, copied to 
the clipboard, printed directly or 
immediately shared online. 
 We are often unaware of the degree  
 to which screenshots determine  
 and organise our everyday lives. 
 Whether as a reminder of recipe  
  ingredients for a trip to the  
  shops, the next train connection,  
 the description of a route on a  
 journey where there is no mobile  
  data access or a snapshot  
  from our last video phone call,  
  screenshots are an integral  
  part of our networked  
  culture today. 

Second Life
 The virtual online world Second Life  
 was released by Linden Lab in 2003.  
 It gives users the opportunity to  
 design their own 3D environments  
  and to inhabit them as avatars,  
  i.e. virtual alter egos. 
  Users can communicate and  
  interact with one another via  
  their avatars and even offer  
  services and goods that can be  
  traded with a specially created  
  currency.  
 They can also team up to design  
 their environment and individual  
 look.  
This provides anonymity, while also 
enabling virtual interest groups to  
 come together, particularly in  
 the area of role play. 
 Second Life’s international reach  
 and unrestricted scope for   

creativity mean that it  
has also been discovered by  
artists and is widely used in  
the art world. Once one of  
the largest online communities,  
Second Life has, however,  
seen its number of active  
users and media presence  
diminish significantly in  
recent years.

Selfie
Derived from the word “self”, the 
selfie is a picture that shows the face 
of the photographer, who has  
 typically taken the photo themselves  
 using a smartphone held at arm’s  
 length. 
  People upload and send selfies  
  via apps like Instagram or  
  WhatsApp, a phenomenon that  
  took off with the emergence  
  of social media in the 2010s. 
 The selfie is not to be confused  
 with the traditional photographic  
 self-portrait but should rather be  
 seen in the context of the networked  
 image and as a contemporary means of  
 communication. 
It forms part of a larger social or 
even economic network that generates 
its own iconography and practices. 
 For this reason, the US American  
 political scientist Jodi Dean also  
describes the selfie as the “imitation  
of others and our imitation of each other”. 
  In this way, selfies (re-)produce  
  ideas of culture, social class or  
  gender in the digital realm. 

Sharing 
Sharing is a popular practice in the 
internet era. Networked images are often  
produced and post-processed with the aim 
of sharing them with friends, specific 
communities or an anonymous audience. 

  This content is disseminated –  
  uploaded, liked and shared – via  
  photo-sharing platforms like Flickr  
 (2004), photoblogs (e.g. WordPress,  
 2005), social media networks like  
 Facebook (2004), Twitter (2006),  
 Instagram (2010) and TikTok (2016)  
 or instant messaging apps like  
 WhatsApp (2009) and Snapchat (2011). 
Photosharing came out of what was 
called Web 2.0 (2004), which made it 
possible to actively share content on 
the World Wide Web. 

As a result, much of what was once
shared only in the private sphere 
has shifted to a (semi-)public 
space – sometimes without there 
being any kind of conscious 
decision behind it.

Smartphone 
photography

There is scarcely any other medium 
that is as firmly anchored in 
our everyday lives as smartphone  
photography. 
We use it to store information and 
capture important moments in our 
lives, sharing quickly and effort-
lessly the pictures we take with our 
family, friends and online contacts. 

Developments over the past thirty years 
have made this possible, from Toshiba’s 
first mobile phone in 1999 with a  
built-in low-resolution camera, to the  
image-based MMS (Multimedia Messaging 
Service) which evolved from the SMS

(Short Message Service) at the end 
of the 2000s, to the emergence of 
the web-enabled smartphone with 
Apple’s first iPhone in 2007 that had
a built-in 2 megapixel digital camera. 

This combination of mobile 
cameras and social media apps or 
instant messaging systems like 
WhatsApp, which allow direct 
access to online distribution 
channels, has led to an  
unprecedented degree of circulation 
of photographic images. 

Social Media
 Social media are digital platforms  
 that make it possible for users to  
 have contact with each other 
virtually and to create and distribute 
their own content (images, texts, videos,  
etc.), so-called “user-generated content”. 
 Social media platforms include  
 Facebook, Instagram, Snapchat,  
 TikTok, Twitter and YouTube.  
By virtue of these platforms, photographs 
and videos have had a decisive impact 
on our lives and our society: they have 
made it possible for us to involve 
family and friends in our everyday 
lives, independent of time and place, 
quickly, easily and more or less 
in real time. Networked images put 
us in a new position, whereby we are 
simultaneously  
 producers, consumers and  
 distributors, while they spawn new  
 forms of visual communication,   
  such as memes, selfies and GIFs.  
  Our social exchange is  
  increasingly conducted via  
photographic content that is  
posted, liked, shared, screenshotted, 
downloaded, reprocessed and  
circulated. 

Software
Software refers to all the programs 
on a computer. It controls the 
computer and issues commands. 

Common examples are the Microsoft  
Office software package, including Word, 
Excel and PowerPoint, or the Adobe 
image- and video-editing software. 

User
 The term user not only refers  
 to people operating networked  
 devices like computers, laptops, 
tablets and smartphones but also anyone 
making use of digital apps, online 
communities and social media. Since  
 users can take on different roles –  
 as passive followers (following  
 people, institutions and companies  
 on social media), as gamers or as  
 bloggers or vloggers (active authors 
and editors of text and video posts), 
their online activity can assume a 
variety of different forms.

Virtual
 The term virtual denotes images  
 and worlds – Second Life, for  
 example – that are generated in the 
computer and either simulate reality  
in photorealistic terms or, depending 
on the technical options available,  
can be designed as desired to suit 
the promptings of one’s fantasy and 
imagination.  

Web 2.0 
  Web 2.0 – often referred to as  
  the “Participative Web” or  
  “Social Web” – was first  
  popularised in the mid-2000s:  
 it opened the door to user-generated  
 content and allowed people to  
 exchange ideas with an online 
community within the context of social 
media. In terms of internet usage, this 
constituted a significant  
 modification of the first-generation  
 internet, the Web 1.0 era, in which  
 users were initially restricted to  
 passively viewing content offered by  
  website operators. Examples  
  of Web 2.0 features include  
  social media platforms like  
  Facebook, Twitter and Instagram, 

collaboratively created online 
encyclopaedias such as Wikipedia, 
tagging systems – which index 
keywords on websites and in

links –, video-sharing sites like 
YouTube, image-sharing sites  
like Flickr and participative web 
applications.

Further terms relating to contemporary 
forms of photography and its history can 
be found as a timeline and glossary at  
 www.photographic-flux.com,  
 a project by Fotomuseum Winterthur.
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Algorithm
An algorithm is a set of instructions 
that define the exact steps by which a 
computer program or a piece of soft-
ware executes tasks. 

Algorithms determine what you see on 
the internet: for example, when you 
do an online search for a computer 
game, the ordering of the web pages 
that are displayed is specified by 
an algorithm.

App(lication)
A computer program that is already  
installed on a device (especially on 

mobile devices like smartphones  
and tablets) or can be downloaded  
as an add-on feature. 

Apps include image-editing 
software, computer games, email 
programs, etc.

Avatar
 Avatars are graphical representations,  
 animations and caricatures that 

users can choose and create  
online, in video games, on  
community websites like  
Second Life, in internet forums 

or on social media, in the  
form of virtual game characters 
and action figures or online 
personalities. 

The term was originally coined by  
US American author Neal Stephenson in 
his science-fiction novel Snow Crash 
(1992), with its depictions of  
proxy graphical characters in the 
metaverse, a fictional virtual world on 
the internet. 

Avatars can often be fully 
configured and edited – they range 
from humanoid figures to animals and 
fantasy creatures. While some are 
only deployed as 2D images, others 
can be run as 3D models (CGI)

in virtual worlds, where they  
can communicate, act and interact 
in real time. Even though avatars 
can operate as virtual proxies, 
they allow users to conceal their 
true identity by retreating 
behind an anonymous persona and 
fantasy projections.

Big Brother 
In the context of today’s online  
culture, the term Big Brother stands 
for a totalitarian surveillance 
apparatus (state or private) that 
is able to access all our public and 
private information by monitoring, 
collecting and analysing the data we 
leave behind online with every Google 
search, every bank transaction and 
every “like” on social media.  
  The term was first coined  
  by George Orwell in his dystopian  
  novel 1984, a fictional account  
  of a surveillance system that is  
 ever-present yet remains invisible –  
 an idea inspired by the figure  
 of the Soviet dictator Stalin.  
 The expression was popularised by the  
 reality TV show Big Brother, in which  
a group of people living together under 
the constant eye of video cameras enact 
their day-to-day lives as a form of  
 extrovert exhibitionism that  
 caters to the voyeuristic gaze of an  
 international TV audience.

Bot
A bot – the word is derived from robot –
is an automated computer program that 
can carry out repetitive tasks on its own.  
 In recent years, the “social bots”  
 that are used on social media  
 platforms like Facebook and Twitter  
 have made headlines.  
Taking the form of human actors and 
disguised behind fake profiles, social 
bots are programmed to respond 
automatically to particular keywords by 
liking, commenting on and sharing posts 
or even publishing content themselves.  
  They are increasingly being used  
  as part of election campaigns and  
  to spread misinformation. 
 “Chat bots”, meanwhile, are designed  
 to communicate interactively with  
 users by means of a text-based  
 dialogue system, and search engine  
 bots, or “web crawlers”, automatically  
 trawl the internet looking for    
websites that they can then index    
and make findable via the Google search 
function. Bots thus encroach 
significantly on our everyday lives and 
play a major part in how information 
circulates online.

Computer-generated 
imagery (CGI)
 Computer-generated imagery, or CGI  
 for short, is a term drawn from the  
 world of film production.  
CGI is not recorded with a (film or 
photo) camera but computer-generated  
  as two- or three-dimensional  
  graphic images (computer  
  graphics) and set in motion  
  (computer animation).  
 CGI is used in films, video games,  
 art and advertising – it is also  
 deployed in other areas, such as   
 medical imaging, simulations  
 or 3D-architectural models.  
The first developments in photorealistic  
CGI – and thus the computer’s evolution 
as a visual medium modelled on

photography – date back to advances  
made in the 1970s that were largely 
driven by the film industry, especially 
in the area of special effects.

Computational  
photography
Computational imaging systems, based on 
software and algorithms, have become an 
important part of today’s digital and 
smartphone cameras.  
 One simple example is the common  
 panorama function available on 
 smartphone apps and digital cameras,  
 where an algorithm calculates  
 and puts together multiple images  
 into a seamless continuous picture.  
More complex use of computation 
in photography can be found in so-
called machine vision and machine 
learning algorithms.  
  These are programs that analyse  
  the image data and draw out  
  specific information. Think of  
 current software that recognises  
 faces or detects objects, auto- 
 editing tools or (face) filters  
 that modify the live camera feed  
 of one’s smartphone on apps like  
 Snapchat and Instagram.  
Augmented Reality, Virtual Reality and 
computer-generated images are  
 all examples of how computation  
 and software extend and transform  
 photography and our understanding of it.

Content moderation
Every day millions of photos are uploaded  
to social media. This includes material 
that is violent, pornographic and offensive.
 To filter this out as quickly as  
 possible, internet giants like  
 Facebook, YouTube, Google or Twitter  
  employ people – so-called  
  content moderators – to click  
  through the content and clean 
up the visible interface by removing 
images of violence, torture, suicide, 
terrorism, rape or child pornography.  
 These moderators need to decide  
 in a matter of seconds what kind  
 of material they are dealing with  
 and whether it violates guidelines. 
Often contracted via external companies 
and working from developing and 
emerging economies, workers need to 
sign a non-disclosure agreement and 
receive low wages.  
 Due to the lack of psychological  
 support and their exposure to deeply  
 disturbing images, they are prone to  
 post-traumatic stress disorder.

Darknet
The darknet is often characterised as 
the “shady side of the internet”.  
 Unlike the internet we use on a  
 day-to-day basis, which is available  
 to anyone with a standard browser  
 and whose content is findable using 
search engines like Google, the darknet 
can only be accessed with the help of 
special software. 

The so-called Tor browser, which 
enables access, ensures that the 
data traffic is fully encrypted. 

 This means that all activities can  
 be carried out anonymously and are  
 untraceable, which is why the 
darknet regularly makes the headlines 
owing to its association with criminal 
activities such as drug trafficking 
and arms dealing, pirate copying and 
offensive content. 

The anonymity and invisibility it  
affords also benefit activists,  
whistle-blowers and journalists.  
Finally the darknet is used by some 
artists as a material repository  
or even as an exhibition space.

Data images
 A photographic image shot with a  
 smartphone or a modern-day camera  
 or captured as a screenshot is digital.  
It consists of electronic data stored 
in the form of a binary code made up of 
zeros and ones, which appear on  

 the screen as a photograph thanks  
 to algorithms – precisely defined  
 series of instructions on the basis  
 of which a computer program will  
 carry out specific tasks step by step.  
 An image file also stores additional  
 data that is invisible to the eye,  
 so-called metadata.  
Metadata provides information, for 
example, about the date and time  
  a photograph was taken and the 
  geographical coordinates of  
  where it was shot.  
 This means that when we circulate  
 images, we give away more  
 information about ourselves than  
 we are usually aware of.  
It is common for massive amounts of 
image data to accumulate on our digital 
devices over a period of decades.  
 Although this may seem immaterial,  
 the storage depends on space and  
 material objects like hardware and  
 infrastructure, in turn having  
 a major ecological impact on the  
 environment.

Face filters/
Augmented Reality
Face filters like the ones provided by 
Snapchat are Augmented Reality (AR) 
applications that allow us to insert 
virtual filters onto our face in real 
time when taking a selfie.  
 AR is a technology that  
 enables users to visually connect  
 the real world with virtual objects,  
 either by superimposing computer- 
 generated objects on a real space  
or conflating the two in a process of 
fusion. For this reason, AR is also known 
as Enhanced Reality or Mixed Reality.  
 The hybrid nature of AR  
 distinguishes it from Virtual  
 Reality (VR). While AR supplements  
 reality, VR is a complete simulation  
  of the visible environment,  
  immersing users in the feeling of  
  being in another world.  
 AR has become a familiar feature of  
 modern life in the form of the

Nintendo mobile game Pokémon Go, which 
became a global craze in 2016, or 
smart glasses such as Google Glass, a 
product that was released on the US 
market as a beta version in 2014. 
AR is also used in engineering, 
medicine, advertising, art and 
entertainment as well as in the  
military industry. 

Generation Y (Millennials)  
and Generation Z
 Generation Y (Gen Y, for short) or  
 Millennials are people born between  
 the early 1980s and late 1990s.  
 On the one hand, this group is 
 regarded as having a tendency  
 to question (the letter Y standing  
 metaphorically for Why?), while,  
  on the other, they are also  
  considered to be “digital  
  natives” who grew up in the  
 internet age and are characterised  
 by an affinity for technology.  
 Most of them got to know the World 
Wide Web, MP3 players, SMS messaging, 
mobile phones, smartphones and tablet 
PCs in their late teens. 
 The defining historical events for  
 this generation are the Columbine  
 High School shootings (1999), the  
 terrorist attacks of 11 September 2001,  
  the war in Afghanistan (from  
  2001 on), the introduction of  
  the euro (2002), the Iraq War  
  (2003), the tsunami disaster 
(2004) and various financial crises. 
Generation Z (Gen Z, for short), which 
is assigned to the period from 2000 

onwards, usually have an intuitive  
edge over older generations in terms  
of digital technologies and  
platforms, as they were born into  
pre-existing digital infrastructures 
–smartphones, Web 2.0 – and grew up 
using them and seeing them evolving. 
Gen Z is also seen as becoming 
increasingly politicised, especially 
in relation to issues like climate 
change activism and the 
#BlackLivesMatter movement.

GIF
The Graphics Interchange Format, or 
GIF for short, is an image file  
that is compressed in size and can thus 
be distributed more quickly.  
 In the first years of the internet  
 around 1990, GIFs became the  
 standard format for colour images.  
  While the JPEG format took over  
  in 1993 and is more commonly  
  used today, the advantage of the  
  GIF was that several individual  
 images, overlaid on one another,   
 could be stored in a single file and 
 displayed in web browsers as  
 animations.  
  Thus, they were often used in  
  static websites as moving images. 

This helped GIFs make a comeback in  
the 2010s. Similar to memes, animated 
GIFs first gained currency on  
image-sharing platforms and internet 

forums, before spreading to 
social media as a means of 
communication and later shared 
through instant messaging  
systems like WhatsApp from  
the late 2010s on. 

GIFs are sent as comments, emotional 
reactions, quotes or purely for 

entertainment, often making 
reference to current events or 
showing people from popular 
culture. 

Gig economy/
Crowdsourcing
The gig economy is the outsourcing of 
minor, short-term jobs to independent 
self-employed contractors, freelancers  
 or those in marginal employment.  
 Online platforms are often used to  
 make it easier for companies  
 to contact contract workers. 
Some prominent examples here are 
private transport services like Uber 
or food delivery couriers such as 
Deliveroo and Foodora.  
 The people operating these platforms  
 often take a commission, while  
 the workers have to provide their  
 own resources up front, such as  
 mobile phones and vehicles, in order  
 to do the job. 

Services of all kinds are offered 
via the gig economy – from social 
media marketing to financial 
accounting and logo design. 
Through crowdsourcing, companies 
often outsource certain tasks  
to a distributed group of users.

 Although gig working is a simple  
 and flexible way of making extra  
 money, it comes under fire for the  
 poor conditions that people must 
often work in and the lack of any 
benefits like health, unemployment or 
pension insurance.

Hardware
 Hardware, as distinct from software,  
 refers to all the components in  
a computer that manifest physically, 
i.e. all the material components – both 
mechanical and electronic – of  
 a desktop PC or laptop, including  
 the screen, keyboard, hard disk,  
 graphics card and power cable.

Imaginary audience 
 The term describes a psychological  
 state in which a person imagines  
and is convinced that their every   
action is being watched by an audience. 
 The condition was first described  
 in 1967 by child psychologist David  
 Elkind, who observed how some  
  people, especially teenagers, are  
  unable to properly distinguish  
  between their own ego and the 
  outside world and thus transfer  
  the formation of their thoughts  
  and sense of self-worth onto  
  external figures.  
 The conjuring up of an imaginary  
 audience, which can happen to people  
 of all ages, has become reality  
 to some degree for all users of  
 social media and online communities: 
the content that we share on these 
platforms is directed at an audience 
whose actual composition and reach 

we do not know – we thus increasingly  
internalise the view and opinions  
of an imaginary audience and define 
our self-image (and self-esteem) on 
the basis of external reactions.

In-game  
photography
The term in-game photography refers 
to screenshots taken while playing  
a video game, which has become an art  
 genre in its own right. Video games  
 as entertainment and experiential  
 spaces often develop in association  
 with the film industry, therefore  
 spawning image worlds that strive  
 towards photorealism. 

Numerous players roam these 
digital game worlds not to follow 
the actual game instructions  
but rather focusing entirely on  
landscapes, portraits or 
architectures, very much in the 
mould of traditional photography. 

Meanwhile, many games, and even the 
controllers, have a built-in photo 
mode that allows people to take 
screenshots and share them online. 

For example, at the touch of a button, 
Spiderman can take a selfie on 
PlayStation 4 that can be stored and 
viewed in a digital album.  
  This transforms the characters  
  adopted by the gamers, also known  
  as avatars, into virtual  
  photographers.

Instant messaging
  As the name suggests, instant  
  messaging involves the quick  
  dispatch of pictures and short  
 text and voice messages  
 via apps like WhatsApp. It has now  
 largely superseded SMS and MMS.

Make-up tutorials
 Social media is used to circulate  
 short user-generated videos that  
 serve as tutorials providing a  
 step-by-step explanation of a  
 particular topic or operation.  
Make-up tutorials represent a popular 
format for introducing cosmetic 
products and techniques and have now  
 established themselves as a discrete  
 genre with a specific community  
 on a wide range of platforms. Owing 
to its uncontroversial, nondescript 
content, this popular online format is 
increasingly being used to put  
  out veiled political messages  
  whose content would otherwise  
  become subject to censorship  
  and be deleted.  
 The users thus provide information  
 not only about lip gloss and  
 eyeshadow but also about government  
 abuses and political impropriety:  
an example here is a make-up tutorial 
in summer 2020 by US Congresswoman  
 Alexandria Ocasio-Cortez that was  
 distributed by Vogue and contained  
 a feminist, political message. 

Memes
  Memes are mostly humorous images  
  and videos that are shared  
  and edited by users of social  
  media.  
 In most cases, they are humorous,  
 ironic or caustic comments on  
 social, political and cultural  
 issues or current affairs.  
They can be made with the help of a meme 
generator, which can crop the images 
(mostly sourced from the internet) into 
a rectangular form and overlay them  
with a short text, usually written in 
the Impact typeface. The most popular 
animal used for memes is the cat. The 
furry feline appears, for example, as 
lolcat (derived from the abbreviation 
LOL, or “laugh out loud”, and the word 
cat) or as ceiling cat.

The term meme is derived from the 
Greek word mimēma (“imitate”) and 
was coined by the evolutionary 
biologist Richard Dawkins in The 
Selfish Gene in 1976. In the wake 
of digitisation, this  definition  
was eventually used to describe  
the viral internet phenomena of 
image-text creations.

Networked image
The networked image represents a  
significant shift in the evolution of 
photography and its modes of usage. 

While its analogue predecessor was 
mostly distributed in printed form 
– as a print on paper, glass or 
metal, or a copy in newspapers, 
magazines and books or on posters – 
the networked image is a photograph 
recorded with a digital camera, 
a smartphone, drones, scans  
or surveillance cameras – or, in  
the case of memes, GIFs and  
computer-generated images (CGI), 
created entirely digitally and 
circulated online on social media.  
The technical precondition is the 
combination of camera and image  
processing with the internet, 
allowing photos to be disseminated 
via digital networks and platforms 
immediately or just after they  
have been taken. 

Capturing a moment in time is no longer 
the primary reason for taking a photo; 
rather, it is more about communicating 
and sharing, which is why the networked 
image is also called the “distributed 
image” or “conversational image”.

Online community
 An online community is an organised  
 group of people who communicate and 
interact with each other in virtual 
spaces online. They organise themselves  
 via social media, photo-sharing  
 platforms, internet forums, and  
 through avatars on websites and in  
 video games.

Reaction video/ 
Attention economy
 A reaction video is typically posted  
 online on social media. Instead of 
showing the actual event, it consists 
of a series of different people 
reacting to what has been filmed. While  

 these videos have their origins in  
 the Japanese TV shows of the 1970s,  
 they mainly circulate today on the  
  popular video platform YouTube.  
  The emotions of the people on  
  camera, which may range from  
 laughter to disgust, pity and fear,  
 are relayed to the viewers, making 
the videos part of the attention 
economy and an apt expression of it,  
as attention is turned into a good that 
can be exploited within a value-added 
chain. Converted into a lucrative  
 resource, an economic asset and form  
 of social currency, spectatorship  
 is thus integrated more strongly than  
 ever into capitalist cycles. 

Our likes, clicks and shares fuel 
this system and ultimately make us 
complicit in it. 

Screenshot
 The screenshot, a snapshot of  
 a screen, freezes a moment at  
  the touch of a button or the  
  push of a key just like a  
  digital or analogue camera and  
  is therefore considered a  
  photographic medium.  
 The screenshot function is  
 written into the software and can  
 be recorded by almost any screen- 
 based electronic device – be it  
 a computer, smartphone or game  
 console.  
It can be saved as a file, copied to 
the clipboard, printed directly or 
immediately shared online. 
 We are often unaware of the degree  
 to which screenshots determine  
 and organise our everyday lives. 
 Whether as a reminder of recipe  
  ingredients for a trip to the  
  shops, the next train connection,  
 the description of a route on a  
 journey where there is no mobile  
  data access or a snapshot  
  from our last video phone call,  
  screenshots are an integral  
  part of our networked  
  culture today. 

Second Life
 The virtual online world Second Life  
 was released by Linden Lab in 2003.  
 It gives users the opportunity to  
 design their own 3D environments  
  and to inhabit them as avatars,  
  i.e. virtual alter egos. 
  Users can communicate and  
  interact with one another via  
  their avatars and even offer  
  services and goods that can be  
  traded with a specially created  
  currency.  
 They can also team up to design  
 their environment and individual  
 look.  
This provides anonymity, while also 
enabling virtual interest groups to  
 come together, particularly in  
 the area of role play. 
 Second Life’s international reach  
 and unrestricted scope for   

creativity mean that it  
has also been discovered by  
artists and is widely used in  
the art world. Once one of  
the largest online communities,  
Second Life has, however,  
seen its number of active  
users and media presence  
diminish significantly in  
recent years.

Selfie
Derived from the word “self”, the 
selfie is a picture that shows the face 
of the photographer, who has  
 typically taken the photo themselves  
 using a smartphone held at arm’s  
 length. 
  People upload and send selfies  
  via apps like Instagram or  
  WhatsApp, a phenomenon that  
  took off with the emergence  
  of social media in the 2010s. 
 The selfie is not to be confused  
 with the traditional photographic  
 self-portrait but should rather be  
 seen in the context of the networked  
 image and as a contemporary means of  
 communication. 
It forms part of a larger social or 
even economic network that generates 
its own iconography and practices. 
 For this reason, the US American  
 political scientist Jodi Dean also  
describes the selfie as the “imitation  
of others and our imitation of each other”. 
  In this way, selfies (re-)produce  
  ideas of culture, social class or  
  gender in the digital realm. 

Sharing 
Sharing is a popular practice in the 
internet era. Networked images are often  
produced and post-processed with the aim 
of sharing them with friends, specific 
communities or an anonymous audience. 

  This content is disseminated –  
  uploaded, liked and shared – via  
  photo-sharing platforms like Flickr  
 (2004), photoblogs (e.g. WordPress,  
 2005), social media networks like  
 Facebook (2004), Twitter (2006),  
 Instagram (2010) and TikTok (2016)  
 or instant messaging apps like  
 WhatsApp (2009) and Snapchat (2011). 
Photosharing came out of what was 
called Web 2.0 (2004), which made it 
possible to actively share content on 
the World Wide Web. 

As a result, much of what was once
shared only in the private sphere 
has shifted to a (semi-)public 
space – sometimes without there 
being any kind of conscious 
decision behind it.

Smartphone 
photography

There is scarcely any other medium 
that is as firmly anchored in 
our everyday lives as smartphone  
photography. 
We use it to store information and 
capture important moments in our 
lives, sharing quickly and effort-
lessly the pictures we take with our 
family, friends and online contacts. 

Developments over the past thirty years 
have made this possible, from Toshiba’s 
first mobile phone in 1999 with a  
built-in low-resolution camera, to the  
image-based MMS (Multimedia Messaging 
Service) which evolved from the SMS

(Short Message Service) at the end 
of the 2000s, to the emergence of 
the web-enabled smartphone with 
Apple’s first iPhone in 2007 that had
a built-in 2 megapixel digital camera. 

This combination of mobile 
cameras and social media apps or 
instant messaging systems like 
WhatsApp, which allow direct 
access to online distribution 
channels, has led to an  
unprecedented degree of circulation 
of photographic images. 

Social Media
 Social media are digital platforms  
 that make it possible for users to  
 have contact with each other 
virtually and to create and distribute 
their own content (images, texts, videos,  
etc.), so-called “user-generated content”. 
 Social media platforms include  
 Facebook, Instagram, Snapchat,  
 TikTok, Twitter and YouTube.  
By virtue of these platforms, photographs 
and videos have had a decisive impact 
on our lives and our society: they have 
made it possible for us to involve 
family and friends in our everyday 
lives, independent of time and place, 
quickly, easily and more or less 
in real time. Networked images put 
us in a new position, whereby we are 
simultaneously  
 producers, consumers and  
 distributors, while they spawn new  
 forms of visual communication,   
  such as memes, selfies and GIFs.  
  Our social exchange is  
  increasingly conducted via  
photographic content that is  
posted, liked, shared, screenshotted, 
downloaded, reprocessed and  
circulated. 

Software
Software refers to all the programs 
on a computer. It controls the 
computer and issues commands. 

Common examples are the Microsoft  
Office software package, including Word, 
Excel and PowerPoint, or the Adobe 
image- and video-editing software. 

User
 The term user not only refers  
 to people operating networked  
 devices like computers, laptops, 
tablets and smartphones but also anyone 
making use of digital apps, online 
communities and social media. Since  
 users can take on different roles –  
 as passive followers (following  
 people, institutions and companies  
 on social media), as gamers or as  
 bloggers or vloggers (active authors 
and editors of text and video posts), 
their online activity can assume a 
variety of different forms.

Virtual
 The term virtual denotes images  
 and worlds – Second Life, for  
 example – that are generated in the 
computer and either simulate reality  
in photorealistic terms or, depending 
on the technical options available,  
can be designed as desired to suit 
the promptings of one’s fantasy and 
imagination.  

Web 2.0 
  Web 2.0 – often referred to as  
  the “Participative Web” or  
  “Social Web” – was first  
  popularised in the mid-2000s:  
 it opened the door to user-generated  
 content and allowed people to  
 exchange ideas with an online 
community within the context of social 
media. In terms of internet usage, this 
constituted a significant  
 modification of the first-generation  
 internet, the Web 1.0 era, in which  
 users were initially restricted to  
 passively viewing content offered by  
  website operators. Examples  
  of Web 2.0 features include  
  social media platforms like  
  Facebook, Twitter and Instagram, 

collaboratively created online 
encyclopaedias such as Wikipedia, 
tagging systems – which index 
keywords on websites and in

links –, video-sharing sites like 
YouTube, image-sharing sites  
like Flickr and participative web 
applications.

Further terms relating to contemporary 
forms of photography and its history can 
be found as a timeline and glossary at  
 www.photographic-flux.com,  
 a project by Fotomuseum Winterthur.

  


