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Abstract  
 
The main aim of this paper is to explore the manifold planes of possible communication between 

various fields of expertise triggered by two specific conditions: Artifact and Affect. The relation between 

the conditions is described by the application of computer 

numerical control and the artifacts of the process grinded into the surface condition. Resulting in 

opulent novel conditions which can be read in multiplicious ways. 
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Artifact & Affect 
 
open ended strata of communication 
 

Percepts and Affect 
 
The Deleuzian differentiation between the disciplines of philosophy, art, and science is based 

on the idea that these disciplines analyze reality in specified different ways. This rigorous 

differentiation is based on the conclusion that the main task of philosophy is to create 

concepts, whilst the arts create novel conditions of percepts and affects, and science 

produces theories based in quantitative methods that rely on rigid, functive, referential points, 

such as absolute zero and the speed of light. All three of them, philosophy, art and science, 

are considered to be diverse ways to organize the metaphysical flux pari passu, without 

hierarchy or supremacy over the other, separate melodic lines in constant interplay with one 

another.1 Consequently philosophy, art and science can be considered essential and equal as 

well as creative and practical in a simultaneous manner, resulting in the assertion that 

Deleuze is asking questions of functionality and practicability akin to “how does it work?” or 

“what does it do?” replacing more traditional inquiries of identity, like “is it true?” or “what is 

it?”. 2 

Rise of the Molecular Machine 
 
Following the before mentioned methods of classification the term Artifact can be described as 

an object produced or shaped by human craft, in particular objects of historical or 

archeological interest as well as tools and weapons In that extent the example of the BigDog3 

robot by Boston Dynamics serves as a splendid opportunity to speculate upon the artifact on 

intelligent war machines. Prototypes of Predatory Machines have been already deployed to a 

number of Battlefields marking the emergence of Autonomous Weapons, such as the Talon 

System by Foster Miller4. Contemporary Autonomous war machines in fact do not act 

completely Autonomous, albeit some robotic UAV´s (Unmanned Aerial Vehicle) are capable to 

execute operations entirely autonomous there is still a man in the loop, a human being who 

controls the ethic behavior of the machine, and thus infusing the robot with instances of 

morality. The decision process between the information delivered by the robot and the human 

factor is needed in the exemplary case of weapons usage and the differentiation between 

combatants and civilians5. This development marks a point of singularity where the opposition  
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between man and machine cease to oppose each other, resulting in the fusion of both 

conditions into each other and thus becoming one single war machine, forming  a substantial 

example of artifacts within the machinic phylum6. It should be briefly mentioned that In fact this 

last condition is tightly knotted to Giles Deleuze idea of the desire for Molecular Machines7 

formed by social machines, instead of being mechanically composed and manipulated in order 

to form a complex molar machine. An example of a Molecular Machine adopted from popular 

culture is the T-1000 Robot from the James Cameron directed Terminator 2 Movie8. The 

Mimetic alloy composition of the robot allows for a shape shifting process, rendering the 

matters abilities to adopt every form it gets in contact with, as long as it is not mechanically 

complex. The resulting behavior can be described as a pliant spatial condition created by 

numerous components forming a collective entity, a population affecting its environment in 

multiplicious, intricate manners.  

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

       Fig. 1: Boston Dynamics Big Dog, image  
   Courtesy of Boston Dynamics. 
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The similarities between such a statement as this and the subjective concerns of - for example 

– Hume, who describes personal identity as a jumble of perceptions, Kant considering the 

subject as both a synthetic construct & a construct of synthesis and even Nietzsche with his 

idea of the "I" as nothing other than a grammatical exigency, are noteworthy. Considering 

these conditions the individual subject, the ego, can no longer be perceived as the 

fundamental basis upon which everything else can be built. It is not an Ursprung from a 

special point of mystical origin, but rather, emerges from the necessary affects, and capacities 

for being affected, of bodies.9 

 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Fig.2 T1000 Robot, Terminator 2, Judgement Day  
 
 

In contrast to the condition represented in the fictional concept of the T-1000, the affect 

created by industrial robots can be spliced in two components: The machine itself, and thus 

the moments of affect within the machine, and secondly the artifacts created by the machine 

itself, which represent pliant conditions. What enables the machine to produce endless 

variations within their fabrication process is the numerical code controlling the curvilinear 

movements of the robot based on calculus. This process possesses a high potential for the 

creation of ornamented surfaces defined by the milling artifacts, which can be considered an  
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Fig.3 Kuka industrial robot cutting a path into foam. Lamp Prototype © SPAN 2008 

 

inherent condition of the applied mode of material organization. The described subtractive 

method of material organization converts a spline mesh into a tool path, resulting in 

corrugated surfaces bearing qualities of corduroy like patterns, formed by the artifacts left by 

the continuous tooling path.The ornamentation of the surface does not emerge from a specific 

design process, but is intrinsic information within the numerical condition of the spline derived 

surface, stored information within the formal qualities of the object, like the pattern on an 

animal skin follows the comprehensive geometry and core information, the corrugation 

resulting in the milling process follows the constitutive mathematical and geometric conditions 

of the surface. If ornament were seen as applied decoration, as it has been since the invention 

of the decorative arts, then it would be transformed by a Deleuzian sensibility. But if it is posed 

as a question of fused interacting processes then it is a primary concept for Deleuzian 

provocation.10 
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Fig.4 Corrugated , Cordroy surface condition on panels for the exhibition design  
The Austrian Winery boom, on show in the Austrian Cultural Forum NY, Fall 2007 
 

The trajectory of this narrative is the relation between, communication, design and the 

machine, based on numerical control. The plane of thinking created by the relation of those to 

the spliced condition between molecular machine and mole machine and the emergent 

opportunities in the communication between disciplines propelled by the artifact. Beyond the 

description as a physical object, artifacts include products of the human conception or agency. 

Ideas can be described as artifacts of human conception models. Technology has uncovered 

another strata of observation, making processes and features previously invisible to the 

human eye visible with the aid of radiology or electro-cardiography, those images can be 

described as the artifacts of processes unfolding in our cone of vision.  Finally and Artifact can 

be the result of an inaccurate observation, an effect or result generated by faulty technology or 

false assumption in the scientific investigation of a specific experiment. This final definition is 

able to create unprecedented results, patterns in the data that follow novel conditions in its 

ballistic trajectories; unfolding in surprising conditions able to generate affects in the process.  
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Affect of the plane of Immanence 

 

If we consider immanence to be a plane of geometry, we can read it as abstract or virtual plan 

unbound from a mental representation, resulting in a formless, univocal, self-organizing 

process differentiating from itself and thus creating qualitative conditions in alignment with 

Deleuzian understandings of metaphysical and ontological qualities such as transcendental 

subjects, agency and real structures as described by Deleuze and Guattari in A Thousand 

Plateaus: 

"Here, there are no longer any forms or developments of forms; nor are there subjects or the 

formation of subjects. There is no structure, any more than there is genesis." 11 

The lineage of this mode of thinking results in a plane of immanence constituted of an intricate 

relationship between complex networks, intensive forces, particles, connections, relations, 

conditions of becoming and ultimately affect. 

“There are only relations of movement and rest, speed and slowness between unformed 

elements, or at least between elements that are relatively unformed, molecules, and particles 

of all kinds. There are only haecceities, affects, subjectless individuations that constitute 

collective assemblages. […] We call this plane, which knows only longitudes and latitudes, 

speeds and haecceities, the plane of consistency or composition (as opposed to a plan(e) of 

organization or development):”12 

Artifact, Affect and Works of Art 

Artifactuality is often regarded as a 

defining characteristic of works of art 

for example, this is an essential 

condition in George Dickie's analysis, 

according to which a work of art is an 

“artifact of a kind created to be 

presented to an artworld public”. The 

condition of artifactuality is plausible 

only if the concept of artifact is 

understood in a wide sense in which 

Fig.5 Scumak 2 by Roxy Paine 
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intentionally created events and processes  (e.g., performances) and works which have 

instances (for example, musical and literary works) are regarded as artifacts. According to 

condition, the condition of artifactuality in this sense is equivalent to the requirement that a 

work of art should have an author. Some philosophers of art have rejected the condition of 

artifactuality, using instances of “driftwood art” and analogous examples as counterexamples. 

According to condition, this view has the seemingly paradoxical consequence that a work of 

art need not be a product of anyone's work and need not have an author. Other philosophers 

have responded to such examples by extending the concept of artifactuality in such a way that 

the presentation of a natural object as an object of aesthetic appreciation counts as an 

“intentional modification” required for artifactuality If the expression ‘artifact’ is used in a 

sufficiently wide sense, the condition of artifactuality clearly holds for artworks, but it is equally 

obvious that not all works of art (or works in general) are 

artifacts in the narrow sense of the word. In aesthetic 

evaluation and criticism, however, they are treated as if they 

were artifacts. Artifacts in the wide sense form an 

ontologically heterogeneous collection: some of them have 

instances (literary works and musical compositions), others 

are singular objects (e.g., paintings), and there are also 

abstract artifacts, for example, fictional characters, which 

have authors but are neither concrete particulars nor have 

such particulars as instances. As Amie has pointed out, 

abstract artifacts do not fit the traditional division of entities 

into concrete physical particulars and ideal abstracta13. 

Fig.7 Scumak 2 by Roxy 

Paine 

The Relation to affect. 

Ultimatly the artifact in its representational construction can serve as a launching pad for a 

twofold process. Primarily it can serve as an interface between disciplines, provided there is a 

communal etiquette of understanding, a common language. The previously mentioned 

process of CNC milling, or of numerical control in general, represents one of those 

opportunities, where a specific aspect of technology serves as a lingual interface between 
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disciplines. To mention just one example, the authors communication with a Tissue 

Engineering lab can form a base for further discussions on the relation between specific 

technologies, and its advanced techniques, computational software artifacts and its potentials 

to generate novel conditions as well as serving as universal language between disciplines. In 

the specific example the use of advanced software and fabrication tools generate a jargon 

between the disciplines, which creates an immanence of understanding, enabling both fields 

to inform each other and thus enrich the potential results of individual or communal efforts. In 

the process, between material behavior, processing technique and resulting artifact conditions 

the immanent qualities of affect emerge, informing multiplicious planes of perception and 

communication. In opposition to the concept of vacuous forms awaiting content to fulfill their 

destiny the forms themselves become active productions, affecting and being affected on a 

constant level by other concepts, representations, images and bodies. Thus creating a 

continuous relation between artifact, affect and the intensive conditions creating continuously 

varying environmental pressures. 
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