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Introduction 

 

Until the mid-1980s media replied primarily upon print and analog broadcast models, such 

as television and radio. During the last twenty-five years since the late 1980s the media has 

rapidly changed to utilize digital computers such as the Internet and video games. However, 

these examples are only small representations of new media. The use of digital computers 

has transformed the remaining ‘old’ media, as suggested by the advent of digital television 

and online publications. 

 

Even traditional media forms such as printing press have been transformed through the 

application of technologies such as image manipulation software, Adobe Photoshop, After 

Effects and desktop publishing tools. Andrew L. Shapiro (1999) argues that the “emergence 

of new, digital technologies signals a potentially radical shift of who is in control of information, 

experience and resources”.i 

 

Each system in modern society speaks 

many different languages and has different 

goals, but all share the syntax of software 

which are operators and data types such as 

control commands (such as characters or 

floating point), data structures such as lists, 

and interface conventions such as menus and 

dialogs. Software is always around us today. 

Software has become an interface to meet 

memories, imaginations, other people and 

the world, which is a universal engine that runs the global world, and the common language 

used internationally, memory and imagination, the world's talking language and the world.ii 

 

Today, we are seeing not only existing media simulated in software, but also new media 

types that did not exist in the past. New attributes have been added to the media and the 

media have been continually expanded.iii If so, does the process of inventing and expanding 

occur indiscriminately? Or does it follow a specific path? In other words, what is the key 

mechanism that contributed to the expansion of the metamedia of computers? 

Figure 1. Syntax of a computer language 
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This essay will explain the development process of visual media and new aesthetics (new 

media), which were developed in the late 1980s and have been adopted rapidly since then, 

with three different concepts. They are media hybridization, evolution, and deep remix. 

 

We can find that in all areas where software is used today, hybridization and in-depth 

remixing are taking place, but the essay will focus on the specific area where we can show 

the details of how it works. It is a visual design in general, especially motion graphics. 

 

The reasons for selecting motion graphics as a core research case are because new visual, 

spatial and temporal forms have developed in various ways. When you approach motion 

graphics in terms of these formats and techniques, you can realize that motion graphics are 

also very significant turning points in the history of human communication. 

 

Media Hybridization  

 

The key mechanism for discovering new media is media hybridization. The combination of 

existing physical and electronic media technologies and representations, as well as new 

information manipulation technologies and data formats unique to the computer, have joined 

in the new combination.iv 

 

The new languages of graphic design, web design, interface design, and motion graphics, 

which emerged in the late 1990s, are the most obvious examples of the hybridization of media. 

 

Hybridization media combines the existing peculiar media languages. The media interact 

with each other at an in-depth level, exchanging attributes, creating new structures. For 

example, motion graphics texts combine attributes that were previously considered unique to 

movies, animations, and graphic designs. 

 

The result is a new design language that has been used in many countries around the world 

today. The new 'global aesthetics' praises media hybridization and uses it to drive emotional 
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responses, narratives, and create user experiences. It has become possible to combine 

different media technologies that have not been compatible in the past.v 

 

Once the technologies of different media, previously incompatible, are simulated in the 

computer, they are combined in an infinite new way to create new media hybrid. For example, 

motion graphics sequences are created by combining various media contents and techniques 

such as live-action video, 3D computer animation, 2D animation, and painting. 

 

Media hybridization restructured the media world more fundamentally than multimedia. In 

both cases, you can see the 'coming together' of multiple media types. However, multimedia 

does not threaten the autonomy of different media. Multimedia maintains its own language, 

that is, organizing media data, accessing and modifying these data. 

 

Under the concept of hybridity, the media evolved into a new stage, in which most of the 

existing media was simulated in the computer, and a lot of new types media were invented 

that could be realized in computers. And the simulated media and the new media exchange 

properties and technologies with each other. As a result, computer meta-media has an infinite 

number of new species. 

 

In summary, the hybridization can redefine navigation and interaction techniques that 

manipulate unmodified media formats. On the other hand, the hybrid can also define new 

media formats using existing interactions or interface technologies. The hybrid can combine 

both strategies, allowing both new interface tools and new media formats to be defined at the 

same time. 

 

Evolution 

 

Unlike the 'convergence' concept, which was prevalent in discussing the convergence of 

computers, television, and telephones in the 2000s, Lev Manovich thought of computer media 

with the concept of biological evolution (with increasing diversity over time). 
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Can model of multiple species related to evolutionary development borrowed from biology 

be a viable alternative? it is possible. Because it provides a model that can encompass more 

objects with overlapping evolutionary biological identities. 

This model is useful for considering both media authoring-editing applications and specific 

media project-products. The key advantage of the 'species model' is that it encompasses a 

larger number, has a genetic linkage, and has an evolutionary concept (which means that it 

continues to evolve over time, increasingly diversifying).vi 

 

In a software culture, each unique combination of certain subsets can be thought of as a 

unique 'media species', and newly accepted thing is a new gene. 

 

The new appeal of the 'species model' is the concept of evolution. This model demonstrates 

not only the mechanism of biological evolution on Earth that scientists theorize and advocate, 

but an image of gradual but sustained temporal development, variability, and an increase in 

species 'speciation'.  

 

It is possible to enumerate the many ways in which new technologies are delivered in a 

software culture, such as new projects or products created by other designers or programmers, 

computer science visualizations, and code itself. This mechanism is very important because 

it is unique to software culture, unlike traditional media. 

 

As new technologies for media editing, analysis, interaction, delivery, searching and 

visualization become popular, the same techniques, compounds, and images are presented 

in all media. Using the metaphor of biological evolution again, modern media species and 

visual and spatial 'species' appear to be very diverse in appearance, but all of them share a 

common DNA. In addition, many species share the basic design principles of integration of 

previously incompatible media design technologies, and this process is called "deep 

remixability".  

 

In this regard, considering the use of media self-production software and its production 

process, it is possible to construct a map of the relationship between current media and the 
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design world. It will also help you understand how one species relates to another species, and 

what mechanisms work based on evolution. 

 

Deep Remixability 

 

Through another metaphor we can understand the new stage of media development, which 

is a remix. As computer metamedia develops, different media types are remixed together to 

create new combinations. Each part of this combination is put back into the new remix, which 

goes on infinitely. 

 

Typical remix is a combination of contents from the same media or contents from different 

media. For example, a music remix may be a combination of musical elements from any 

musician, or an animated music video may be a combination of parts of an animated movie 

and music from a music video. 

 

The remix of contents from these different media has certainly become a commonplace in 

today's moving image culture. Lev Manovich discussed a new visual language, 'deep 

remixability'. Today, designers remix not only contents from different media, but also the 

underlying technologies, work methods, representations of the media.vii 

 

'Remixing' techniques means just a simple combination. If contents, interface buttons, 

technologies, etc. are combined at an additional level, then special terms like 'in-depth 

remixing' are not needed. However, moving image aesthetics will encounter something else. 

Rather than being a simple addition, you will find interactions that you could not think of before, 

such as interaction of individual technologies: cell animation, film, 3D animation, and design. 

 

As a result, appeared numerous languages that share the logic of in-depth remixing. In fact, 

the interaction between virtualized media technologies defines the aesthetics of modern 

moving image culture. For this reason, the term "deep remixability" was introduced.viii 
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Integrated Authoring tool 

 

An example of this is the After Effects released in 

1993. After Effects is the first software program that 

allows animation, compositing, and special effects 

work on a personal computer.  The widespread impact of this software on the production of 

moving images is comparable to the impact of Photoshop on photos and illustrations for 

graphic design. 

 

After Effects’ UI and tools bind the basic skills, work styles, and assumptions of existing 

individual areas together such as filmmaking, animation, and graphic design. This hybrid 

production environment, bundled within a single software application, is focused on finding 

aesthetic, narrative, and emotional possibilities that hybridization can bring, immediately being 

reflected in the new visual language.ix 

 

After Effects did not just generalize animation, video effects, and proprietary technologies 

that existed before, but led to the emergence of many new visual aesthetics that did not exist 

before. And if this common aesthetic feature is 'deep remix possibility', it can be seen that this 

'deep remix possibility' becomes clear in After Effects UI.x 

Figure 2. After Effects Ver 1.0 

Figure 3. After Effects Ver 1.0 UI 



 

- 7 - 

 

Today, this language 

dominates visual media 

produced in dozens of 

countries. Every day we 

are watching a wide variety 

of interactive interfaces 

including animations, 

music videos, TV graphics, 

movie titles, cell phones, 

dynamic menus, and other 

short secretary-specific 

animated films created by media professionals such as business, personal designer artists.xi 

 

The union of media technologies that had been separated in the past shows that a 

fundamental new phase has begun in the history of human media, symbolism, and 

communication, which is made possible by 'softwarization'. 

 

The concept of "softwarization" is a very important theoretical concept that characterizes 

the culture of modern society beyond the concept of historical narrative. Softwarization is a 

term that conceptualizes the process of simulating what the existing physical, mechanical, and 

electronic media perform in a computer environment. For example, you can draw or write a 

typewriter or handwriting, a painting with a brush or paint, or a music with a stereo. However, 

the concept of softwarization can be extended beyond ' softwarization of media' to 

'softwarization of social processes'.xii 

 

Conclusions 

 

In modern society, 'softwarization' of media necessarily leads to the softwarization of social 

processes. In this regard, the hybridization and evolution of media define not only the media 

data and human visual language, but also the language of the body and the language of life. 

 

This is the situation that software has brought today. Each different medium has different 

Figure 4. YouTube 
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representations, expressions, interactions and delivery functions. Consider factors related to 

the gradual and systematic increase of these functions. Those are the 'persistent scalability' 

of software, the development of new types of computer-based and network-supported media 

devices, and the process of software application, media hybridization implemented in 

commercial artistic projects, and so on. 

 

I think software is a layer that penetrates all areas of modern society. In this regard, to 

understand modern technologies such as control, communication, representation, simulation, 

analysis, decision making, memory, vision, writing, and interaction, our analysis is by no 

means complete until this software layer is considered. 

 

The size, diversity, and origin of the things that have already been invented and the things 

that will be invented in the future will be so great, therefore it will take a long time to explore 

the things that can be created with them. And this is one of the reasons that the 'digital 

revolution' is different from all the previous techno-cultural revolutions. 

 

Review of new media is of great value because we have not even thought about reviewing 

the origins of this rapid change that has been caused by the computerization of culture until 

recently. 

 

We can create new media boundaries by inventing new technologies or through applications 

that innovate existing technologies and by finding new ways to connect, share, and collaborate 

with people, and after all we can expand the boundaries of new media. 

The lack of this research is that other aspects of media style, ie, auditory and tactile, are 

excluded, as focusing on only the visual media and the visuality of media. As the media 

paradigm changes as seen in mixed reality, wearable computer, and the Internet of things, 

embodiment is emerging as the biggest issue in interface and service design as well as media 

research. In this respect, I think that research direction should be considered out of visual 

centralism. 
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