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Inscribing Complexity: Diagrammatic Interventions
‘Rudiments,’ as the little preamble you mentioned explained, are studies that are left undeveloped. The material itself is not refined; it is in the process of refining itself. (Lyotard and Thébaud, 1979:15)

Rudiments are iterative processes, a form of speculative research design used to probe the ways software agents, interact. From the book ‘Just Gaming’ (1979), by Jean-François Lyotard and Jean-Loup Thébaud, I borrow and extend the principle of Rudiments. Rudiments were used as a part of a doctoral research project to intervene with conventional experimental methods. Experiments are uncovered and understood by the rudimentary process. This paper will consider the interrelation between a rudimentary method by practice and the interventions that can be made into existing methods of experimentation. 


In the 1950s Artificial Intelligence expert systems emerged. Sixty years on expert systems operate online within social networking interfaces. These software agents are applied to all forms of automated service. I will investigate mapping processes undergone in a study of a particular kind of software agent called chatbots. As a part of the PhD by practice maps were designed to understand the interrelation of speculative design processes such as — affinity diagrams, bricolage, co-word occurrence tests and Leximappes (Cambrosio et al., 2004), to existing mapping techniques in AI but also used within the social sciences (Latour and Teil, 1995). 


An AI Laboratory in Italy subsequently commissioned several of the maps that were designed as a part of the research process as examples of AI complexity. The diagrams appeared to be (and enacted) the visualisation techniques of AI network diagrams. On the one hand this mapping was a way of stabilising the complexity in the research. However, the mappings were sometimes making certain themes superficially simple, whilst at other times the visualisations were making research overly complex. Often it was a bit of both. I will show how computational techniques begin to blur the distinction between representation and intervention.


