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technology 

• Borrowed from Ancient Greek τεχνολογία (tekhnología, 
“systematic treatment (of grammar)”), from τέχνη (tékhnē, 
“art, craft”) + -λογία (-logía). Synchronically analysable as 
techno- + -logy. 

https://en.wikipedia.org/wiki/Ancient_Greek
https://en.wiktionary.org/wiki/%CF%84%CE%B5%CF%87%CE%BD%CE%BF%CE%BB%CE%BF%CE%B3%CE%AF%CE%B1#Ancient_Greek
https://en.wiktionary.org/wiki/%CF%84%CE%AD%CF%87%CE%BD%CE%B7#Ancient_Greek
https://en.wiktionary.org/wiki/-%CE%BB%CE%BF%CE%B3%CE%AF%CE%B1#Ancient_Greek
https://en.wiktionary.org/wiki/techno-#English
https://en.wiktionary.org/wiki/-logy#English


lighting talk today
 History of the Digital Age  

 early dreams of computing:     
historical predecessors  

 development of the early internet  

 Internet Art  

 “Post-Internet”



- Memory/Information 
- Organisational qualities 
- Connectivity  
- Accessibility, easy use 
- Intelligence 
- shitty jobs  
 
why? 
- pushing modern science 
- outsmarting potential enemies  
- this would lead to more free time! 
equality! access for everyone!

 ~ What did mankind want their 
dream machines to have? ~
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• The Mechanical Turk 1770 – 1820s: chess-playing robot 

• The Analytical Engine –  Charles Babbage programmed by Ada 
Lovelace – 1837 - 1855: mechanical computer  

• The Mundaneum – Paul Otlet: encyclopaedic atlas of human 
knowledge: like hyperlinks avant la lettre ca 1900  

• Turing machine 1936 – Alan Turing: design of an intelligent 
computer that could respond and ‘think’:  
Artificial Intelligence 

• Vannevar Bush, The Memex, 1930s: the human Memory Extender on 
“microfilm” 

• Claude Shannon – digital computing and digital circuit 1948. 
Introduction of 1s and 0s (zeros and ones). 

• Engelbart Douglas, 1968: “The Mother of all Demos” : 
intuitive use of keyboard, mousepad and screen

 ~ “Computing” : curious moments

https://vimeo.com/98345492
https://vimeo.com/98345492


• The Internet, since 1960s: envisioned as a Cold 
War-resistant network for communication by USA 
government 

• Sillicon Valley (near San Francisco, USA) in the 
1960s to early 1990s: growing group of anti-war, 
pro-experiment “hippies” and technologists. Birth 
of companies such as Apple.   

• The advent of digital technology was infused with 
an optimistic belief about computers: the 
Cybernetic Dream – the belief that computers will 
stabilise world power and economics

  ~ The Acceleration of the 
Digital  in technology ~



 ~ From Internet to WWW ~



 ~ From Internet to WWW ~

Tim Berners Lee, inventor of the WWW at CERN 1989



 ~ From Internet to WWW ~

“Vague but exciting…”  (1989)



A web page in 1992



• The Internet is a distributed network born in 1969  

• 1989-1991: Formation and ‘opening’ of the World Wide Web by CERN 
(Europe) and Tim Berners-Lee. To build ‘a distributed 
collaborative multimedia information system’. 

• WWW - world wide web - is based on hypertext transfer protocol 
(http) that allows access to documents written in Hypertext 
Markup Language (HTML): images, texts, related to other links 
etc.  

• The Web for general public’s use: 1991  

• html documents were related to others with hyperlinks that 
became the structure for the creation of artworks as well as 
commercial pages. As early 1994. 

• Cold War ends in 1990.  
What ideas were behind the development of the digital age after?

  ~ From Internet to WWW ~



• the belief that computers will stabilise world 
power and economics  

• No need for politics, everyone will be free to 
pursue their own happiness 

• No hierarchy, but an organic order amongst people 
• citizens forming networks —> a planetary 
consciousness 

• power to the people, government should only 
“facilitate”  

 All Watched Over By Machines of Loving Grace – 
episode 1 “Love and Power” until 24:30 min)

 ~ The Cybernetic Dream ~

http://topdocumentaryfilms.com/all-watched-over-by-machines-of-loving-grace/


  ~ Internet & Art ~



  ~ Internet & Art  
& Society ~



http://www.teleportacia.org/war/


Olia Lialina, My Boyfriend came back from the War (1996)

http://www.teleportacia.org/war/


Olia Lialina, Summer (2013), screenshot



jodi.org



~ net.art ~

• Pointing to possibilities for creation and presentation offered by digital 
networks and software 

• Public space?  
• Browser-based  
• Deconstructive approach: turning elements inside out  
• Experimentation with interfaces and interactive audience engagement, 

like games + hacking 
• Separate from the world of visual arts – similar to DIY movements of 

‘60s/’70s  
• Inherent qualities of the medium like low tech aesthetics, code, 

constant change, speed and user experience, to reflect on the 
medium of the Internet 

• Incorporating social, philosophical, art historical, pop, material 
concepts



Cory Arcangel, Clouds, 2002 
(screenshot of youtube version)



Cory Arcangel, T.A.C. - Total Asshole Compression, 2004



Internet Art
• art that is  

1. born on,  
2. spread through and  
3. about  
the internet or digital tools  

• net.art is the first generation of Internet Artists. The present-day internet 
heavyweights of the 1990s who insist on using self-made code or hacking 

• Many Internet Artists in 2018 may use code or hacking, but more overtly 
use commercial, existing programmes and tools.  

• They comment on the role of the Internet in our lives 
• Some artists refer to the internet and place their videos online, but also 

place sexy sculptures in galleries 



Aram Bertholl, Point of View (2015), installation



~ Development of the  
‘Internet Condition’ ~

• Early suggestions (ca. 1995 – 2007) of the new condition of the Internet as a 
place and time for art were DIFFERENT from now: we were not always 
online. Internet and connection was more scarce.  

• iPhone: 2007 – and beyond:  SMARTPHONE era  
• continuously online  

• Now, there is no ‘after-’, only ‘during’ – Michael Connor, 2013: 

It no longer makes sense for artists to attempt to come to terms with "internet culture," 
because "internet culture" is increasingly just "culture.” 

• A shift in Internet Art since 2008: artists are acting less as interpreter, 
critical commenter, transcriber, narrator, curator, architect,  
and more as a participant of the online world of our time



http://katjanovi.net/2010/katjanovitskova-PISG-animated.gif 

~ Post-Internet survival guide 2010 ~

http://katjanovi.net/2010/katjanovitskova-PISG-animated.gif


Katja Novitskova 2013



Oliver Laric, Suntzu (Versions) 2012



critique

• Post-Internet art is in love with advertising, like a lot of art since 
Warhol, but it's the obsession with art-world power systems—as 
represented by the installation shot—that irks me the most about it. 
After a century that has witnessed art in newspapers, art on the radio, 
art in the mail, art on television and art on the Internet, here's a self-
styled avant-garde that's all about putting art back in the rarefied 
space of the gallery, even as it purports to offer profound insights 
about how a vast, non-hierarchical communications network is altering 
our lives. – Brain Droitcour  

• comercial version of net.art? 
• The catching up of the art world on what the internet as art’s 

platform, medium and message can be, whereas the net art 
movement was asking all the right questions since the mid-1990s. 



• “Post-” = in reaction to; after; in the style of, or ‘an extension’ of the internet 
• the Internet is already everywhere, all the time. what can that mean for art, 

economy, life, relationships?   

Post-Internet … preliminarily is (or was) several things, but NOT an ‘artist 
movement’ or style: 

• A self-reflective discourse (and polemic) by artists and critics alike  
• an aesthetic phase: using the ‘shiny’ high res renderings possible with 

simulations an digital tools.  
• The attempt to categorise or understand what the conditions of art online are 

in the 2.0 era: personal expression, the market, technologies, aesthetics and 
beauty, kitsch & pop, philosophical comments on the role of art.  

• Tensions with net.art generation = free, unregulated web, coding, web 1.0  
Post-Internet = commercial tools, using the new platforms created by web 2.0 
and web 3.0

~ Post-Internet Hangover? ~



Constant Dullaart, Phantom Love (2017), screenshot



Tabita Rezaire, Premium Connect (2017), screenshot



• SINCE THE ADVENT OF WEB 2.0 (ca 2005-2010) the internet is increasingly 
‘commercial’: it uses attention and data as an economic currency  

• The internet was supposed to neutral, separated from big powers 
• to democratise the world with access to information 

• but it hasn’t been able to deliver on all those ideas. 
• In marketing, media, design and technology, a bias reveals what is the 
dominant group thought to use a product. It is often the assumed 
‘standard’ or group of users. 

• Products + production processes (accidentally) thus reflect dominant 
stereotypes and social ‘standards’  

• can we think of biases?  

• Ask ourselves: 
 what ideas are behind the processes of production and use of a 
technology?  

Another Example: the racial bias in technology of photography & film 
• http://www.vox.com/2015/9/18/9348821/photography-race-bias 

Internet & Society

http://www.vox.com/2015/9/18/9348821/photography-race-bias
http://www.vox.com/2015/9/18/9348821/photography-race-bias


further exploration of these topics  

• Reply All, a podcast about the Internet  
Episode “Raising the Bar”  
on difficult questions why diversity matters, Twitter and 
the question ‘Where do you keep your ketchup?’  
https://www.gimletmedia.com/reply-all/52-raising-the-bar  

• Rhizome, a website that critically reports on digital 
currents in reading, events, game culture, workshops and 
books (such as https://rhizome.org/editorial/2018/aug/08/
entering-the-gray-zone-on-james-bridles-new-dark-age/ )  
 
https://anthology.rhizome.org/  
“Retelling the history of net art from the 1980s through 
the present day.”  

• https://www.wired.com/ 

Internet & Society

https://www.gimletmedia.com/reply-all/52-raising-the-bar
https://rhizome.org/editorial/2018/aug/08/entering-the-gray-zone-on-james-bridles-new-dark-age/
https://rhizome.org/editorial/2018/aug/08/entering-the-gray-zone-on-james-bridles-new-dark-age/
https://rhizome.org/editorial/2018/aug/08/entering-the-gray-zone-on-james-bridles-new-dark-age/
https://anthology.rhizome.org/
https://www.wired.com/


Cécile B. Evans 
HYPERLINKS OR IT DIDN’T HAPPEN

Hyperlinks or It Didn’t Happen is narrated by the failed CGI rendering of a 
recently deceased actor, PHIL, and follows a group of digital beings—render 
ghosts, spam bots, holograms—as they search for meaning. Multiple storylines 
and materials collapse and converge to raise questions about what it means to 
be materially conscious today and the rights of the personal data we release.

In her work, Cécile B. Evans examines the significance and role of emotion in 
contemporary societies as well as the increasing influence of new technologies 

on our feelings and actions 



Cécile B. Evans, Hyperlinks or it didn’t happen, video 22:37min (still) 2014 






























