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Digital 
Collages

Images generated with the program Processing. Using images collected from the 
web related to the theme, with random numbers to define the position where the 
image will go when generated the code, such as the links of the projects creating 
these “digital collages”. 
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Projects

Layout generated with the program Processing. Using images collected from the 
web which represents the project related to the theme. Using random numbers 
to define the position where the image and text will go when generated the code. 
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By Dragan Espenschied and Olia Lialina.

http://art.teleportacia.org/exhibition/stellastar/poehali.html#onskazal

Some Universe 
for heike, dragan  
and your browser.
 

Exploration of web platforms.

Date: 2002

http://art.teleportacia.org/exhibition/stellastar/poehali.html#onskazal
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Ursula von der 
Leyen-Fanclub. By Tobias Leingruber 

and Dragan Espenschied.

vdl.odem.org

Website as fan page 
of Ursula von der Leyen.

http://vdl.odem.org
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art.teleportacia.org/exhibition/merry_christmas/bridging_the_digital_divide/

Bridging 
The Digital Divide

http://art.teleportacia.org/exhibition/merry_christmas/bridging_the_digital_divide/
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By Dragan Espenschied and Olia Lialina.

Comtemporary 
Home

contemporary-home-computing.org/vernacular-web-2/examples.html

Display of icons that are a characteristic 
of the digital folklore.

http://contemporary-home-computing.org/vernacular-web-2/examples.html
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The Timemachine Firefox Add-on.

Tired of the Web 2.0 Design? 
This Firefox Add-on warps 
you back to the amateur web \
of 1996 .

By  Tobias Leingruber.

tobi-x.com/timemachine/

http://tobi-x.com/timemachine/
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Date: 2014

Display of animations in a series of websites.

640 x 480 

tilde.club/~olialia/640x480/

By Olia Lialina.

http://tilde.club/~olialia/640x480/
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Animated Gif Model 

Display of Gifs.

Date: 2005-2012

By Olia Lialina.

http://art.teleportacia.org/exhibition/AGM/

http://art.teleportacia.org/exhibition/AGM/
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Part consisting of a set of citations and excerpts collected in a previous search. 
To provide a solid contextualization of the theme presented.

Contextualization
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Before the advent of the digital age, the main style of folk art is still 
mainly based on moral and fun. Through in some areas the art form 
has had causal performance pratices,  after going to the digital 
age, the folk art based on the former mainstream style has begun 
exploring a kind of new art form.  The boundaries of traditional 
art forms and display capability has been greatly released. With 
the maturity of computer graphics technology, a large number of 
different combinations of image elements can be placed within the 
same screen again, deformation transformation.

But while these artists were doing strange 
things with the internet, the online “everybody else” 
was doing the same. And what is art but human 
expression? This is where Digital Folklore comes 
into play.

Sifting through the accumulations of net culture, the contributors to 
the “Digital Folklore Reader” are somewhere inbetween researchers, 
scientists, academics, and poets. The common ground is that all 
are inspired by their favorite moments of human technological 
expression on the web. 

The results highlight the beauty and importance 
of gifs, glitters, backgrounds, construction signs, 
and tracker compositions — just some of the things 
that might have been missed in the fast paced 
Internet evolution.

If you ask a search engine what “digital folklore” is, it will pull up 
links to e-books on folk art or recordings of folk music in MP3 
format. Likewise, five years ago if you looked for “internet art”, 
you would get linked to galleries selling paintings and sculptures 
online, even though net art (where “net” was more important than 
“art”), had long been a unique art form.

(Zhao and Yang, 2014)

Digital Folklore encompasses the customs, 
traditions and elements of visual, textual and 
audio culture that emerged from user´s engagement 
with personal computer applications during the 
last decade of the 20th and the first decade of 
the 21st century. 

This seemingly over-determined time frame is needed to distinguish 
Digital Folklore from Home Computer Culture, which ceased to exist 
in the 1990’s. 

Before, home computers – machines elegant and quirky at the 
same time – nurtured the development of a passionate community. 
Using mostly their free time, these self-taught experts created 
their own culture. Meaningful contributions could be made quickly 
and with relative ease because of the home computer’s technical 
simplicity. When the home computer became merely a machine for 
work, when it became a requirement in life to know Microsoft Office, 
when the workings of the machine became increasingly complex and 
business oriented, the role of computer users changed. There was a 
pre-existing environment; a structural, visual and acoustic culture you 
could play around with, a culture you could break. There was a world 
of options and one of the options was to be different.

To be blunt it was bright, rich, personal, slow and under construction. 
It was a web of sudden connections and personal links.
 

Pages were built on the edge of tomorrow, full of 
hope for a faster connection and a more powerful 
computer. One could say it was the web of the 
indigenous… or the barbarians.

(Lialina and Espenshied, 2009)
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Another heroic element of the vernacular web 
is the outer space background, also known 
as the “Starry Night”. 

Ordinarily it’s a black, dark blue or purple image tiled through with 
light static or blinking particles. It was very popular with the first 
web makers probably because there were a great number of science 
fiction and computer game fans among them. Their desire to make 
the web look like the futuristic backdrop of their favorite pieces was 
justified. (...) The Internet was the future, it was bringing us into new 
dimensions, closer to other galaxies. (...) Space wallpapers made the 
Internet look special. This was obviously a space with a mission that 
other media could never accomplish. (...)

“Starry Night” backgrounds reduced proportionately; from being a 
symbol of the future they were turning into a sign of the web’s early 
years. Its meaning shifted to the opposite: from future to past. (...)

Since stars shine outside of mainstream web culture they fit well 
with subversive or alternate projects and easily support the prefix 
“anti”. (...) The web site scri8e hosts a big and elaborate collection of 
animated stars and sparkles. The webmaster of this site disagrees 
with me: IMO Stars are actually in bigger demand than ever before. 
No, not star backgrounds so much, but stars themselves.

Designers all around the www use stars to get 
effects for animations and for stills. Placing a 
star or stars  in different places on each frame 
of  a animated image to get the image to sparkle 
or glitter. (...)

Outer space backgrounds aren’t the only images we have from 
the amateur web; paper, glass, water and wood themes came later. 
Background collections were formed and images were used to set 
different tones and celebrate different occasions like weddings, 
Christmas or Halloween. Themes for web sets vary from music 
12 to X-files 13 and victorian berry babies. (...) Collections of web 

graphics expanded to include buttons, bullets, dividers, animations 
and “Welcome to My Page” headers. They were a source you could 
use to build, structure and decorate your site. (...) Some elements 
and sections of these free collections remind us of the historical 
peculiarities of the early web. (...)

Free collections are the soul of the vernacular web. Lots of people 
were building their pages with free graphics and lots of people were 
making collections. The many-to-many principle really worked. 

Making your own site and building collections 
was a parallel process for a lot of people. 
The early web was more about spirit than skills. 
To distribute was no less important than to create.

(...) Every element on the page, every line, figure, button and sound 
was on its own and could easily be extracted, if not directly from the 
browser then from looking at the source code to find the URLs of 
the files. (...) Graphic designs victorious expansion on the web had 
begun  (It was so fast that a lot of designers and researchers believe 
that web design is a junior member of graphic design). 

Designs were produced in Photoshop and later 
adapted for the browser. A page was created as 
a block then sliced into pieces. (...)

The World Wide Web was constantly developing and when we 
say it looked different 2,5 or 10 years ago we should also say it 
was conceptually different. The competence of early adopters, 
passionate amateurs and ambitious professionals, the dot.com hype 
and the mass distraction of the second wave (i.e. the blog) were all 
responding directly to the way the web was built and interconnected. 
The way it looked was derived from the underlying architecture.

(Lialina and Espenshied, 2009)
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Let’s forget about the visual appearance of the vernacular web for 
a moment and think about how it worked. 

What were the principles of its growth? 
The obvious answer is links. A lot of links. 
Links on every page.

Ten years ago every web site had a section of external links because 
people felt it was their personal responsibility to configure the 
environment and build the infrastructure. The many-to-many principle 
showed itself in linking strategies as well. A site was not complete 
without links to othersites. (...)

The vernacular web was fascinated by the power 
of links and often ran to extremes. 

Sites composed of lists of links, long pages of unclassified and 
annotated links, webrings or published bookmarks.html files from 
the Netscape browser. (...) In today’s web, blogs compensate for over 
precise search engines by delivering a constant stream of surprise 
links. It’s an interesting evolutionary paradox when you remember 
that old-school link collections were created to compensate, through 
human intervention, for the rough search engine results. (...)

The vernacular web is not silent.

Expressive pages are usually accompanied with music in the MIDI 
format. Before the MP3 format hit the net and bandwidth was 
precious, MIDI was the only option if you wanted to include a full 
song on a web page. (...)

As the W3 Consortium puts it: HTML frames allow authors to present 
documents in multiple views, which may be independent windows 
or subwindows. Multiple views offer designers a way to keep certain 
information visible, while other views are scrolled or replaced. 
For example, within the same window, one frame might display 
a static banner, a second a navigation menu, and a third the main 

document that can be scrolled through or replaced by navigating 
in the second frame. (...)

Although frames aren’t widely used anymore 
they remain a very natural web design element 
that are even more recognizable than the classic 
table layout.

The welcome message is for websites that exist for no other 
purpose than to say hello to the world. They’re extremely personal 
and truly amateur pages where holiday photos, a CV, free wallpaper 
collections, recipes, links to “other great cat sites” and “The History 
of Status Quo” form a pile of mixed up information. Although it’s 
supposed to be just a welcoming message, for experienced users 
it’s a warning that the rest of the website will be of the same 
informational value.  (...)

But in no way is this a negative feature; especially in today’s web. 

Instead, it shows that a real person created the 
site and not some marketing department or a 
content management system. 

This gives the information authenticity and value, and the experience 
of ten web years has proved that the devotion of one amateur can be 
worth a dozen specialists on the payroll.

(Lialina and Espenshied, 2009)
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As you would suppose, at the very end of the page comes the Mail 
Me button. It’s not necessarily a picture, it could be just a text link or 
not even linked text. The important thing is that it worked. 

When the web belonged to amateurs it belonged 
to the people. 

You knew that behind this page and email address was a person you 
could contact with a question, admiration or an insult. And people 
did. In time the feedback elements on private sites became more 
modest but they haven’t disappeared. They’re still present. What has 
been lost is the custom of sending feedback. (...)

The once fascinating option to establish an 
immediate contact with the author of a site 
was recently supplanted by blogs.

Instead of writing to the author, “Cool site!” you’d be better off putting 
the note in a blog. It will bring more people to the site and add more 
notes to more blogs. The counter will show hits but none of the 
visitors will say anything to you. Getting emails from visitors to my 
site is something I really miss, more than starry night backgrounds 
and clumsy framesets. I know that from time to time the web will 
look and sound like it did ten years ago. (...) 

Firstly, glitter became a trademark of today’s amateur aesthetics, 
and I’m certain that in the future sparkly graphics will become 
a symbol of our times, like “Under Construction” signs for the 90’s.

 Glitter is everywhere (in the universe of user-
generated pages),  it has become a meta category.

It has absorbed all other categories of ready-made graphics – 
people, animals, buttons, sex graphics. (...) It seems like every word 
with “Glitter” in front of it is now a site name.

This is the animation trend for the times when templates and 
generators rule the Web. Let’s call it Rich User Experience for the 
poor. But the reason for its popularity is not just because it’s easy to 
generate. 

(Lialina and Espenshied, 2009)

Glittering star screen savers, images of cute kittens 
and rainbow gradients, we all know and either 
love or hate them for their kitsch qualities. 

Some might even say they represent the demise of culture and taste 
itself and even if you do like them, you probably do so because of 
their shallow aesthetics.

Moscow born artist Olia Lialina (1971), however, describes them as 
digital folklore, created by users for users and as the most important, 
beautiful and misunderstood language of new media. (...) So it 
doesn’t matter who invented the computer, the mouse or the world 
wide web, what matters is that people started using them to express 
themselves. Only then did these technical innovations become 
relevant to culture at large. (...)

(Lialina, 2010)
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Post-Internet 
Postproduction.

 Journey through the Web culture.


