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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”. 



1110



1312



1514



1716



1918



2120



23

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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544x378WEBTV

544x378.free.fr/(WebTV)/FFFFFF.htm

Date : 2004

http://544x378.free.fr/(WebTV)/FFFFFF.htm
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SCREENFULL
Screenshot

Date : 2004

www.screenfull.net/stadium/

http://www.screenfull.net/stadium/
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Spirit Surfers

http://www.spiritsurfers.net

Date : 2008

http://www.spiritsurfers.net
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DOUBLE 
HAPPINESS

Date: 2007- 2015

doublehappiness.ilikenicethings.com/

http://doublehappiness.ilikenicethings.com/ 
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LOSHADKA 

Date: 2007- 2013

http://www.loshadka.org/wp/?m=201204

http://www.loshadka.org/wp/?m=201204
http://doublehappiness.ilikenicethings.com/ 
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Mouse Safari

Date: 2007- 2011

http://web.archive.org/web/20120401084559/http://www.mousesafari.com/wp/?m=201204

http://web.archive.org/web/20120401084559/http://www.mousesafari.com/wp/?m=201204

http://doublehappiness.ilikenicethings.com/ 
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SuperCentral

https://sites.rhizome.org/surfclubs/screencaps/supercentral_lk_p6_2006.png
https://sites.rhizome.org/surfclubs/screencaps/supercentral_p4_2008.png

Date: 2006 + 2008

https://sites.rhizome.org/surfclubs/screencaps/supercentral_lk_p6_2006.png https://sites.rhizome.org
https://sites.rhizome.org/surfclubs/screencaps/supercentral_lk_p6_2006.png https://sites.rhizome.org
http://doublehappiness.ilikenicethings.com/ 
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NastyNets

Date: 2006 + 2009

http://archive.rhizome.org/artbase/53981/nastynets.com/

http://archive.rhizome.org/artbase/53981/nastynets.com/
http://doublehappiness.ilikenicethings.com/ 
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CONTEXTUA-
LIZATION 

Part consisting of a set of citations and excerpts collected in a previous search. 
To provide a solid contextualization of the theme presented.
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1. THE CIRCUMSTANCES

1.1. Group blogging as a form of artistic 
practice appeared around 2002/03, shortly before 
a shift toward Web 2.0. The new concept of the 
internet: the user friendly, largely free, input and 
interactivity based, high speed and bandwidth, 
altogether redefined the idea of dissemination 
of information.

1.2. User activities shifted toward readily accessible blogs and 
Google searches. Suddenly practically any kind of knowledge, 
image or code could be instantaneously found and used. 
Google and Yahoo became enormous flea markets of images 
and discourses and effectively the first investigative frames 
of reference.

2. THE MEDIUM

2.1. The medium we are discussing here is a blog post. It is a 
piece of information including texts, various media and hyperlinks 
published on the internet and available as RSS feed to the general 
public. Blog posts, unlike institutional journalism are by definition 
subjective, informal and open to comments and criticism.

In reality, blogs represent individuals and 
institutions, and their authority fluctuates 
accordingly. Describing blogs as open/
democratic media is as cloudy and 
meaningless as the very definition 
of contemporary democracy.

2.1.1. Perversely, the “open” platform of blogs becomes 
the most powerful and influential tool in the hands of those 
publishers who seek the rapid exposure of their content. 
They are unmatched vehicles of empowerment for THOSE 
who want to be empowered.

2.2. From the art practice point of view a post is a hybrid act 
involving both curatorial research and conceptual art gesture.

2.3. While a more traditional blog is a journal of an individual artist, 
who posts images of his/her work, research and thoughts, a surfclub 
imposes certain practice dynamics, which is conducive to a very 
fast-paced conceptual exchange based on treatment and analysis 
of online material, or using the online material as a base of any kind 
of investigation.

2.4. The presence of “such” material, which can be “infinitely” 
accessed and searched, is a given here. This database is a universe 
of signs, capable of representing a universe of thought.

2.5. A singular post is an act of exhibition/exposition, 
pointing to a specific statement and claiming it’s 
importance, effectively making a case for extracting 
it from the formless matrix of information. It is 
authoritative yet playful; conceptual in nature yet 
unafraid of beauty. (...) based in the discourses of 
modern art history, computing/internet knowledge 
and a loosely defined generational pop-geekhood.  

(Ramocki, 2008)
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3. THE PRACTICE

3.1. Ever since Nasty Nets began posting in 2006, (...) 
something interesting was brewing in the online art community. 
As the community was (and is) relatively small, most involved 
parties were artists, curators and activists/bloggers deeply involved 
in shaping things to come, any internal attempts of definition were 
largely futile. (...) At the same time the art community at large lacked 
conceptual tools and vocabulary to approach and critique this kind 
of work. In fact even the posting artists themselves were not sure 
whether to describe their activities as artistic. In my opinion the 
problems with self-definition came from natural fetishization of 
one aspect of the process: the surfing. 

It seems that if something is called a “surfing club”, 
it should have the purposeful web browsing 
and searching as its main defining agent. 
Interestingly, it isn’t so at all. 

The posts on Nasty Nets and other blogs were captivating because 
of a balanced and unique combination of 3 factors:

3.1.1. The immateriality and conceptual potential of 
the blog/post medium.

3.1.2. The communal character of the activity, which generated 
a dialectical logic and a narrative flow. It also eliminated the 
question of audience by building it into its own infrastructure.

3.1.3. The activity of surfing the internet 
and finding material via a plethora of searches 
within the seemingly infinite information database.

3.2. For all practical reasons the operation appears rather simple: 
a group of artists post together as a group on one blog, they surf 
the web for material which stimulates their imagination, and then 

re-post it with a 3 varied amount of post-production treatment and 
manipulation. The whole group follows the postings and occasionally 
comments. Formally, this scenario isn’t much different from popular 
posting sites, where participants browse for weird, “cult” images and 
videos and collect them as a form of past time. (...)

3.3. The most common posting strategies include, but are not 
limited, to:

3.3.1. A single found image/video re-posting, where the title 
recontextualizes the image and comments define the value 
of the post.

3.3.2. A collection of images arranged according to 
a certain principle and found through conceptually 
significant web searches.

3.3.3. Media pieces which have been altered 
(collaged jpgs, remixed animated GIFs, altered flash 
files and videos, mash--ups and size/ratio alternations) 
and combinations of these elements.

3.3.4. A capture, or captures, of online environments 
and events.

3.3.5. Found texts (including hypertexts) and their 
manipulated versions.

3.3.6 Custom, artist produced media (images, 
animation, video, sound, text), which comment 
or expand on online/pop-cultural themes.

3.3.7 Any combination of the above elements, 
their conceptual consequences, and the signs and 
manifestations of their codes, including aesthetic 
codes (meta-operations) and comments.

(Ramocki, 2008)
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4.THE LOGIC

4.1. The practice of conceptual art in the context of 
a surfing club is based on games played between 
the participants and audience. In some cases 
participants and audience are synonymous.
The nature of these games is purely semiotic, 
i.e. concerned with arrangement of signs, 
their belonging to certain cultural codes/discourses, 
and a capacity to generate meaningful statements.

4.2. This unique game-play consists of challenges and responses, 
through which responders prove their understanding of the codes 
used by the challenger. The most impressive posts set a chain of 
conceptual reactions leading to in-depth analysis of a discourse 
introduced by the challenger. Sometimes a surfer prefers to 
concentrate on one strain of concepts and doesn’t engage in 
challenges or responses.

4.3. The basic building blocks of a post such as title, image, text, 
video, internal structures, organizational principles or hyperlink; 
from the point of view of classical semiotics, are signifiers. 
“Signifier” is the form, which the sign takes representing a “signified”, 
the actual concept that is represented. The arrangement of signifiers 
within constraints of a particular syntax will generate meaningful 
statements.

4.3.1.It is important to observe that in the case of internet 
“signs”, the traditional rules of representation do not apply. 
The images and texts are often so entangled in various cultural 
contexts that they tend to represent them more than anything 
else (“hello kitty” stands for Japanese girly pop culture, not for 
a cat greeting). The play based on which “level” of significance 
you decide to pick for your post (the cartoon, pop-culture, 
or a cat) is very common and important for surf clubs.

(Ramocki, 2008)

Characterized by a copy-and-paste aesthetic that 
revolves around the appropriation of web-based 
content in simultaneous celebration and critique 
of the internet and contemporary digital visual 
culture, this work—heavy on animated gifs, 
YouTube remixes, and an embrace of old-school 
“dirtstyle” web design aesthetics—is beginning 
to find a place in the art world. 

But it has yet to benefit from substantial critical analysis. (...) 
I see this work as bearing a surface resemblance to the use of found 
photography while lending itself to close reading along the lines of 
film formalism. Ultimately, I will argue that the work of pro surfers 
transcends the art of found photography insofar as the act of finding 
is elevated to a performance in its own right, and the ways in which 
the images are appropriated distinguishes this practice from one of 
quotation by taking them out of circulation and reinscribing them 
with new meaning and authority.

The phrase “pro surfer” originated with the founding in 2006 of Nasty 
Nets, an “internet surfing club” whose members were internet artists, 
offline artists, and web enthusiasts who were invited by the group’s 
co-founders (of which I was one) to join them in posting to their 
website materials they had found online, many of which were then 
remixed or arranged into larger compositions or “lists” of images 
bearing commonality. Soon a number of group “surf blogs” appeared 
around the net, including Supercentral, Double Happiness, Loshadka, 
and Spirit Surfers, each of which share some number of common 
members, social bonds, or stylistic affinities. (...)

While the artists in this movement have at times debated whether 
or not they are truly part of a movement, or whether their posts 
(most of which take the form of blog entries) are truly art or just 
“something else”, there have been a number of movement-like signs. 

(Olson, 2008)
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