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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



2322



25

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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Pam Reborn.

Date: 2008

www.marknapier.com/portfolio/pam-reborn/

http://www.marknapier.com/portfolio/pam-reborn/
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Date: 2009

Websites.

http://www.hybridmoment.com

http://www.hybridmoment.com
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Date : 2010

Post Internet 
Survivel Guide 

https://katjanovi.net/postinternetsurvivalguide.html

https://katjanovi.net/postinternetsurvivalguide.html
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Search by Image.

Date : 2013

sebastianschmieg.com/searchbyimage-books-and-blankets-1/

http://sebastianschmieg.com/searchbyimage-books-and-blankets-1/
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Taken By Injection.

Date : 2013

https://www.artsy.net/artwork/casey-reas-taken-by-injection

https://www.artsy.net/artwork/casey-reas-taken-by-injection
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http://www.slickquick.com

Websites.

Date: 2014

http://www.slickquick.com
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Date: 2014

Exploits.

artievierkant.com/exploits_air.php

http://artievierkant.com/exploits_air.php
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Transplant.

Date : 2015

https://harmvandendorpel.com/transplant

https://harmvandendorpel.com/transplant
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Date : 2015

Image Objects.

artievierkant.com/imageobjects2015.php

http://artievierkant.com/imageobjects2015.php
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Date: 2016

A Little Death.

seecoy.com/a-little-death-09-2016

A mural-sized oil painting of airbrushed chrome 
mines the surface language of rococo, linking the 
movement’s attentiveness to sensuality and form 
with the overwhelmingly haptic characteristics of 
the modern interface.

http://seecoy.com/a-little-death-09-2016
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Date: 2016

HALO.

www.cassiemcquater.com/halo.html

http://www.cassiemcquater.com/halo.html
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Date: 2017

Animations generated by an exploration of colors 
and geometric forms controlled by coded.

Websites.

http://www.manualsequence.com

http://www.manualsequence.com


5150

Date : 2017

Five Years 
of captured captchas.

five.yearsofcapturedcapt.ch/as

http://five.yearsofcapturedcapt.ch/as
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Quantaspectra.
Date: 2017

https://www.taborrobak.com/quantaspectra

https://www.taborrobak.com/quantaspectra
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Date: 2019

Animations generated by an exploration of colors 
and geometric forms controlled by coded.

Websites.

http://www.fearofchoice.com

http://www.fearofchoice.com
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Date: 2019

Websites.

http://www.returnreverse.com

http://www.returnreverse.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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Web 1.0 was invented to allow physicists 
to share research papers. Web 2.0 was created 
to allow people to share pictures of cute cats. 

(Lialina and Espenshied, 2009) 

The relationship between ordinary users and the Web of the 90s is 
a very interesting subject to study, because it’s a relationship filled 
with love, hate, all kinds of drama – in other words, it’s a full-blown 
relationship between a new medium and its first users, a relationship 
that’s exalted, complex, sometimes silly – whatever it is, all that 
matters is that it existed. 

Today, that relationship is gone. And for a good reason. The space 
that we’ve researched as a new medium for the last ten years has 
turned into the most mass medium of them all. Nothing more than 
a mass medium, permeating our daily lives to the point of becoming 
invisible. Its numerous users are busy working, having a good time 
or expressing themselves, and they have almost perfect tools and 
services at their disposal. Connection never breaks, distinction 
between a server and a hard disk, between your desktop and that of 
another person has almost vanished, and there’s nothing that could 
contribute to the development of user-media relationship, nothing to 
provoke us.

Web 2.0 propagandists can’t stop talking 
about the multitude and power of today’s web 
amateurs, the new users who love to dance, 
compose songs, write encyclopedic articles, 
take photos and film videos, write texts and 
publish it all on the Web. And yet, they are 
rather indifferent to the Web itself.

(Lialina, 2010) 

So, here’s the question: how does the Web look now, when it’s no 
longer seen as the technology of the future, when it’s intertwined 
with our daily lives and filled by people who are not excited by the 
mere fact of its existence?

At a first glance, this question looks like a purely aesthetic one.
One might think it’s almost unimportant. 

But in fact, nothing demonstrates the state of 
the Web in general and the state of its services, 
in particular the ones that follow the Web 2.0 
ideology, as clearly as the style and look of 
ordinary users’ home pages.

(Lialina, 2010)
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There have been different interpretations and variations on the term 
but they ultimately result in what is a proposal for a new definition of 
art in a changing internet society: one that exists under technological 
influence and compression. (...) Thus, Post-Internet, specifically 
within the context of art, simply could be understood as a term that 
represents the digitization and decentralization of all contemporary 
art via the internet as well as the abandonment of all New Media 
specificities. Post-Internet then, is not a category, but a condition: 
a contemporary art.

What now exists is an art that is made before 
the internet — and thus before its worldwide 
assimilation into the network — and an art that 
is made during or after this. 

It is because technology and the internet have changed the way 
we understand, contextualize, curate, appreciate, create and 
critique art that we can say the future of all art is, and eventually 
bound to be the product of these societal, cultural and political 
technologic arrangements. All art will soon enough — if not 
already — fully incorporate, transition into, reveal, embody or exploit 
these properties. Contemporary art and its participants redefine 
themselves through these digitizations. 

This art has been effected by the “rhizomatic 
decentralized network of the internet along with 
the properties of other media technologies and 
products.”

While all contemporary art may very well be immaterialized online 
and equalized in this vein, it is because each artist utilizes these 
platforms so differently, for different purposes and with different 
agendas that conflicting notions of display emerge. If we follow 
these conflicts, what we arrive at is an art that is digitized through 

conversion and an art that is digitized from inception. 
The former would include art objects that have been digitally 
documented, and the latter would include websites, digital images, 
videos, sound pieces, etc., essentially all media that doesn’t require 
exhibition outside one’s own private computing space; an art strictly 
created on the computer (or through digital technologies) meant for 
viewing on the computer (or projection, monitor, etc.).

(Doulas and Olson)

Making live performances on the Internet has 
become more prevalent with Web 2.0 and social 
media, where synthetic worlds, online games 
and chat rooms have become the stage upon 
which artists can unfold their works.

(From the website Netspecific)
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(...) Post-Internet is defined as a result of the 
contemporary moment: inherently informed 
by ubiquitous authorship, the development of 
attention as currency, the collapse of physical 
space in networked culture, and the infinite 
reproducibility and mutability of 
digital materials. 

Post-Internet also serves as an important semantic distinction 
from the two historical artistic modes with which it is most often 
associated: New Media Art and Conceptualism.

New Media is here denounced as a mode too narrowly focused on 
the specific workings of novel technologies, rather than a sincere 
exploration of cultural shifts in which that technology plays only 
a small role. It can therefore be seen as relying too heavily on the 
specific materiality of its media. Conceptualism (in theory if not
practice) presumes a lack of attention to the physical substrate in 
favor of the methods of disseminating the artwork as idea, image, 
context, or instruction. Post-Internet art instead exists somewhere 
between these two poles. Post-Internet objects and images are
developed with concern to their particular materiality as well as their 
vast variety of methods of presentation and dissemination.

It is important to also note that “being Post-Internet” is a distinction 
which carries ramifications beyond the art context as a societal 
condition at large, and that it would be antithetical to attempt to 
pinpoint any discrete moment at which the Post-Internet period 
begins. 

Any cultural production which has been 
influenced by a network ideology falls under 
the rubric of Post-Internet. 

(Vierkant, 2010)

The term is therefore not discretely tied to a certain event, though it 
could be argued that the bulk of the cultural shifts described herein 
come with the introduction of privately-run commercial Internet 
service providers and the availability of personal computers. (...) 

We find ourselves in radically different times. Increasingly the 
majority of both our cultural reception and production is mediated 
through some descendant of a Turing machine — taken now both 
technically and culturally for Turing’s “universal machine,” a “single 
machine which can be used to compute any computable sequence.” 
In cultural terms, assuming a certain level of access which does 
not yet exist in all cases, the ubiquity of these devices and their 
massively interconnected nature signifies two realities which are 
crucial to an understanding of art after the Internet. 

First, nothing is in a fixed state: i.e., 
everything is anything else, whether because 
any object is capable of becoming another type 
of object or because an object already exists 
in flux between multiple instantiations. 

The latter is a schema already intuitively arrived at by artists in 
recent history, prompting writers as diverse as Rosalind Krauss and 
Lev Manovich to proclaim a “Post-Medium Condition” and the rise 
of “Post-Media Aesthetics” (Krauss using it as a vessel to decry art 
marooned in medium specificity, what she calls “technical support;” 
Manovich uses it to offer a sketch of how one might categorize 
different types of art in an environmentnwithout traditional notions 
of “medium”).

(Vierkant, 2010)
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“Within Post Internet, Part One.” Available at URL: 
https://workflow.arts.ac.uk/artefact/file/download.
php?file=123128&view=21587
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