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1. Dematerialization of Art (Msda18AYaINgRAUL)

Lucy Lippard uag John Chandler tauauuipniluld 1968 1Aalsiadoidundouainnisuuing
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2. Interactive Aesthetics (quw‘%ﬂmﬁmtwﬂmau)
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3. Post-Digital Aesthetics (Un38ANENTUAINING)
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Florian Cramer uay Kim Cascone t@uainsimaseglugn "vdsmava’ Mwelulagfdviananaidu
sysuaandey Aaduliinnuasaeunarlunalulagessiiiansan ity I snauNany
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4. Network Culture (FRIUS5SUATDUNY)

Manuel Castells Lag Lev Manovich Ainsizrndenusivadeidy "denuasevie” (Network Society) 7
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5. Cybernetics and Systems Theory (lotuasiufinauasngufszuu)
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6. Artificial Intelligence and Creativity (JeyaunUseauguazauAngs9ea3sn)
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7. Glitch Aesthetics (§UVISEANEATYBIAURANAR)

Rosa Menkman waz@adu Glitch Art vianeauiuamunulusisnainveaanaluladfiana n1stadou
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gAyYnLUn (1960s-1980s)
1. Nam June Paik (1932-2006)

o #adu Video Art suynifin lnsunisensesiidu "Ganuss Video Art'
e WA TV Buddha (1974), Electronic Superhighway (1995)
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2. Steina waz Woody Vasulka
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o afaduyunidnnistumalulagifnlowazBianvsedng

o n06 The Kitchen Tuiiigesn Faduguanasdrfgues Video Art
3. Lynn Hershman Leeson

« yniUn Interactive Art uag Virtual Identity

e WAL Loma (1979-1984) - interactive video installation MivsaanInideniaumazossmle
gABUWBsLIALAZIATEYIY (19905-20005)
4. Olia Lialina uaz Vuk Cosic

o Aadu Net Art suyniin
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5. Rafael Lozano-Hemmer

e Interactive Installation mum’tm,jﬁ%mﬂiuia@Lsuuwaéuazumam
e WAU: Pulse Room (2006), 33 Questions per Minute (2000-2012)

o LUUNTATIUTZAUNTTUTINNY (collective experience)
6. Jeffrey Shaw

o YniUn Virtual Reality uag Interactive Cinema

e HANY: The Legible City (1989-1991) - yyadudnseurmuilesiiasisaniisnus
7. Char Davies

e WA VR MULUTEAUNITAUNNTNNLAS IR0

e Ha1U: Osmose (1995) - VR environment MiyauAuauaen1snela

gAsINady (2010s-Jaqt)



8. Ryoji Ikeda

o Aatugyuivihauiu data wag sound
e WAI: test pattern series - audio-visual installations #Uas data WuUszaunsaung

Usvamaueia
9. teamLab

o NauAadugyuiasne immersive digital environments

e NAYU: Borderless museum - fiuNnauRalslvavazlanauiussidluiivauiun
10. Refik Anadol

o 19 Al uaz Machine Learning Tun19@51997u data sculpture
e KA Machine Hallucinations series - visualization U89AINUNTITNALAITUNUYD

LAT03NT
11. Trevor Paglen

o AatuazingiimansiininunisihszTauay Al

e Ha¥U: ImageNet Roulette (fu Kate Crawford) - iUaLNgaARlusZUU Al
12. Hito Steyerl

o Aalunazinnguiieseznmeyuisuresnimlugaidia
e WAU: How Not to Be Seen: A Fucking Didactic Educational .MOV File (2013)

13. Cao Fei

o AaTuUFUNF1929 virtual worlds tazanuLiuasaden

e Ha¥U: RMB City (2007-2011) - Wodaiiouasslu Second Life
14. Jakob Kudsk Steensen

e @579 VR environments NNELNEIUTEHINIGITUTIALATAITA



o WA RE-ANIMATED (2018-2020) - ﬁuvu\lﬂ”ﬁﬂsuwaiﬁgzymasim VR

15. Memo Akten

o v Al uaz deep learning lumsasisaufadendrsindndinuaznisiug

e WENU: Learning to See series
Aadu Glitch wag Digital Aesthetics
16. Rosa Menkman

. vuikezufURnsAety Glitch Art
e WA Glitch Studies Manifesto (2009-2010)

17. Cory Arcangel

o sandanniiflonazimalulaginuduudaly

e WAIU: Super Mario Clouds (2002)
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3. \fisugnananawas NFT
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NFT (Non-Fungible Token) a@snsnainlundmsuRalsfaa mmewwnaaneatuanuduaivesas
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4. MIUAIULUAVBIUNUME Y

mﬂ;ﬁ’usuml,wwwa%wLﬁu@iauam (co-creator) Qﬁﬂ’)‘uiﬁ:u (participant) wazwanay (distributor)
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5. Usguaudnang

o  NMsAAzAMMRINAMAIE: Tulaynaunilontanfanalulad
o ANdEN: Mslundsuveanalulagivia blockchain uay data centers
o msshsziawazanuduaiuda: mslyveyaaiuypaalunudalzlanoy

o BARYDY Al: 53UV Al azvausnan1dinuifieglu data
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