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After the Net explores the paradoxical development of the Internet. 
As the current Web 2.0 hype begins to wane, the exhibition reflects upon the 
promises of technological progress, global networking and instantaneous 
communication. Presented artworks draw attention to key developments: from 
cybernetics to free and open source software, and social networking platforms. 
Reflected in the title, the exhibition makes explicit reference to the 
documentary film The Net by Lutz Dammbeck (2003), and has three iterations: for 
Valencia (2008), Plymouth (2009) and Toluca (2010). The selection of artists 
is updated for each venue as a new version.

The exhibition was first commissioned by Observatori 9th Festival Internacional 
de Investigación Artística de Valencia in 2008. In 2010 it tours to the 1st 
International Congress on Web Studies, Tecnologico de Monterrey Toluca, Mexico.

http://www.kurator.org/afterthenet/

Curated by Joasia Krysa (KURATOR)
Produced by Vicente Matallana (LaAgencia)

(2.0)

01. Roy Ascott, Blackboard Notes (1967)
02. Wayne Clements, logo_wiki (2007)
03. Wayne Clements, The Best and Worst of Possible Worlds (2009)
04. Geoff Cox, antisocial notworking (2008)
05. Geoff Cox, Hello World! (2008)
06. Lutz Dammbeck, The Net: The Unabomber, LSD and the Internet (2003)
07. Jeff Gompertz & Universomente, Second Public Life (2009)
08. Rui Guerra, www_hack (2008)
09. Linda Hilfling, Participation 0.0 - Part I (2007)
10. Aymeric Mansoux & Marloes de Valk (GOTO10), Hello process! (2008)
11. Graham Harwood, Richard Wright & Matsuko Yokokoji, Tantalum Memorial (2008)
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Caught in the Net: Remarks on a film by 
Lutz Dammbeck

This is a film about the cultural 
tendencies of the last 50 years; 
tendencies determined by the 
development and introduction of the 
computer and thus by USA think tanks, 
but also by dreams of the range and 
boundlessness of progress, and of as 
yet inconceivable possibilities for 
life - a film about contradictions 
spurring each other on; contradictions 
with explosive force; contradictions 
seldom voiced, let alone visualised. 
Changes in science and in mentality 
often interlock in a way that proves 
hard to disentangle. Is there a direct 
route to the One World where 
everything appears ordered with a 
glacial clarity?

Helmut Kohlenberger, 
Salzburg/Freilassing (2004)
http://okno.be/index.php?id=807 
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After the Net (2.0)

Exhibition: 12 September – 23 October 2009, 
opening times: Mon - Fri 10.00-5.00pm, Sat 
11.00-4.00pm

Roy Ascott, Wayne Clements, Geoff Cox, Lutz 
Dammbeck, Jeff Gompertz & Caen Botto (Univer-
somente), Rui Guerra, Linda Hilfling, Aymeric 
Mansoux & Marloes de Valk (GOTO10), Graham 
Harwood, Richard Wright & Matsuko Yokokoji 

Performance: 25 September, 7.00pm 
Live sound performance 4NX by Aymeric Mansoux

Artists Lecture: 22 October, 6.30pm 
Transiting the Net by Professor Roy Ascott

EXHIBITION

Blackboard Notes (1967), Roy Ascott
special poster edition of 1000 pro-
duced by KURATOR (2009)

Blackboard Notes (1967) was the flip 
side of Diagram Boxes and Analogue 
Structures (Catalogue, Molton Gallery 
exhibition, London 1963): two faces of 
the same cybernetic coin. The issues 
addressed were chance and change, be-
ing and behaviour, process and par-
ticipation. It was about writing the 
future, and auto-catalysing the pres-
ent. In both cases, I was looking for 
ways of mapping thoughts in writing 
that would parallel the way I was map-
ping thoughts with visual structures 
in wood and glass. My analogue art-
work at that time was transformable 
through the physical participation of 
the viewer (pre-visioning the promise 
of cybernetics, only later to be rea-
lised with access to digital media). 
The gestural space of the Notes and 
the formal connectivity of the Dia-
gram were employed to initiate a kind 
of semantic flow that purely linear 
writing or fixed visual form could not 
accommodate. (Roy Ascott)

Roy Ascott (UK) has exhibited widely, 
from the Venice Biennale to Ars Elec-
tronica. He is published in at least 

exemplary projects, including: Hans 
Bernhard & Alessandro Ludovico, Google 
Will Eat Itself (2005), a hack of 
Google’s growing monopoly of informa-
tion; Hans Bernhard & Alessandro Lu-
dovico (with Paolo Cirio and Lizvlx), 
Amazon Noir (2006), that exploited the 
Amazon Search Inside function to dis-
tribute/steal over 3000 books. Other 
projects addressing these themes in 
uncompromising ways can be submit-
ted to the repository. http://project.
arnolfini.org.uk/antisocial/

For After the Net, antisocial notwork-
ing features a selection of works: 
logo_wiki, Participation 0.0, and 
www_hack.

Geoff Cox (UK) is Associate Curator of 
Online Projects at Arnolfini, Bristol 
(UK). He is Lecturer in Art and Tech-
nology at the University of Plymouth 
(UK), and a member of the research 
faculty of Transart Institute (A/USA). 
http://www.anti-thesis.net

logo_wiki, Wayne Clements (2007)

logo_wiki identifies military, cor-
porate, and governmental editors of 
Wikipedia (‘the Free Encyclopedia’). 
It does this by tracing back the 
editor’s IP address. logo_wiki shows 
recently edited ‘diffs’ pages (with 
changes highlighted) and shows who the 
shadowy editor is. logo_wiki does this 
by replacing the Wikipedia logo with 
the editor’s logo. Military, corporate 
and governmental users are responsible 
for many thousands of unacknowledged 
alterations to Wikipedia pages. logo_
wiki reveals this process occurring in 
real time. http://www.in-vacua.com/
logo_wiki.html

Wayne Clements (UK) is a visual art-
ist and a writer living in London. He 
is currently Visiting Research Fellow 
at Chelsea College of Art and De-
sign. His artworks are included on the 
http://www.rhizome.org/ and http://
www.runme.org/, repositories of online 
art, and are also shown in many fes-
tivals and exhibitions of electronic 
art. un_wiki (2006) received the Award 
of Distinction, Net Vision, Prix Ars 
Electronica (2006), and was shown in 
Connecting Worlds, ICC Gallery Tokyo 
(2006), in a specially commissioned 
Japanese language version. http://www.
in-vacua.com

Participation 0.0 - Part I, Linda Hil-
fling (2007)

Participation 0.0 - part I documents 
an intervention in Second Life carried 
out in spring 2007 where the Terms of 
the Service were being brought back 
into the virtual world. Second Life’s 
Terms of Service was broken down to 
quotes and published on billboards 
placed on different sites, private as 
well as public, within the world. It 

took 112 billboards in order to post 
the entire Terms of Service document. 
When clicking on a billboard the user 
would be taken to SL’s official ‘Terms 
of Service’-web site. The billboards 
could be seen as a kind of temporary 
juridical graffiti, since after a while 
they were in most cases deleted by the 
Second Life land ‘owners’.  The video 
documentation is a journey through 
the Terms of Service, through Second 
Life. It reveals a ghostlike space: 
empty streets, empty playgrounds, 
empty shopping malls and empty houses 
for rent - a virtual suburbia enforced 
by a strict regulative framework. The 
project Participation 0.0 was initiat-
ed as a collaboration with Kristoffer 
Gansing in connection with the exhi-
bition Societe Anonyme at Le Plateau, 
Paris 2007 as part of tv-tv, an artist 
run local tv-channel from Copenhagen. 

Linda Hilfling (DK) has a background 
in filmmaking, architecture, urban-
ism and media design. Her interest in 
those fields is based on an attention 
to the structures they are part of and 
how practice is inscribed in but also 
reforming these structures. This has 
led her to interventions within exist-
ing media-structures. Works range from 
concepts for using ATM-machines or 
surveillance cameras as local-media 
platforms, or the Misspelling Genera-
tor - a Firefox extension that cir-
cumvents Google’s self-censorship and 
rigid information structure. 

www_hack, Rui Guerra (2008)

www_hack by Rui Guerra is a creative 
intervention onto the exhibition web 
site. A script allows all visitors to 
a single page to observe each others’ 
mouse movements at any one time. On a 
technical level, the work is based on 
a javascript that contacts a server 
where all the individual mouse posi-
tions are stored, displaying all the 
cursors in ‘real-time’. Users experi-
ence the virtual presence of others, 
as controlled by a server. The project 
demonstrates that the server-client 
relationship is not open as such, nor 
free from power structures. Indeed, 
all clients are subject to the ‘dicta-
torship’ of a server that is intrinsic 
to web architecture. http://project.
arnolfini.org.uk/www_hack/

Rui Guerra (P/NL) has been writing 
software with a critical view on com-
munities for several years. Besides 
working and collaborating with several 
institutes in the Netherlands such as 
V2_, Virtueel Platform and the Royal 
Academy of Art in The Hague, he is 
involved in open culture by initiat-
ing and organizing open events. In 
2007, he initiated a self-organized, 
uncurated and open festival - unDEAF 
- as a satellite event of the Dutch 
Electronic Art Festival. http://www.
ruiguerra.com/

Hello World, Geoff Cox, 2008

A ‘Hello World’ program is usually the 
first computer program that people use 
when learning a programming language. 
It simply prints ‘Hello World!’ on a 
display device and is typically one 
of the simplest programs possible in 
any computer language. It combines 
both human and machine languages in 
real-time into a multilingual machinic 
confusion of tongues. The live-per-
formative aspect is what makes it like 
speech in that it both says something 
and does something at the same time. 
This is political in as much as it 
relates to the act of free speaking. 
First shown as a projection entitled 
‘Hallo Welt’ at BV Gallery, Linz, July 
2008. http://www.anti-thesis.net/con-
tents/projects/hello/helloworld.html 

Hello process! Aymeric Mansoux and 
Marloes de Valk (GOTO10) (2008) 

The idea behind Hello process! is to 
show a machine doing what it is best 
at - that is, deleting/copying/mov-
ing blocks of data. The bits of code 
used are not meant to generate beauti-
ful videos or sounds, they are simply 
placed in a file and each block inside 
the file gets loaded and executed one 
after the other, for a predetermined 
number of iterations. Each block and 
program has a byte to represent it-
self. Each byte is sent to the print-
er that interprets it as a graphic 
character. For every iteration of the 
process a line of graphic is printed 
representing the software activity in 
the file. After a couple of iterations, 
patterns start to become visible. In 
addition to this, a small electro-mag-
netic microphone is placed on the CPU, 
RAM or the Hard disk to amplify the 
signal directly to speakers, to give 
another level of reading of the in-
ternal computer activity. The project 
demonstrates the open system paradox, 
as even though the machine runs free 
software (a white box) the complexity 
of the process turns it at run-time 
back into a system that cannot be pen-
etrated (a black box again). 
Hello process! is part of the Met-
abiosis project by Aymeric Mansoux and 
Marloes de Valk. Metabiosis projects 
have been made po http://metabiosis.
goto10.org/hello-process/

Aymeric Mansoux (FR) is an artist and 
musician, member of the GOTO10 collec-
tive. His main artistic and research 
interests revolve around online com-
munities, software as a medium and the 
influence of FLOSS in the development 
and understanding of digital art. His 
most recent projects and collabora-
tions include the 0xA band with Chun 
Lee, the digital artlife Metabiosis 
project with Marloes de Valk and the 
pure:dyne GNU/Linux live distribution 
for media artists. Aymeric is co-ed-
itor of the FLOSS+Art book, as well 

as Folly’s Digital Artists’ Handbook 
(2008).

Marloes de Valk (NL) is a Dutch digi-
tal artist, currently based in the UK. 
She is part of GOTO10, a collective 
of artists and programmers working in 
the field of digital art and Free/Li-
bre Open Source Software. She studied 
Sound and Image at the Royal Conser-
vatory in the Hague, specializing 
in abstract compositional computer 
games, HCI and crashing computers. Her 
work consists of audiovisual perfor-
mances and installations, investigat-
ing machine theatre and narratives of 
digital processes. She is co-editor 
of the Digital Artists’ Handbook and 
FLOSS+Art (2008).

GOTO10 is a collective of internation-
al artists and programmers, dedicated 
to Free/Libre/Open Source Software 
(FLOSS) and digital arts. The collec-
tive aims to support and grow digital 
art projects and tools for artistic 
creation, located on the blurry line 
between software programming and art. 
All of GOTO10’s projects are based on 
100% Free/Libre Open Source Software. 
http://goto10.org

Tantalum Memorial, Harwood, Wright, 
Yokokoji (2008)
 
The telephone-installation is a memo-
rial to the more than 3 million people 
who have perished in the complex wars 
that have gone on in the Congo since 
1998, often referred to as the ‘Coltan 
Wars’. The ore coltan is used as the 
raw material for the metal tantalum, 
which is an essential component of 
mobile phones and computers. There-
fore tantalum is coveted by dozens of 
international mining industries and 
local warring groups, and is nowa-
days more valuable than gold. Built of 
electromagnetic ‘Strowger’ telephone 
switches, invented in 1938, and con-
nected to a computer, the installation 
serves not only as a memorial, but 
functions also as a center of a social 
telephone network that is used by Con-
golese immigrants living in the UK. 
http://mediashed.org/TantalumMemorial

Graham Harwood, Richard Wright, and 
Matsuko Yokokoji (UK/JP) are an artist 
collective that has worked together 
for the first time in 2004 under the 
name Mongrel. Working with a fusion 
of art, electronic media and street 
culture, they try to reach beyond the 
hierarchies of power and knowledge to 
involve those normally excluded from 
expression and collaboration. Their 
works have been nominated for a BAFTA 
award and are affiliated to the per-
manent collections of the Pompidou 
Centre Paris and the Centre for Media 
Arts (ZKM) in Karlsruhe.

The Net: The Unabomber, LSD and the 
Internet, Lutz Dammbeck (2003)

The Net is a documentary film (115 
mins) that provides a subversive his-
tory of the Internet. The film takes 
the story of Ted Kaczynski, the infa-
mous Unabomber, as a starting point to 
trace the contrasting cultural re-
sponses to the cybernetic revolution 
and technological progress. On the 
one hand, it emphasises the intrusive 
systems of technological control, and 
on the other, the utopian promises of 
global networking and instantaneous 
communication. It includes archive 
footage of Ken Kesey, Timothy Leary, 
Henry A. Murray and Norbert Wiener and 
interviews with John Brockman, Stew-
art Brand, Paul Garrin, David Hillel 
Gelernter, and Heinz von Foerster. 

Lutz Dammbeck (DE) is an artist and 
filmmaker living in Hamburg. He became 
a freelance graphic artist and painter 
in 1974 and began making animation 
films, documentaries and experimental 
films from 1976. In 1990, he founded 
‘Lutz-Dammbeck-Filmproduktion’ and in 
2000 set up and directed Project Class 
New Media at the College of Fine Arts 
Dresden. From 1992, he has been a vis-
iting professor at the Fachhochschule 
für Gestaltung, Hamburg. For his film 
The Net, he received the EMAF Award 
European Media Art Festival Osnabrück 
in 2004. http://www.t-h-e-n-e-t.com

The Best and Worst of Possible Worlds, 
Wayne Clements (2009)

Based on a 1982 text by leading Brit-
ish Cyberneticist Gordon Pask, The 
Best and Worst of Possible Worlds is a 
video (7 mins 30 secs) that imagines 
a future in which ‘information, commu-
nication and control systems dominate 
dominate’. This is a world in which 
commuting is already a thing of the 
past, in which class distinctions have 
been abolished, and where education 
now teaches ‘social skills, maturity 
and general demeanour’. Also it is a 
world where many people are recluses 
and only communicate electronically. 
Pask’s world represents the hopes and 
fears of a future world that has both 
already happened and never will.

Second Public Life, Jeff Gompertz & 
Caen Botto (Universomente) (2009)

Following the concept of Chatroom 
shown at Observatori in Valencia, Sec-
ond Public Life places the viewer in a 
system of surveillance cameras ported 
to and from the online world Second 
Life. Through a minimal installation 
in SL and a on-site camera mapping 
system, we mess with the surveilled 
and the sousveilled. The Second Life 
installation is linked to real world 
installation of ‘capsule hotel’ pro-
duced in 1999 and documented in the 
2009 film We Live in Public (http://
weliveinpublicthemovie.com). For Plym-
outh, we add the ‘avatar’ layer to the 
subject of multi-user video conferenc-

ing and chatroom, incorporating analog 
tools of surveillance into the Second 
Life platform. Viewable in Second Life 
at: http://slurl.com/secondlife/Paw%2P
aw/147/33/145/?title=capsules_beta 

Jeff Gompertz (USA) combines new 
technologies with traditional tools 
of production to create theatrical in-
stallations with a minimalist bent. An 
attention to situational architectures 
and architectural situations, a fas-
cination with hyper-reality theoret-
ics, these play an ongoing role in his 
work, reflected in the group name Fake-
shop, which he formed as a collective 
in 1997. A core member of Hell.com, 
he participated in numerous experi-
mental internet broadcasts and webcast 
performances in the early days of the 
net art movement including Radioqua-
lia, Public Netbase, Xchange network, 
Candyfactory, etc. His work has been 
exhibited internationally, including: 
The Whitney Biennial, Ars Electronica, 
ARCO, and Japan Foundation.    
http://fakeshop.com

PERFORMANCE

4NX, Aymeric Mansoux (2009)

4NX is an audiovisual noise sculpture, 
starting with the panic of a flat sig-
nal, turning it into image then back 
into sound, the bootstrapping of a 
stochastic noise generator, the search 
for structure and frozen moments of 
accidental beauty. A cornucopia of 
clicks, pops and glitches. 4NX is 
violent but draws you into this world 
of chaos through its black and white 
aesthetics, melancholic atmosphere and 
unexpected shaping of raw noise into 
hypnotic patterns. 4NX is on ongoing 
research on noise aesthetics.

LECTURE

Transiting the Net, Prof Roy Ascott

Cybernetics and behaviour, mind and 
technology, connectivity and syncre-
tism, chance and change, constitute 
the parameters of practice of Roy 
Ascott, whose talk will chart his pas-
sage through the Net, from analogue to 
digital and beyond. 

CREDITS

KURATOR is a curatorial agency and re-
search project founded and directed by 
Joasia Krysa since 2004. 
http://www.kurator.org/
 
LaAgencia is Madrid-based media art 
production company founded and direct-
ed by Vicente Matallana since 1998. 
http://www.laagencia.org/

Thanks to David G. Johns, Mark James 
and Lau Thiam Kok.

http://www.kurator.org/afterthenet/

twelve languages, is active in five 
continents, and recognised interna-
tionally as an innovator and vision-
ary. He is president of the Planetary 
Collegium at University of Plymouth; 
Honorary Professor of Thames Valley 
University, London. He edits Techno-
etic Arts: a journal of speculative 
research (Intellect). His publications 
include Telematic Embrace: vision-
ary theories of art, technology and 
consciousness, Berkeley: University of 
California Press. 

antisocial notworking, online proj-
ect curated by Geoff Cox for Arnolfini 
(2008)

antisocial notworking is an online 
repository of projects that explore 
the pseudo-agency of online social 
platforms. It takes a number of recent 
software projects as its inspiration 
to reflect upon the fashion for ‘par-
ticipation’ within the arts sector and 
culture in general. The concern is how 
the Internet is increasingly charac-
terised as a ‘platform’ (or collec-
tive machine) for ‘social’ uses, but 
to question what is meant by the terms 
in such descriptions. Although social 
networking platforms rely on user-
generated content, what is the nature 
of this participation? The project is 
launched online with a selection of 


