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My works have been focusing on the interactive
low-tech art experiment on electronic virtual figure
and body. | believe that virtual information world is a ‘
derivation and extension of human spirit, as well as
an intrusion of thinking into physical and electronic
space.The intersection between virtual world and

real life is what | am interested in.



At the same time, the Chinese social media and Shanzhai cul-
ture produced an effect on the public media and the audience
who participated in my work, which developed a new daily medi-
um experiment. The feedback loop brought by Weibo complete-
ly changed the connection between people. Network creativity
and sharing made people's thinking more synergistic, the youth
behaved actively in the virtual world which was immature and
impetuous, the reason why they chose that lifestyle was not only
because the convenience but also for the affordable consump-
tion. The low-tech art experiment | advocated was an important
unit of media art ecology frequently. The trait of low-tech was
controllability and socialization. The controllability of technology
made artists use the energy of media language to create their
proposition easily, which also made the expression more dis-
tinctly. And the immersion and interactivity of audience would be
increased by low-tech art.

——Zheng Da
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Internet, New Media Art
and “Low-Tech Art”

Ni Kun

1

In the 80th of 20th century, the era of computer and
internet has initiated more than a media revolution,
the highlighted consequence is to do with globaliza-
tion. Media globalization made it possible for capital
globalization and the ensuing cultural assimilation
and confrontation, as well as the consumerism, all
of which owes to the internet. In terms of the traits
of medium, the internet era has multiplied communi-
cation in terms of both depth and width , reshaping
the relationship between image producers and their
recipients with ready made digital photo and video
and internet. Another fact is that modern people are
becoming intrigued with the way image is made than

merely appreciating the image itself.

The demonstration of internet as medium in art is
known as “New Media Art", while there is something
confusing when defining “New Media Art", for the
“New” and “Old" are to describe time-wise. Therefore,
it may be problematic if we describe art in such man-
ner under the internet era—lingering on the appear-

ance of the “New” media and overlooking the core
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essence of medium. Also out of this concern, an up-
dated discussion on “New Media Art” is detailed prac-
tice based on such concept, in brief, we can make
specified definition according to the traits of medium,
namely “Interactive Art", “Internet Art”, “Digital Art”

etc.

In these detailed concepts, “New” media’s distinctive
attributes are resonated in the artists’ work. Interac-
tivity in “Interactive Art", the “network and on-line”
traits of “Internet Art”, digitalization in “Digital Art” etc.,
human, media, as to the relationship between media
and people who use them are constantly being dis-
cussed. While we try to reconsiderate and redefine
these artistic method, “Interactive Art” that based on
the communicate traits and “Digital Art" that empha-
sis the component traits, with its clear conception, are
being encompassed in discussion with far more types
of artwork than internet art practice itself, for instance
“Performance Art" as to “Interactive Art", “Video Art"
as to “Digital Art” etc., so such summing up and ob-
servation must cross the time and media, it also pre-

dicts studies on internet art would become part of art



