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Tepmun «CeTeBoe HCKYCCTBO» MapKUPYeET TOT BUJI MEANA-UCKYCCTBA, KOTOPOE UCIIOJIb3YET
B KauecTBE OCHOBHOTO CPEJCTBA BBIPAXKEHHs Cpeibl rimobanbHoi cetu MHTEepHEeT. B pamkax
CETEeBOI0 MCKYCCTBA CO3JAKOTCSI KPEAaTUBHBIE BUPTYaJbHbIE IPOCTPAHCTBA, SBIISIIOLIUECS
TUTOMIAIKOHN /17151 HepOPMAIIbHOTO B3aMMOJICHCTBHUS XYJ0KHUKOB, TEOPETUKOB U 3pUTENIEH Kak
CyOBEKTOB CEroJHALIHEr0 KOMMYHHKallMOHHOTO obmectBa. Kak ormewan Jles MaHoBuy,
1M (pPOBbIE TEXHOJIOTUU U3MEHUIIH HE TOJIBKO «IaHImadT» B M0J€ COBPEMEHHOI'O UCKYCCTBA, U
HO caMy CyThb MeJMa, KOTOPbIE B HEKOTOPOH CTEMEHU YTPayHBaIOT CBOIO CIEUU(DUYHOCTB,
npeoOpa3oBLIBAsICH B PsbI HOJEW W eauHUIl BHYTpH HU(PpPOBBIX HHTEpdeiicoB. Bymyun
nepeBesieHbl B «UU(DpYy», KUBOMUCH, CKYJIBINTYpa, MYy3blKa, TEKCT M Jpyrue (GopMbl
MPOM3BEICHUS JIMIIAIOTCS YaCTH M3HAYaJIbHO MpHCYIIEed UM (QakTyphl U MPUOOPETAIOT HOBBIE
KauecTBa, TaKhe€ KakK MOJIYJIbHOCTb, BApUATUBHOCTb, MHTEPAKTUBHOCTb U Jpyrue. Takum
00pa3oM, CETEBOE UCKYCCTBO IIPEACTABISACT COO0I MHTEPECHBINM BapUaHT 3HAKOBOI'O aHcaMOIs,
CUHTETHYECKOTO TMPOU3BEACHUA, 0O0beauHsionero ¢urypsl Oojiee TpaauLMOHHBIX (HOpM
TBOpUYECTBA U «reliMuduuupyomero» ux. bmaromaps mpucymieil cereBoMy HpPOCTPAHCTBY
MHTEPAaKTUBHOCTH MTPOUCXOJUT B3aUMO/IEHCTBHE aBTOPA CO 3pUTENIEM, a TAK)KE B3aUMOJIEHCTBHE
3puUTENe ¢ aBTOPOM WJIM 3pUTENEH JPYyr C JAPYyrOM, KOTOPOE€ IpeBpallaeT BOCHPHUSATHE
MPOU3BEJICHUS W3 IMACCUBHOIO CMOTPEHHUS WM CIYyIIaHWS B AaKTUBHOE B3aMMOJCICTBUE C
CO3JaHHOM XYyJ0XHUKOM BUPTYaJIbHOU CPEIOH.

MOXHO  BBIIEIUTH  CICAYIOIIME XAPAKTEPHBIE THUIBI HMHTEPAKTUBHBIX  CETEBBIX
MIPOU3BEJICHUM, B KOTOPBIX IIEPEOCMBICIIUBAIOTCS TPAAUIIMOHHBIE MEIUA!
bykserno-1mudpossie npousseacaus (ASCII-rpaduxka).
I'paduka u mynabTHMEIHUA.
Flash-anumarius.
Be6-KOMHKCHI.
Be6-kuHo.
3D-ckynbnTypa v BUPTyaabHas pealbHOCTb.
[IpousBeneHus B COLUATBHBIX CETAX.
CeteBoe My3bIKaIbHOE UCKYCCTBO.
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B pamMkax ceTeBOro MCKycCTBa CyLIECTBYIOT HM(POBBIE MPOEKIUU OOJBIIMHCTBA BUIOB
KJIACCUYECKOTO MCKYCCTBA, KOTOPBIE BO3MOKHO M3y4aTh 4epe3 NMPU3MY Pa3HBIX HaIlpaBICHUMN
uckyccrsa. IIpu 3TOM naHHBIE IPOEKINUH 3aBUCUMBI OT Pa3BUTHS KOMIIBIOTEPHBIX TEXHOJIOTUI
U COLMAIBHBIX sABJICHUM B cetu MHrepHer. IIpu paccMOTpeHHMH IHPOU3BENECHUNM CETEBOIO
MCKYCCTBA NPOCIEKHUBACTCA CBA3b C Pa3HBIMU BUIAMHM HCKYCCTBA, ITO3TOMY ISl M3YyYEHMS
CETEBbIX MPOU3BEACHUI TpeOyeTcs: MEXAUCLIUIUINHAPHOTO MOIXO.
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OaHuM W3 TakWX Mpou3BelacHH ctamo npousseaenue Onwsru Jlsmunoit «My Boyfriend
Came Back From The War», kotopoe wucmons3yer rpadpuyeckue H300paKCHHE U
pacrpoCTpaHEHHYIO B TO BpPeMs TEXHOJOTHIO Frame, mo3BOJSIONIYI0 OOHOBISATH OTACIHHBIC
YacTH CTPAHUIBI caiiTa B 3aBHCHMOCTH OT JCWCTBHHA TIOJB30BATENA. ITO IIO3BOJIMIIO
pean30BaTh MHTEPAKTHBHOCTH M HETMHEWHOE MOBECTBOBAHKE CFOJKETA, TAK KaK CHOXKET MEHSIJICS
B 3aBUCUMOCTH OT JEHUCTBUH IOJIb30BATENS.

Takum obpazom, WHTEPAKTHBHOCTH TIO3BOJISICT 3PUTEISIM-TIOJIB30BATEIISAM
B3aWMO/ICHCTBOBATh JPYT C JPYrOM B TO ke BpeMsi MOIUDUIMPYS caMy BUPTYaJIbHYIO CpEIy
pou3BeieHUss. MHOTHE MHTEPECHBIC MPOEKThI CETOIHS CO3/1al0TCs HEe B (hopMare caiiToB WU
OTJICJIBHBIX OOBEKTOB, a MOCPECTBOM BHEIPCHUS B TKaHb CONMAIBHBIX CETEH M OpraHu3aIluu
HECTaHIapPTHHIX (hOPM KOMMYHUKAIMH. BakHOI 0COOEHHOCTBIO CETEBOT'O MCKYCCTBA SIBISETCS
TO, YTO XYJOKHHUK, CO3/1aBasi IPOU3BEICHNUE, MOXET HE 3HATh, KAK OHO OYJET BBINIAJACTH 110
NPOIICCTBHM BPEMEHH, B YCIOBHUSAX CETH OHO MOXET HEMpeacKa3yeMbIM 00pa3oM
BUJIOU3MEHSTHCS U Pa3BUBATHCS. 3PUTENb-TIOJIB30BATENb 3/16Ch OKAa3bIBACTCS HE MACCHBHBIM
PCLIUITUEHTOM, a AaKTHBHBIM COYYaCTHMKOM, HMCKYCCTBO € TPHOOpPETaeT OTYETIUBYIO
MPOIECCYaThbHYIO IOMHHAHTY .

CeTeBoe HCKYCCTBO HAYMHAET CBOKO UCTOPHIO OT MPOCTHIX OYKBEHHO-ITU(PPOBBIX
KOHCTPYKIIMH, U OBICTPO Pa3BHBAsICh, CETOIHS YK€ IIPUOOPETAET CII0KHBIC THOPHTHBIC
(OpMBI, B KOTOPBIX COCTUHSIOTCS CaMble pa3HbIC MEIHa, B TOM YUCIIC U OOBEKTHI,
CYIIECTBYIOIINE BHE CETH (XapaKTEPHBIM MPHUMEPOM SIBIISIFOTCS TaK Ha3bIBAEMBIE «UTPHI B
AIbTEPHATHBHON peaibHOCTH»). COOTBETCTBEHHO, €CTh HEOOXOMMOCTD B BEIPAOOTKE HOBBIX
KPUTEPUEB OCMBICIICHUSI, OTIMCAHUS U OLIEHKH (DEHOMEHa CETeBOr0 MCKYCCTBA KaK TAaKOBOTO.
311ech TOJDKHBI 00BETUHATHCS METOBI KJIAaCCHYECKON TCOPHH HCKYCCTBA, TCOPUH ME/Ha, a
TaKXe KyJIbTYpPOJOTHUECKUE, COLIMOJIOTUICCKUE M aHTPOIIOJIOTMYECKHE METOIMKU. B 1ieHTpe
BHUMAaHHMS Ha HAII B3TJISLT JIOJKHBI OBITH TIpOIlecCyasibHas U ephopMaTHBHAS COCTABIISIONINE
CETEBOI'0 MCKYCCTBA, KOTOPOE MOXET MPUHUMATH OPMBI HE TOJIBKO MPOCTPAHCTBA JIIS
MEKIUCIUTUIMHAPHOTO 3CTETUYECKOTO SKCIIEPUMEHTA, HO TAK)KE «IIECOYHUIIBD) JUIs OTPaOOTKU
WHHOBAI[MOHHBIX CIICHAPUEB COIMAIBHOTO B3aUMOJICHCTBHUS WIIH JaXKe «aIbTCPHATUBHOMN
peaTbHOCTHY JIJISl TICPEOIICHKH CYIIECTBYIOIINX KOHBCHITHM.

The term “Network Art” marks that type of media art that uses the medium of the global
Internet network as the main means of expression. In the framework of network art, creative
virtual spaces are created, which are a platform for informal interaction of artists, theorists and
spectators as subjects of today's communication society. As Lev Manovich noted, digital
technologies have changed not only the “landscape” in the field of contemporary art, but also
the very essence of media, which to some extent lose their specificity, transforming into rows
of zeros and ones inside digital interfaces. Being translated into “digital", painting, sculpture,
music, text and other forms of a work lose a part of their original texture and acquire new
qualities, such as modularity, variability, interactivity and others. Thus, network art is an
interesting version of the iconic ensemble, a synthetic work that combines the figures of more
traditional forms of creativity and "gamifies" them. Owing to the interactivity inherent in the
network space, the author interacts with the viewer, as well as the audience interacts with the
author or viewers with each other, which turns the perception of the work from passive viewing
or listening into active interaction with the virtual environment created by the artist.

The following characteristic types of interactive network works, in which traditional media
are rethought, can be distinguished:

1. ASCII graphics.

2. Graphics and multimedia.



3. Flash animation.

4. Web comics.

5. Web cinema.

6. 3D sculpture and virtual reality.
7. Works on social networks.

8. Network music art.

Within the framework of network art, there are digital projections of most types of
classical art, which can be studied through the prism of different areas of art. Moreover, these
projections are dependent on the development of computer technology and social phenomena
on the Internet. When considering works of network art, a connection with different types of
art is traced, so an interdisciplinary approach is required to study network works.

One of these works was the work of Olga Lyalina “My Boyfriend Came Back From The
War”, which uses graphic images and the then widely used Frame technology, which allows
updating certain parts of the page depending on user actions. This made it possible to realize
interactivity and non-linear storytelling of the plot, since the plot changed depending on the
user's actions.

Thus, interactivity allows viewer users to interact with each other while modifying the
virtual environment of the work itself. Many interesting projects today are created not in the
format of sites or individual objects, but through the introduction of social networks into the
fabric and the organization of non-standard forms of communication. An important feature of
network art is that the artist, creating a work, may not know how it will look over time, in a
network environment it can mutate and develop in an unpredictable way. The user viewer here
is not a passive recipient, but an active accomplice, while art acquires a distinct procedural
dominant.

Network art begins its history from simple alphanumeric designs, and rapidly developing,
today it is already acquiring complex hybrid forms in which a variety of media, including
objects that exist outside the network, are connected (the so-called “alternative reality games”
are a typical example). Accordingly, there is a need to develop new criteria for understanding,
describing and evaluating the phenomenon of network art as such. Here, the methods of the
classical theory of art, the theory of media, as well as cultural, sociological and anthropological
methods should be combined. In our opinion, the focus should be on the procedural and
performative components of network art, which can take the form of not only spaces for an
interdisciplinary aesthetic experiment, but also a “sandbox” for working out innovative
scenarios of social interaction or even an “alternative reality” for re-evaluating existing
conventions.



