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16. High modernism
17. Picasso
18. Le Corbusier
19. Postmodernism aesthetic
20. Andy Warhol
21. Frank Gerry
22. Montage
23. Collage
24. Ready made

25. Performance

Art net

(Game Art)  (Software Art)
(new media installation)

28. On line

29. Off line

Flips Stevens

33. Oftener

35. Expressive Al

3. Medium
4. Interpersonal Medium
5. One by One
6. One to Many

8. Arpanet
9. Electronic Art
10. Interactive Art
11. Genomic Art
12. Robotic Art
13. Transmission Art

Daedalus:

Dada:


