
DIALECTICS OF PERFORMANCE ART. 

FROM INDEPENDENCE TO MARKING. 
A STUDY ON THE PERFORMANCE ART, SO-CALLED LIVING ART - a case study 

 

ANALYSIS AND SYNTHESIS OF THE LANGUAGE OF PERFORMANCE ART AND ITS 
INFLUENCE ON THE SHAPING OF CONTEMPORARY ARTISTIC EXPRESSION. 

 

INTRODUCTION 

 

 WHY?  

 

The aim of this research work is to consider a case study of selected phenomena of 
performance art to indicate its dialectics. Using a case study as the research method proposed here, 
consists of the study and analysis of selected performances from one performance art. It takes into 
consideration the internal complexity and intense relations with the environment, whilst using 
many sources of information and considering the context in which each performance is presented. 
Based on this method, I would like to emphasize that this is not about randomness, but about 
considering specific cases of art - works and creativity. By studying these cases - artworks, I also 
study creative attitudes, because in performance art it is impossible to separate the artist from the 
art work. Joseph Beuys, Fluxus, Jan Świdziński, Stelarc are particular cases occurring on various, 
very extreme levels and areas of interest, which define a specific picture of performance art.  

This study aims to present and characterize the most important features of performance art in 
dialectical terms based on selected examples.  

In analysing this work will be based on the theory of three philosophical concepts: 
dialectics defined by Hegel, the extended concept of art in Joseph Beuys' Theory of Social 
Sculpture, and the principle of uncertainty by Werner Heisenberg. 

In search of the context as a necessary condition for the occurrence of certain cases in which a 
creative act is fulfilled, I will refer to the theory of Jan Świdziński. 

The notion of dialectic and dialecticality is the fundamental and binding element in this work.  

The term understood here in the Hegelian sense is a mechanism of the struggle of contradictory 
ideas, which are the basic engine of world development and progress. Consisting in a continuous 
and spontaneous process of clashing of contradictory ideas according to the so-called laws of 
dialectics. On the one hand, as a mechanism striving for synthesis, on the other hand, as a process 
that has no beginning or end, represented in the form of an open set.  



Another fundamental element of the considerations of this work is the expanded concept 
of art and the emerging Theory of Social Sculpture by Joseph Beuys. His artistic attitude and the 
influence he exerted on the field of art are crucial for the shaping of performance in general. "Forms 
of thinking - how we shape our thoughts; Forms of speaking - how we shape our thoughts in words; 
and finally, social sculpture - how we shape and model the world we live in. Sculpture as an 
evolutionary process: everyone is an artist. "  

The uncertainty principle, derived from theoretical physics, also strongly based on 
dialectics, formulated by Werner Heisenberg says that uncertainty will always be part of any 
prediction. The uncertainty shows that progress can only reduce uncertainty to a certain limit. The 
complete, final characterization of performance art is quite difficult, because the progress of 
technology and global development make us realize that we are not able to put together and control 
the avalanche of new activities that bring newer and newer means of expression to it. When you 
want to explain a new phenomenon, you can try to connect it with already known phenomena 
using existing methods and concepts, but it is known that the existing concepts are not enough for 
this. Often the meaning needs to be expressed in a new language. The relationship with modern 
technologies and the sciences is essential here. For a long time, medicine, cybernetics, robotics, 
biotechnology, and for some time immersive technologies have been areas strongly influencing 
and inspiring (living) art, creating mutations of performance art. 

According to Jon McKenzie's thesis, the reality in which we live is dominated by 
performance art. Is it about pure performance art? About this one born in the intermedia 
revolution? About this which was the answer to the lack of active creation in art? Inspirations with 
the language of performance art go deeper and deeper, absorbing the areas, not only of the 
technologies, but also politics, show business, social media, and general consumption. The 
richness of the language of performance art seems extremely attractive to contemporary 
communication and media. Elements of performance (e.g., art intervention, happenings) are used 
to express social and cultural needs, to support certain ideas or postulates, to target a specific 
worldview, to manipulate an individual or to direct a crowd. It can be a form of overriding control 
over a group that is designed to provoke certain behaviours that may have various, often 
unintended, effects. It can be a means of persuasion, conflict resolution, a form of intervention, 
manifestation of views, but also an effective therapeutic or educational tool.  

Artistic activities have long manifested themselves in classical art disciplines such as 
sculpture, graphics, and painting. Performance art, even when it was not formally named yet, found 
its outlet at openings or other artistic events. This living art has become a communication tool 
based on the element of surprise, shock and persuasion, successfully used in contemporary 
psychology, sociology, and pedagogy, often as information with a persuasive message, which is 
to have a specific impact on the recipient and achieve the intended result.  

Ideas taken from the performance are inscribed in design; industrial design or fashion, the 
concepts of which often use the tools and postulates of live art to create new phenomena in their 
own areas. They enter the circles of luxury fashion products and services, haute couture, such as 
Vanessa Beecroft's performance in the shop window for the opening of the Louis Vuitton boutique 
in Paris in 2005, or fashion shows that become Alexander McQueen's performances - No. 13 



Spring / Summer 1999, where robots live painted the dress directly on the model, or the Voos 
Spring / Summer 2001 show, where McQueen, inspired by a photograph of Peter Witkin's 
Sanitarium, recreated it as a living sculpture in the very centre of the runway.  

Supported by a series of practical experiences and theoretical considerations, I believe that 
the scale into which performance art enters constantly expands day by day due to the mutual flow 
and mutual inspirations. Live art especially absorbs the surrounding reality, and this also draws 
from it, because performance is art based solely on reality.  

The idea of transforming, influencing, opposing, and denying at the same time is a key element of 
this work.  

What is performance art anyway? What else could it be? How can its concept be extended 
to an immaterial, virtual formula? I will try to analyse and consider these and several related issues 
both in theoretical and artistic work. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

COMMENTARY ON THE ARTISTIC WORK 

Coyote, 2022, 

Virtual Reality Installation  

~ interactive application, game, shared space, invitation to metaverse. 

 



The artwork is a virtual reality space made in VR technology. It was created using digital tools 
and 3D software, placed with the Unreal Engine in virtual reality. Entering the interactive space 
and fully experiencing it is possible through a VR set - goggles and controllers.  

The work is based on Joseph Beuys' action titled I Like America & America Likes Me. The space 
of the Rene Block Gallery has been digitally reconstructed here in the form as it was before, during 
the Beuys’ action in May 1974. This space is a metaphor, the background - a reference to universal 
dialectic, while the coyote is a symbol of reality. The space is and is not a space at the same time, 
it is and is not finite, it is and is not reality, but it finds reference in a real context. The virtual 
reality art work is set in a real space.  It marks the interior of the gallery by mapping its flat 
projection on the floor in a 1:1 scale.  Moreover, there are reconstruction of elements that had 
appeared during Beuys' performance such as straw and the Wall Street Journal newspapers. In 
addition to the sound (of a coyote and three strokes on a triangle) inside the virtual reality (from 
the headphones) sound also comes from the outside, the real other space. From time to time it 
comes from the straw mound, in which a subwoofer is hidden. From the speaker comes a turbine 
sound that generates strong sound waves that vibrate the floor surface. The term 'virtual reality 
installation' already shows its duality resulting here from the real-virtual opposites, the dualism of 
artistic and research work, and of living art in general. 

Despite the use of technology, I tried to build this work internally as a happening, similar to the 
structure of a performance. It is based on a stochastic process, where randomness and unforeseen 
behaviour are its main components. All consecutive coyote animations (programmed behaviours) 
are selected randomly by an algorithm. We are unable to predict the sequence of events. No 
arrangement will repeat itself. The general outline is a set of components, but the development of 
the action - the process is only a matter of chance in a specific context: Art "a", in time "t", in place 
"p", in situation "x", in relation to a man/men "m". 

The sequence of successive sequences is synchronous and diachronic at the same time, the 
chronology of behaviour cannot be predicted. I have no control over the process. The participant 
has an indirect control. The algorithm decides. By putting on the headset, the participant becomes 
the only active recipient of the action. By sharing the image from the headset on an external 
monitor, I enable other observers to "see" - passively participating in the event. The material nature 
of artistic work has been reduced to a virtual spectacle - an experiment taking place in the space 
between reality and imagination, existing for some time in a specific context. 

Entering the virtual space has to cause an intensified individual experience. All the more 
aggravated, because it presents the person of the recipient-participant alone with a specific 
unpredictable situation, something completely new, previously never experienced. Due to its 
unpredictability, this situation becomes all the more dangerous because it is unknown. This 
uncertainty is supposed to intensify the sensation. Entering into the experiment of stimulating 
behaviour towards this reality-unreality.  

This work is indirectly based on a game. The user - the recipient puts on the headset, enters a 
virtual space where the action takes place, sometimes static sometimes dynamic. 



"Art is a game when the elements are established [...] The art-game is interesting enough when the 
number of elements and the construction of the rules allow for multiple combinations". The 
recipient ceases to be a player, he becomes the creator (of the game). In a way, art gives an 
opportunity to construct.  

We act in a situation of uncertainty, not knowing what is true and what is false. […]. Each new 
factor can turn the tide. The score of this game is not predetermined - changes are made as long as 
the game is running. - Jan Świdziński on contextual art. 

The fundamental research problem in relation to this artistic work is the dialectic of 
performance art, and above all the question: what can performance be and how can its concept be 
extended to the intangible, virtual aspect?  

My intention was to create and recreate space and context at the same time, attempting to use them 
in the way that performance builds experience. Performance is realized in its action and its essential 
feature is totality: there is nothing in front of it, nothing next to it. It exists here and now for 
someone and something.  

This artistic work attempts to create a total action that can capture as many senses as possible. 
Virtual reality with a highly graphical user interface seems to be the perfect space for contemporary 
art. The possibilities here are endless. What we come up with, design -  it is possible to implement 
with all the details - digitally generated. Virtual reality offers such a possibility. 

Virtual Reality has been defined as a computer-generated simulation system that detects user 
behavior, providing a sense of presence and embodiment in a virtual space based on multisensory 
feedback. Last year, I wrote an article for the academic journal inAW Journal - Multidisciplinary 
Academic Magazine about the tool that is currently virtual reality. I am going to use an excerpt 
from it here to justify the legitimacy of creating my work and to deduce confusion.  

VR / AR / MR (Virtual Reality / Augmented Reality / Mixed Reality), has unavoidably developed 
and is continually absorbing more and more areas of our life. They have left the area of computer 
games to which they were initially dedicated. The basic concept that indicates the differences 
between virtual technologies is the level of its immersion. VR as the most immersive one, with a 
highly graphical interface and an all-encompassing inner world that gives you the opportunity to 
completely plunge into the abyss of virtual space.  

In the era of technology acceleration due to the pandemic, the predicted fact of the entry of VR / 
AR technology and robotics into everyday life has become the most real. Post-humanism will 
connect culture and industry. Virtual worlds will become more expansive and sophisticated, 
fuelling culture and design, and enabling new ways of expression and experience.  

The metaverse as a collective virtual shared space, encompassing the sum of all virtual worlds, 
augmented reality and the Internet will become a reality.  

Virtual, but still reality. Performance is an art immersed in reality. So, it is natural that the search 
for novelty goes right here. Because, following Werner Heisenberg's statement, "the meaning must 
be expressed in the new language, if the old language cannot be expressed any more." 



 

 

 

 

 

 
A flat plan of the René Block Gallery in New York. 

 

 



 

 

 

 

 
Top view of the real exhibition space of Coyote's artistic work, with a 1: 1 scale projection of the René Block 
Gallery, visualization 

 

 



 

 

 

 

 

 

 

 

 

 

Conceptual sketch for the presentation of Coyote's work together with a potential participant 

 

 

 



 

 

 

 

 

 

 

 

 



 

 

 

 

Screenshots of gallery space in virtual reality 

 

 

 



 

 

 

 

 

 

 

 

 



 

 

 

 

 

 

 

 

 



 

 

 

 

 

 

 

 

 



 

 

 

 

 

 

 

 

 



 

 

 

 

 

 

 

 



 

 

 

 

 

 

 

 



 

 

 

A sequence of space dumps in virtual reality during one of the Coyote actions 

 

 

 

 



 

 

 

 

 

 

 

 

A sequence of space dumps in virtual reality during one of the Coyote actions 

 

 

 


