


Game Art — charakteristické znaky

Sirsi definice:

umeni, které:

odkazuje ke specifické estetice her,

vypuj&uje si herni mechanismy, znamé postavy nebo odkazuje ke slavnym hram
analyzuje zkuSenost pocitacoveho hrace

kriticky komentuje konvence spjaté s hernim mediem

prenasi herni prvky do fyzického prostredi galerie a vklada je do novych
kontextu



Uzsi definice:
m dila, ktera vyuzivaji herni technologie k tvorbé uméleckych dél

m napr. herni editory, moddovaci nastroje, enginy



John Haddock -. série obrazt Screenshots (2000)




m Todd Deutsch - Gamer series___(2006) -



http://www.todddeutsch.com/qamers.html

4 kategorie Game Artu

m 1. VVyuziti hernich technologii pro generovani obrazu a
zvukU

m Julian Oliver and Chad Chatterton - max_miptex (2001)



http://tube.com/watch

m JODI - Max Payne Cheats Only 1 (1996)



https://www.facebook.com/LIMAplatform/videos/its-undressinq-the-qame-vou-

m Steven Pickles a Julian Oliver - Q3apd (2003)




2. Apropriace pocitacovych her za
ucelem vytvoreni umeleckeho dila

m Cory Arcangel - Super Mario Clouds (2002)




m RSG-PP (Prepared Playstation) (2003)



https://www.voutube.com/watch?v=fLV
https://www.youtube.com/watch?v=C4

m Tomislav Bezmalinovic — Engine[6]



https://www
http://youtube.com/watch

3. Hackovani a modifikace her za
ucelem vytvoreni dila

m Tobias Bernstrup a Palle Torsson - Museum Meltdown (1997)
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https://www
http://youtube.com/watch

4. Intervence do herniho prostoru
prostrednictvim umeleckych praxi

m Anne-Marie Schleiner, Joan Leandre a Brody Condon - Velvet-Strike (2002)




m Joseph DelLappe - Star Trek: Voyager — Elite Force (2000)
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https://www
http://youtube.com/watch

m April Hoffmann — The Awakening
m https://www.youtube.com/watch?v=Vpjzg9DUEZz0




Historie Game Artu (1995-2006)

m Orhan Kipcak a Reini Urban - Ars Doom1 (1995)

m https://www.youtube.com/watch?v=w9r f8un3NE&t=1s
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https://www.voutube.com/watch?v=w9r

m Synreal: The Unreal Modification (1998)




m Vystava RELOAD (1999) — Shift E.V Gallery Berlin

m hitps://www.gamescenes.org/2010/02/interview-martin-berghammer-reload-
exhibition-shift-ev-gallery-in-berlin-1999- htm|



https://www.qamescenes.org/201

m Game show — MOCA (2001)




m Games: Computer Games by Artists (2003) -



http://iosephinestarrs.com/lx/7paqe

m [ii vystavy v technologické a umelecke instituci LABoral v Gijénu
m Gameworld (2007), Playware(2007-2008), Homo Ludens Ludens (2008)



https://www.youtube.com/watch?v=H

Vystava Radical Gaming —
Immersion, Simulation, Subversion
(202§
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m Theo Triantafyllidis — Pastoral (2019 )

m https://www.youtube.com/watch?v=ebURoKoQnSo



https://www.voutube.com/watch?v=ebURoKoQnSo

m Sahej Rahal — Antraal (2019) -




m Lawrence Lek — Ngtel (2016) - https://lawrencelek.com/Notel

Stroam - Lawrence Lek: Netal {The Hagus)



https://lawrencelek.com/Notel

m Leo eda - Levels and Bosses (2017-2021) -
https://rhizome.org/editorial/2018/may/01/artist-profile-leo-castaneda-1/



https://rhizome.orq/editorial/2018/mav/01/artist-profile-leo-castaneda-1/

Literatura

m Bendova, Helena. Uméni pocitaCovych her. Praha: NAMU, 2017.

m Quaranta, Domenico - Bittanti, Matteo. Gamescenes: Art in the Age of
Videogames. Milano: Johan & Levi Editore, 2006.

m Jansson, Mathias. Everything | Shoot Is Art. Brescia: Link Editions, 2012.

m Sharp, John. Works of Game: On the Aesthetics of Games and Art. Cambridge —
London: The MIT Press, 2015.



