TIM / OBOR / PROGRAM

NAZEV PREDMETU
CZ: Softwarové umeéni

EN: Software Art

PREDPOKLADY PREDMETU

1) Schopnost Cist texty v anglictiné
2) Vlastni notebook
3) Zakladni znalost prace s PC

PREREQUISITES AND CO-REQUISITES

1) Ability to read texts in English
2) Student’s own laptop
3) Basic knowledge of working with PC

CiLE PREDMETU (VE VYUCOVACIM JAZYCE), MAX. 3 000 ZNAKU.

Charakteristika:

Softwarové uméni je novym uméleckym Zanrem, ktery se zrodil na konci druhého tisicileti.
Pfedstavuje pokus o uchopeni softwaru jako uméleckého vyjadfovaciho prostfedku, ktery nemusi
figurovat pouze jako nastroj k produkci klasickych uméleckych artefaktl (obrazu, hudby, videa), ale
mUze se sdm o sobé stat uméleckym dilem. Umélci, ktefi se vénuji tomuto uméleckému Zanru,
odkryvaji kreativni potencial softwaru, rozviji inovativni zpUsoby jeho uziti a vytvareji alternativni
modely softwaru. Tento kurz uvadi studenty do problematiky softwarového uméni prostrednictvim
teoreticky orientovanych prednasek i praktictéji zamérenych seminaru.

Cile predmétu:

1) vramcikurzu se studenti obeznami s definici softwarového uméni z hlediska jeho
historického vyvoje, estetickych preferenci, vyznamnych umélct a uméleckych skupin

2) obeznameni studentl s genealogii softwarového uméni

3) studenti se seznami s klicovymi texty softwarového uméni

4) priblizeni kreativnich praxi, které vyuZivaji SW umélci, a to formou praktickych ukoll

5) pochopeni pozice softwarového uméni v ramci SirSiho kontextu digitdlniho uméni



MAIN OBJECTIVES:

Course characteristics:

Software art is a new artistic genre that was born at the end of the second millenium. It represents
an attempt to grasp the software as an artistic means of expression, which may not be merely a tool
for producing classical artistic artifacts (image, music, video), but can become an artistic work itself.
Artists devoted to this artistic genre reveal the creative potential of software, develop innovative
ways to use it, and create alternative software models. This course introduces students to the subject
of software art through theoretically oriented lectures as well as more practical seminars.

Course objectives:
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during the course the students acquaint themselves with the definition of software art in
terms of its historical development, aesthetic preferences, prominent artists and artistic
groups

acquaint students with the genealogy of software art

students will get acquainted with the key texts of the subject of software art

provide an insight into creative practice used by SW artists in the form of practical tasks
understand the position of software art within the wider context of digital art

VYSTUPY Z UCEN:
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poucené diskutovat o historickych aspektech softwarového uméni a jeho vztahu k ostatnim
uméleckym tendencim

identifikovat a shrnout zakladni rysy softwarového uméni

schopnost analyzovat softwarové dilo z riznych metodologickych hledisek

obeznameni studentll s programovanim jako kreativni praxi (programovani jako objevovani)
seznameni s anatomii softwarovych dél

LEARNING OUTCOMES:

1)

2)
3)
4)
5)

ability to discuss the historical aspects of software art and its relation to other artistic
tendencies on a specialistic level

identify and summarize the basic features of software art

ability to analyze a work of software art from different methodological perspectives
familiarize students with programming as creative practice (programming as discovery)
familiarize students with the anatomy of software art works



CASOVA OSNOVA:
1. 21.9 Uvodni hodina: Obsah predmétu, pozadavky na ukoné&eni
2. 28.9 Vyuka se nekona.
3. 5.10 Home-read
Texty: Tools of Distorted Creativity

https://transmediale.de/content/tools-distorted-creativity

Interview with Adrian Ward (s. 114-120)
https://i-dat.org/wp-content/blogs.dir/28/files/2019/11/Users-Guide.pdf

4. 12.10 Ukazky softwarovych dél a jejich intepretace

5. 19.10 Historie softwarového uméni 1: Konceptualni vychodiska softwarového uméni
— konceptualni uméni, uméni a technika, net.art - neprobihd online (video
prednaska)

26.10 Historie softwarového uméni 2: Zrod softwarového uméni
2.11 — Kreativni apropriace webové stranky

9.11 Kreativni programovani 1: uvod

v e N o

16. 11 Kreativni programovani 2: prace s textem

10. 23.11 Kreativni programovani 3: generovani obrazu

11.30.11 Software art — poezie — Florian Cramer, Code works
Aktivita: tvorba codeworks

12.7.12 Destruktivni kreativita

13.14.12 Softwarové uméni v galerijni praxi

COURSE CONTENT

1) Introduction: Course content, course completion requirements

2) The formation of software art from net.art (lecture and discussion)

3) Seminar - Creative programming

4) Conceptual shift of software art - conceptual art, art and technology, net.art (lecture and
discussion)

5) Seminar - Creative programming

6) Invited guest — artist

7) Seminar - Creative programming

8) Demonstration and interpretation of work of software art (lecture and discussion)

9) Seminar - Creative Programming

10) Destructive creativity (lecture and discussion)


https://transmediale.de/content/tools-distorted-creativity
https://i-dat.org/wp-content/blogs.dir/28/files/2019/11/Users-Guide.pdf

11) Seminar - Creative Programming
12) Credit Week: presentations of created works and discussion
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PREDPOKLADANE VYUKOVE CINNOSTI A VYUKOVE METODY
prednasky, diskuze a prakticka cviceni

PLANNED LEARNING ACTIVITIES AND TEACHING METHODS
lectures, discussions and practical exercises

METODY A KRITERIA HODNOCENI

1) Vytvorenisoftwarového dila (webova stranka, program vytvoreny v jazyce Python)
doplnéného o jeho kritickou interpretaci (teoreticky text s rozsahem 1800 znakU vcéetné
mezer)

2) Vytvoreni navrhu imaginarniho programu, ktery komentuje stereotypy spjaté s masové
vyuzivanymi softwarovymi aplikacemi nebo se vyjadfuje k rozmanitym ekologickym,
politickym, socialnim, etickym ¢i uméleckym otazkam, pripadné navrhuje zpUsoby jejich
feseni. Navrh zahrnuje funkce programu, jeho vizualni podobu a autorsky zamér (1800
znak)

3) Minimalni dochazka v tomto predmétu je stanovena na 75 procent

Ukoly je nutné odevzdat do 10.1.2022 do pfislusné odevzdavarny.

ASSESSMENT METHODS AND CRITERIA

1) Creation of an artwork supplemented by its critical interpretation (a theoretical text with a
minimum of 1800 characters including spaces)

2) Creation of a plan of imaginary program. The plan has to include functions of the imaginary
software, its visual design, and author intent (1800 characters including spaces)



