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This video is rendered in real-time on a computer,
and shown in sync with the time in the real world.
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CONTEMPORARY VIDEOGAMES

ART

| GAMESCENES. Art in the Age of Videogames |
Matteo Bittanti H* %
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Super Mario Clouds (2002)
Cory Arcangel
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MINECRAFT (2009 ~)
(Notch) Markus Persson "— A THELIZL®O -4 > T4 —4F9 — LA
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Miltos Manetas



Miracle (1996)
Miltos Manetas



Machine + Cinema = MACHINIMA



“Machinima is “glitchy” both literally and metaphorically. The term itself is an error
as It was originally meant to be spelled as machinema, a portmanteau of machine
cinema. Additionally, machinima looks and sounds like a video game but does not
behave as such. In fact, its producers removed the key feature of electronic play,
that is, interactivity. Thus, machinima is a broken game, a game that does not
work properly.”
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"MACHINIMA IS NOT A GAME”" (2016) Matteo Bittanti
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Super Mario Sleeping (1997)
Miltos Manetas
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Another Day of Depression in Kowloon /ALEED &&= —H (2012)

IP Yuk-Yiu







San Andreas Streaming Deer Cam (2016)
Brent Watanabe
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Long March: Restart (2008 - 2010) Feng Mengbo
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Velvet-Strike (2002)
Anne-Marie Schleiner




> Say WAYNE M GEIGE. (Leased-Official Server) 2.8.3
Mo foul or abusive language
German and English only!

dead-in-iraq (2006 - 2011)
Joseph DeLAPPE
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Elegy GTA USA Gun Homicides (2018)
Joseph DeLAPPE




“The only way to save our relationship with videogames, is to exercise the Zen of
Non-Playing. By Doing so, we become Artists After Videogames. An artist who
works with videogames shouldn't create or change anything. He/she should only
extract the hidden notion of the game, by looking carefully at the parade of
symbols the game is offering already. An explosion should be captured and turned
into a Turner-like landscape. Our relationship with a monster should become
somehow romantic: instead of shooting it, we should start taking photos.’

‘CTrAT—LEDERZRSE—DAEIE. /T L1LDE (Zen of
Non-Playing) Z{T{f 924 2&TY9, £259d2&lck>T, thieslE
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Manifesto of Art After Videogames (2004) Miltos Manetas
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The Division “Victims" Duncan Harris

http://deadendthrills.com



http://deadendthrills.com

DoD (2009-2012)

Kent Sheely
nttp://www.kentsheely.com/dod



http://www.kentsheely.com/dod

POSTCARDS FROM ITALY (2016) — COLL.EO

http://colleo.org/postcards-from-italy
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Backseats (2015 - ) Leonardo Sang
http://leosang.com/backseats



http://leosang.com/backseats

https://vimeo.com/90114353



https://vimeo.com/90114353
https://gbuffer.myportfolio.com/crossroad-of-realities
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PHOTO MODE

CAMERA |

OFFSET ORBIT
DOLLY ROLL

HIDE Ul EXIT RESET

Photo Mode : Marco de Mutiis
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Dy I—ERIAICTIL—I VI ULTWBYENT TICEZ BILICL >TESNTWSE
BEREZHR5EVWSTTRARBAZEICEKRISTLEL SN, 4



http://augmented-photography.ch/documents/photo-modes
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' The Medium

IS the

Massage

Marshall McLuhan

wrenyMarshall McLuhan
Quentin Fiore
Jerome Agel
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The History Of Machinima: From Art To Brand
https://www.youtube.com/watch?v=ujl1-CiOybbw
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1. https://www.evernote.com/l/
ABllxJjcal1DBroflUQGcqqGuh8hG3DeMos

2. https://www.evernote.com/I/ABOmMOMwtiFdOYZM9E4JUrB_0b-

vd15fgrhw



https://www.youtube.com/watch?v=uj1-Ci0ybbw
https://www.evernote.com/l/AB1lxJjcaJ1DBroflUQGcqqGuh8hG3DeMos
https://www.evernote.com/l/AB1lxJjcaJ1DBroflUQGcqqGuh8hG3DeMos
https://www.evernote.com/l/AB0m0MwtiFdOYZM9E4JUrB_0b-vd15fgrhw
https://www.evernote.com/l/AB0m0MwtiFdOYZM9E4JUrB_0b-vd15fgrhw
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MILAN MACHINIMA FESTIVAL
https://milanmachinimafestival.org
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Possessions (2019) Brent Watanabe
https://vimeo.com/327128550

Digital Kinetic Sculptures (2017) CHRIS KERICH
http://www.ckerich.com/dks/

Operation Jane Walk (2018) Leonhard Millner
https://vimeo.com/301933682

Crashform Studies (2018) Brenton Alexander Smith
https://vimeo.com/287568425



https://milanmachinimafestival.org
https://vimeo.com/327128550
http://www.ckerich.com/dks/
https://vimeo.com/301933682
https://vimeo.com/287568425
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| Was a Winner(2019) jonas odell
https://vimeo.com/305804024

489 years (2016) Hayoun Kwon
https://vimeo.com/207799627

HYPER TIMELAPSE GTAV ( CROSSROAD OF REALITIES )(2014)
Benoit Paille

https://vimeo.com/90803579
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