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Video Games Exhibited 

 This exhibition will be showing off and presenting my idea that video games in and of themselves should be viewed as pieces of art in their own right. Video games often get overlooked in their artistic qualities by people who do and don't play games. 
It is often only viewed as a piece of media or entertainment and people don't often think of the subtleties that are in games such as the level and character design along with animation and the overall stylisation behind them. I want to show these up front to an audience so that people can see and understand more about the creative process behind designing these games. 

 To do this I will have a selection of video games on display where the public will traverse through each section. I will hold this exhibition within a building that traditionally holds a lot of fine and classical art such as The National Gallery (London) or National Museum (Cardiff), I do this because I want to have the contrast of modern vs old so that I can make the statement  that this type of media deserves its own spotlight and recognition like the traditional arts do. It will also allow different types of viewers to experience the exhibit and it being in a location such as this means that it allows people to view games in this way when they normally wouldn't if it was held in a convention or a technology based location. [image: ]

 (Rough sketch of imagined exhibition layout)


To begin I first want to show a couple of video games with a very strong art style. The first to be shown will be The Witness (2016)
[image: ][image: ]
[bookmark: _q9fad41io9q8]                                                                                                                                                     (Images from The Art of 'The Witness’)

This game has a lot of focus on its design and visual appeal as you primarily explore the world and solve various puzzles.So because of this for this section of the exhibit I mainly want this to be interactive and  allow visitors to actually pick up and just play the game and simply walk through the surrounding areas. I do this because I want to show off the fact that this is one of the very few mediums in which you can personally interact and look around. I want this section to be calming and present to people who typically don't play video games that there are various types of genres and that they aren't all violent based and that the actual games themselves can be beautiful to experience and look at. As well as having a main screen where people can play the game there will also be various images of different shots taken from within the game that shows off the aesthetic the game holds. This is all that will be in the first room, nothing more than that because again I want to make the point that a game on its own can be viewed as its own piece of art, unconventional as it may be. 

‘’The technology powering today’s games inuences the way we experience visual art in a new way—with the gentle push of a player’s thumb we can now interact with these visual worlds. But take away that interaction and what remains is the static visual artwork itself.’’
(Solarski, 2012)

The next display will be focusing on the design and concept art side of games and will be looking at the art from Dishonored 2 (2016)[image: ]
 (Image from The Art Of Dishonored 2) 

 In this section it will hold the sketches/designs as well as videos of the process that the studio did to create this game. I want this part of the exhibit to focus on the designs and illustrations behind Dishonored 2, to show this part of game development where artists create digital paintings and sketches to hone in on the idea and feeling of the game and that these pieces being produced are incredible pieces of art that often don't get viewed by the mass public. 
 The reason for this section is to allow visitors that don't have a lot of knowledge about the production of games to have a chance to peek into what happens behind the scenes from a concept to a finished, published game and as well as this inspire young artists that are interested in the industry and bring more light into the creative process that happens in game development.



I want to then switch focus and show off a game that functions by the players using their imagination and creativity themselves. This game being Scribblenauts Unlimited (2012).
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                                                                                                                                                                 (Image from Game Website)

 This will also be another interactive section where it allows visitors to go into a sandbox mode of the game where they have the freedom to just create whatever they can think of and edit and customise what they've made themselves. They will then be able to share their creations where it will be posted onto a bigger screen within the room and will be shown amongst  other peoples latest creations. This lets the visitors be in a more playful mindset where they are creating their own art as a collective. This will let people experience first hand how playing games is unifying and allows you to connect with other people and that it isn't something that you only experience on your own. 

Something similar has been done with the WiiArts Project where people would create collaborative pieces of art using the technology of the Wii remote provided. Which can raise the question, when do games stop being games and become an interactive piece of art?

‘’it provides users with a more immersive feeling in their interactions with the virtual world. Also, since this is an art project, we envision putting these applications in museum or gallery settings. For this reason, multiple participants can interact together while other viewers engage with the piece by watching the interactors’ performance.’’
(Lee, Kim, Gupta and Mazalek, 2008, Pg.2)
Now that the visitors in general are hopefully more relaxed I want to change the mood drastically and exhibit paintings from the game Layers Of Fear (2016). I want to do this because again I believe that games are emotionally powerful and by switching from one genre to another like this will amplify the feelings of uneasiness that Layers Of Fear provides. I want to make visitors feel like their on a journey while walking around this exhibit as opposed to just looking at some footage of games.



(Images of paintings found ingame and from promotional material)[image: ][image: ][image: ]


I will actually just be displaying these various warped and eerie paintings that are found within the game in the traditional way by hanging them up in frames. This will again drive the point of games being seen as art by literally taking artwork done for a game and presenting them how it classically would be done. I want guests to feel disturbed by these paintings and this room and highlight how you can take something from within a video game and create this type of experience and emotional reaction in an exhibit and make them feel this sense of dread that you could only get by seeing it in real life.


‘’The viewing of images of punctured or damaged body parts activates part of the same network of brain centers that are normally activated by our own sensation of pain, accounting for the feeling of physical sensation and corresponding shock upon observation’’
(Freedberg and Gallese, 2007, Pg. 198)


To achieve these emotions the  room will be playing audio from the soundtrack of the game and the entire rooms lighting will be dimmed down and the only light being a spotlight onto each individual painting. There will also be a small video clip playing where it highlights all the real life, famous paintings that can be found around the game which will be a nice little surprise to artists and guests who have only seen classical art from museums/galleries and how these pieces of work can be integrated into a piece of media like video games.


For the final section of the exhibit I want to bring the mood up again and show off a game that is influenced from an eastern art style by displaying Persona 5 (2016). 
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                                                                                  (Screenshots from video)

This final display will be showing off the cutscene animation and the stylised 3d models created for the game to present to people alternative art styles that are still successful and visually pleasing without a game aiming towards realism. I want it to be recognised that games are incredibly diverse in terms of playstyle and artistic value and  demonstrate the bigger range of emotional connection players can develop to games that are more prominent than what can be found in movies and tv.

‘’Specifically, two unique qualities, choice and flow, set games apart from other media in terms of potential for emotional impact. Layering techniques for evoking social emotions onto this foundation gives games their unique power to create empathy and connection.’’
(Isbister, 2016)

I want to do this by allowing visitors to play the game and interact with the various characters found in the game so that they can develop their own understanding and emotional connection whether its comical, empathy, annoyance etc. I want to display how influential games can be in terms of how you feel and connect towards them and that these experiences are all personal to each individual. 


To conclude, this exhibition will give people a better understanding of games and see that they can be catered towards a wider audience of people with different interests and tastes and is no longer for a niche market and that video games should be considered  an art form because of the amount of design and creativity that artists put into it.
 I want this exhibition to really highlight this fact and as well as this show that games have a greater personal attachment due to its nature that isn't comparable to movies or books because of how much the person themselves needs to put in rather than being a passive watcher. 
This exhibition aims to show people a direction where onlookers play an active role in engaging and interacting with these art forms and that video games are a way forward to achieve this goal. 
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