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Are Video Games Art? 

 Video games are nothing if not  

 experiential. They are visuals  

 and music and poetry all wrapped up  

 into a single package.  

 

 A video game isn't just a game — it is a controlled 
passage through an overwhelming aesthetic experience… 

 

 

 (Kyle Chayka)  Why Video Games are Works of  Art . May 2010 /
 the Atlantic) 



 Games certainly have artistic qualities and 
elements. There are even games that are absolute 
masterpieces.  

 

 Two Examples: 

 Will Wright (Sims)and Sid Meier (Civilization) are 
true artists, even if the games that they make 
aren't entirely art.   

 



Some interesting comparisons 



Assassin’s Creed III 



Everett Shinn, Horse-drawn Bus, 1914 

 



UFC Undisputed 3 



George Bellows,  Club Night, 1909 

 



Ratchet and Clank 



John Marin, 1932 

 



Bio Shock Infinite 



John Sloan: The City from Greenwich Village, 1922  

 



ICO (video game,2001)Furnito Ueda  
and 
De Chirichio The Nostalgia Infinite 



The Art of Video Games  
 
 The Art of Video Games  

       opened in March to some fan fare; I went this summer to see an exhibit I 
had long awaited… 

       More later (Hint: I was a little disappointed!) 

 

 EMP Museum in Seattle, Washington (February 16, 2013–May 13, 2013)  

 Phoenix Art Museum in Phoenix, Arizona (June 16, 2013—September 29, 
2013)  

 Everson Museum of Art in Syracuse, New York (October 25, 2013–January 
19, 2014)  

 Hudson River Museum in Yonkers, New York (February 15, 2014–May 18, 
2014)  

 Toledo Museum of Art in Toledo, Ohio (June 19, 2014–September 28, 
2014)  

 Flint Institute of Arts in Flint, Michigan (October 25, 2014–January 18, 
2015)  

 Chrysler Museum of Art in Norfolk, Virginia (February 13, 2015–May 10, 
2015)  

 Memphis Brooks Museum of Art in Memphis, Tennessee (June 6, 2015–
September 13, 2015)  

 The Patricia and Phillip Frost Art Museum at Florida International 
University in Miami, Florida (October 9, 2015–January 25, 2016)  

 



From Pac-Man to Bio Shock to Final 
Fantasy and Gears of War … “games 
(should) be viewed not just as 
mere play, but as richly textured, 
compelling experiences that have 
crossed the boundary into culture 
and art.”  
 
 



Chris Mellissinos, curator of the 
Smithsonian exhibit notes: 

 

“Our Children are being born into a world in 
which the digital and physical collide, and 
video games are an expressive voice of that 
collision.” 

 

Gamers are passionate and 
Game designers are passionate!  



Here are some of the games featured in the  
Smithsonian Exhibit 



Donkey Kong was released in 1981. The game was designed by Shigeryu Miyamoto, 
who also created Zelda (more later) 

 



Mario then 

 







The Legend of Zelda: Miyamoto 
Version 1: 1986 



Link: 1986     2011 
 



The Legend of Zelda: created by Shigeru Miyamoto and Takashe Tezuka. It 
was the first game inducted into the video game Hall of Fame. First version: 
1986. 67.93 million copies since the release of the first game 

 

 



Flower: 1999, designed by Jenova Chen and Nicholas Clark 
(the player Controls the wind, blowing a flower petal 
through the air) 



Mass Effect 2 an action RPG, developed by Bioware, directed 
by Casey Hudson and published by Electronic Arts (EA). 
January 2010 
 



MOMA added videogames to their Collection 
December 2012 



MOMA 

“Are video games art?” 

  
Paola Antonelli, senior curator in the museum’s 
department of architecture and design: 

“They sure are, but they are also design, and 
a design approach is what we chose for this 
new foray into this universe. The games are 
selected as outstanding examples of 
interaction design — a field that MoMA has 
already explored and collected extensively, 
and one of the most important and oft-
discussed expressions of contemporary design 
creativity.” 

 



What are the criteria MOMA used: 

According to Ms Antonelli: 

 historical and cultural relevance 
aesthetic expression,  

 functional and structural 
soundness  

 innovative approaches to 
technology and behavior,  

 and a successful synthesis of 
materials and techniques 

 



The first in the museum’s new collection are: 
  
Pac-Man   Tetris 
Another World  Myst  
SimCity 2000  Vib-ribbon 
The Sims 2000  Katamari Damacy  
EVE Online   Dwarf Fortress  
Portal   flOw 
Passage and   Canabalt. 
 
The museum’s wish list for future acquisitions 
runs from the early Spacewar! (1962), through 
Minecraft (2011). The initial 14 games are to be 
installed in an exhibition in the museum’s 
Philip Johnson Galleries in March. 
 



PAC-Man, 1980 arcade game developed by Namco 

Inky, Blinky, Pinky and Clyde  



TETRIS, 1984, Alexey Pajitnov 



Another World is a 1991 cinematic platformer action-
adventure designed by Eric Chahi. The game tells a story of 
Lester, a young scientist who, as a result of an experiment 
gone wrong, finds himself in a dangerous alien world where 
he is forced to fight for his survival 



Myst 1993, a graphic adventure video game designed and 
directed by the brothers Robyn and Rand Miller.  
 



Sim City 2000, 1994 a city building simulation game. 



Vib-ribbon, 1999 
Vib-Ribbon is a rhythm video game. The game was unique in 
that the software loaded into RAM, letting the player use 
any music CD to play against. The graphics for Vib-Ribbon 
are simple, consisting of straight, white vector lines 
forming crude, angular drawings of the level and the 
character, a female rabbit named Vibri. 



Katamari Damacy, 2004, a third-person puzzle-action game. 



EVE online, 2003 is an MMORPG 



Dwarf Fortress, 2006, a part roguelike, part city-building 
freeware video game set in a procedurally-generated high 
fantasy universe Every world is generated completely from 
scratch in ASCII 



Portal 2007 single-player first-person puzzle-platform 
video game.  



flOw, 2006, an indie video game created by Jenova Chen and 
Nicholas Clark. Originally released as a free Flash game in 
2006 to accompany Chen's master's thesis 



Passage, 2007, The game lasts exactly five minutes, and 
focuses on life, mortality and the costs and benefits of 
marriage. 



Canabalt is a side-scrolling video game developed in 2009 
by Adam Saltsman for the Experimental Gameplay Project. 



The exhibit opened March 1. 
 
 
Fourteen screens are set into the black walls of the 
gallery. Resting beneath most of those screens are 
controllers inviting visitors to sample games one at a 
time. For games that require a considerable time investment 
(say, more than 10 minutes) to get into the heart of 
gameplay, such as EVE Online or Sim City 2000, visual 
demos, captioned either with text or audio, have been set 
up in place of the games themselves.  





 



Number 1 for 2012: Mass Effect 3 

The year's best-selling game (to date) is also one of the most controversial. It was the highest profile release of 2012, 
which was enough to boost its sales ahead of "Modern Warfare 3.” 



Number 2: 
Call of Duty: Modern Warfare 3 
 

The game has sold over 14 million copies worldwide and is now the third-best 
selling game of all time in the U.S. total sales for the entire Call Of Duty series 
have surpassed 55 million units worldwide 



Number 3: NBA 2K12 

The addition of NBA legend Michael Jordan to the game helped catapult the game into the top 5. The game also lured in 
casual players with its retro theme, offering modes where players could replay some of the biggest games of the 
sports' biggest playersSince its release, the game has sold 5.5 million units worldwide 



At Number 4: Just Dance 3 



Number 5: Elder Scrolls V … Skyrim 

The winner of more “game of the year” awards 
than any title in 2011, "Skyrim" is the best-selling 
entry in the popular "Elder Scrolls" role-playing 
franchise — so it's not surprising to see it this 
high on the sale charts. NPD hasn't given out 
specific sales figures, but worldwide, the game 
sold 3.4 million copies in its first two days. 



Number 6: Battlefield 3: 13 million in one week 



Number 7: Resident Evil: Operation Racoon City 

Buoyed by the successful film franchise and with a loyal customer base, Operation Raccoon City is the latest hit in what has proven 
to be a critic-proof series. Reviews to the game weren't overly kind, but never underestimate the fan base for killing off virus-
infected zombies. 



Number 8: Skylander: Spyro’s Adventure 

 This fusion of physical toys and videogames was something of a risk for Activision-Blizzard last year, but it has 
proven to be a substantial hit with families. Rare toy figures for the game are selling on eBay for over $1,200. 
Activision may have initially underestimated the impact this series would have, but it's planning to correct that 
error soon. The company has already announced "Skylanders Giants," an extension that will feature eight oversized 
figures (roughly twice the size of the originals) that carry new powers. 



Number 9: UFC Undisputed 3 

 



Number 10: Kingdoms of Amalur: Reckoning 

 The first game from 38 Studios, the game developer run by former Boston Red Sox pitcher Curt Schilling, had a 
respectable showing this year. But in an industry that's more and more about enormous hits, "respectable" isn't 
enough. 



Best mobile game/app 



Game of the year, 2012 according to Gamespot and IGN:  
JOURNEY 



Where so many of our online 
interactions are filled with 
aggressive competition and 
the pervasive vulgarities of 
the multiplayer community, 
one of our favorite aspects 
of Journey is its emphasis on 
anonymous cooperation with 
other players. With no 
opportunity to speak directly 
to each other, or even to 
know who the other players 
are, meeting another traveler 
in Journey requires you to 
define your entire 
relationship using only the 
game's few simple mechanics  



Most anticipated game of was 2012: HALO 4 



Halo 4 
The cultural impact of the Halo series has been compared to 
that of Star Wars. The games have sold over 43 million 
copies worldwide, and all Halo merchandise has grossed over 
$3 billion 



As a highly popular video 
game series with a 
large and active fan 
base, the Halo trilogy 
has given rise to an 
array of video 
productions in an 
emerging 
entertainment 
medium, machinima 

Machinima: (the use of 
real-time 3D computer 
graphics rendering 
engines to create a 
cinematic production) 



 

World of Warcraft (WoW) 
is currently the world's 
most-subscribed 
MMORPG,and holds the 
Guinness World Record for 
the most popular MMORPG 
by subscribers. 



World of 
Warcraft 
Mists of 
Pandaria 
released 
9/25 
 



Final Fantasy 

An MMORPG with more than 97 million 
units sold, and one of the best 
selling franchises 



Final Fantasy XIV: A Realm Unborn 



 



Resident Evil 

 



. 

… The art of in-game-photography is still in 
its infancy, but it seems obvious that, with 
constantly increasing photorealism and the 
popularity of open-world-games, more and 
more photographers will also look for 
inspiration and picture opportunities in 
virtual worlds. Games are places as well as 
entertainment: Photography has little to do 
with the things we see -, and everything to 
do with the way we see them. 

 

http://www.petapixel.com/2012/07/25/the-art-of-video-game-
photography/ 

 



Five leading video game photographers: 
Duncan Harris, Iain Andrews, James 
Pollack, Josh Taylor and Leo Sang  
 



Leo Sang 



Duncan Harris 

 

http://deadendthrills.com/ 

http://deadendthrills.com/


Josh Taylor 



Blog: 
http://virtua
lgeographic.t
umblr.com/ 



 http://penny-
arcade.com/patv/episode/graphics-vs.-
aesthetics 

 

http://penny-arcade.com/patv/episode/graphics-vs.-aesthetics
http://penny-arcade.com/patv/episode/graphics-vs.-aesthetics
http://penny-arcade.com/patv/episode/graphics-vs.-aesthetics
http://penny-arcade.com/patv/episode/graphics-vs.-aesthetics
http://penny-arcade.com/patv/episode/graphics-vs.-aesthetics
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http://penny-arcade.com/patv/episode/graphics-vs.-aesthetics


 



When I was invited to a MoMA Board meeting a couple of years ago to field questions about the future of 
art with Google Chairman Eric Schmidt, we were asked about how MoMA should make acquisitions in the 
digital age. Schmidt answered, Graduate-style, with just one word: “quality.” 
 
And that answer has stuck with me even today, because he was absolutely right – quality trumps all, 
whatever the medium and tools are: paints or pixels, canvas or console. 
 
The problem is that what “quality” represents in the digital age hasn’t been identified much further than 
heuristic-metrics like company IPOs and the market share of well-designed technology products. It’s even 
more difficult to describe quality when it comes to something as non-quantitative – and almost entirely 
qualitative – as art and design. 
 
Quality trumps all, whatever the medium and tools are: paints or pixels, canvas or console… 
 
… But this is what we should be debating – which videogames make the cut? – not whether there should be 
videogames in the MoMA collection at all. 
With an intellectually grounded acquisitions process in place, MoMA’s taking a vital step in answering 
“what is quality?” as it pertains to art and design in the digital age. 
The problem is that what ‘quality’ represents in the digital age hasn’t been identified. 
And I think it’s really appropriate that we’re starting to answer this question with videogames, because 
they played an important role in bringing about the digital age. Games are what showed non-technical 
people that hey, computers can be fun! Remember, early computers couldn’t do anything useful beyond cold, 
clinical calculations. Games (note: this is not the same thing as “gamification”) are what brought about 
the wonderfully humanizing voice to computing that helped lead the average consumer into the digital age 
and into new interaction paradigms. 
After videogames, MoMA should consider the categories of mobile apps and productivity applications for its 
future collections. I for one would love to see MoMA acquire Solar and Clear, for instance. 
 
John Maeda 
 

http://thisissolar.com
http://www.realmacsoftware.com/clear

