ARTISTS’ GAMES

It is our belief that the best artists of our time should be deeply involved in the
everyday life of the people. As a step in that direction this magazine in the past invited
painters, sculptors and graphic artists to design such everyday objects
ag stamps, coins, playing cards, paperweights, jewelry, ceramics, needlework, billboards,
toys, playground sculpture. Now we present a group of games—both old and new—
which, we believe, lend a new dimension to the standard concepts of game design and which
we hope to see not only on the printed page but ultimately in the rumpus room

Presented by George Ortman

1game ™ 'gim“n[ME, fr, OE gamen; akin to OHG gaman
amusement] 1 a (1) : AMUSEMENT, DIVERSION (2) : the
equipment for a game b : FUN, SPORT 2 a : a procedure for
gaining an end b (1) : RACKET (2) : a fleld of gainful activ-
ity : LINE 3a (1) : a physical or mental competition condueted
aceording to rules with the participants in direet opposition to
each other (2) ! a division of a larger contest (3) : the number
of points necessary to win (4) ! the manner of playing in a con-
test (5) : the set of rules governing a game b : a situation in-
volving opposing interests given specific information and al-
lowed a choice of moves with the object of maximizing their
wins and minimizing their losses . . .

—Merriam-Webster Collegiate

‘w}:cn I was first asked to organize this project, I immediately
thought of artists whose work set forth some gaming ideas. Diek
Anuszkiewicz, Gene Davis, Bill King, Les Levine and Ernie Trova
were given the option of inventing a nmew game with new rules
or else taking a conventional game and redesigning it.

For each of us, I believe, the game has a special meaning.
Anuszkiewiez’ game of cheekers is also a game of eolor; the chang-
ing of the eolors during a game might very well make the player
forget the checkers and become an artist. If yon ecan still see
after assembling Gene Davis' unique two-sided puzzle, you will
see two handsome paintings that will no doubt tempt you to break
them up and begin all over, One must have a go with King's sack-
race rompers to understand all the subtleties of gamesmanship,
Ttompers ean also be made in silk, aluminum, fur or plastie. Les
Levine's chess-checkers game gives us a new approach, substitut-
ing lettered blocks for the traditional pieces. “The neuro inputs,”
Levine explains, “are no longer coded in the same manner; there-
fore the flow charts eall for a different use of the brain arehi-
tecture . . " Ernest Trova's spinning man is a perfeet extension
of his art.

To me the fasecination of a game is the participation of the
player. I have been interested in a work of art that could be ex-
perienced in more than one way. In many of my eonstructions
the viewer has been invited to involve himself in the plastie ideas,
to make his own work within the rules. Ideas of kineties, rela-
tionships and moods are the result of the viewer's motivations.
The game form then is a game and an ever-changing work of art.

The ideas expressed by Annszkiewiez, Davis, King, Levine,
Trova and myself are a special part of our voeabulary. When I
first asked King to do a game he said, “Great idea, George, It
would sure be a sorry day if artists eouldn’t make games."”

George Ortman, whose painted low-relief constructions often sug-
gest the formal patterns of classic gameboards, has for a long
time been interested in the possibilities of designing and redesign-
ing popular games, {illustrations continue through page 77)



The backgammon game erealed
by (reorge Ortman is planned to
be uged either as a gameboard or
ag a table,

“The possibilities of working
with dimensional ideas pre-
sented by a backgammon game
twere @ chal

lenge. To put in the
many details and still refain the
simplicity, I spread the board to
allow maore space and T worked
with more colors. The gane
( pieture) cha nges with each roll
of the dice—a game of chanee,”

Ortman, whose painted ecan-
vag-and-wood constructions
were featured in Art tn Ameri-
ca’s 19061 “New Talent” 4'.-.-..-:4,;_-}

has had 24 one-man shows sines

that time, He haz been exhibited
and collected extensive Iy both
here and abroad, is represented
by the Howard Wize Gallery in
New York.
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King's Rompers
race for the ent
vide either a parlor or out-
s game, Here ()
the artist and his
vmpers  are  self

I interes
in mind.”

He men

times, three marria
dren, lots of

four g
WO now handl
Terry Dhintenfass
New York.
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Legs Levine made a statement
about his chess game only. One
can assume, _Juur';'i'.-'-r’ that the
“software, “subroutines,” “im-
age systems,” “newro inputs”
“flow charts,” “brain architec-
ture"—with which the artist
provocatively entangles our ap-
proach te his chess game—would
equally “explain” his game of
checkers.

"With the use of words in-
stead of images in the chess
game the software is consider-
ably recoded, The game is pretty
much the same as before. How-
ever, the subroutines connected
with the activity of playing the
game are wvery definitely
changed. An image system is
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considerably different from a
literal system. The neurs inputs
are ne longer coded in the same
manner., Therefore the flow
charts call for a different use of
brain architecture rendering the
result of the new chess game
similar to the result of the old
chess game, However, the prog-
ess and mental activity required
for arriving at that result are
totally diferent.”

Levine's complex eoncepts
about art, and hiz conceptual
work, ean be explored in depth
in the interview by Thelma E.
Newman in this dssue, He ex-
hibits regularly in Ottawa and
Toronte and at the Fischbach
Gallery in New York,

=



Checlker Game i a brilliant e
tive. Only when the game 45 in play

Richard Anu £
color. The simplicity is
can you enjoy all of its beauty, and that's the way it should be,

“Instead of the traditional red v game colors,
I wse warm vers warms start
with a lght yellow and change in each row eight times until they

cool colors in a g

reach a deep red. The cools begin with a light blue and
deep shade of yellow-green, The checker picces are square rather

he can alwayps hav ‘free play’ game in the juztaposition of
eolors, and might even end wp with a very handsome color-relief
painting.”

Anuszkiewics is generally considered the leading American op
artist. He shows at the Siduey Janis Gallery in New York,




Ernest Trova's last exhibit at the Pace Gallery reaffirms him as

e of America’s most imaginative artists. I'n his “space” game—

or man's game with life—the player s invited to find his way.
Rules for Spinning Man Game:

Each player gets three sping; players must rotate.

4. To procead, each player must acquire:
. 210 points

Imdividuality ............c00:
Prudencs .....o.cvisinssnsssnssns snrnaenanss 00 pownts
Botionalily ...ceovriesivnnanrrasrirssnnnas v e J00 points

610  total

B. First one to reccive 610 points outlined in " A automatically
gets twelve sping with ne }]-"'Pi:n’llr_.l.l.

{ Besume thyee spins per player.)

C. Te proceed further, one must acquire
guer Farth, 12,000 points to conguer -ln'jifi'tt_. ::?'_.-‘."’Jfl poiniz to

1,200 points to con-

reach the Galaxies and the Beyond,

First one to reach the Beyond and refurn wins.
Trova has been showing his paintings and

sculplure regularly at the Pace Gallery in New York since 1963,

The central theme for both iz his now-fameus “Falling Man."”

“environmental”



