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ART MACHINES
SihidEs

The history of artmaking and the history of tools and technology are
inextricably linked because technology makes possible what can be
artistically expressed. If there is one idea that the visitor should take
away from Art Machines, it is that technology is not an impediment to the
making of art but a condition of its possibility. Indeed, the history of
modern art is the history of the collaboration between artists and
engineers. The proliferation of new technologies, above all the computer,
has afforded an ever-widening repertoire of material and symbalic forms
from which art can be created. What makes something a work of art is not
that it is handmade or machine-made, but the maker’s intentions that
inform its creation. An artwork’s value lies in the success and coherence
with which these intentions are communicated through the materials,
bestowing upon the work its unique value.
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MODERNISM AND
MACHINE AESTHETICS

IR ERRIERER

By the first decades of the 20th century, machines had become
domesticated in the form of bicycles, sewing machines, radios,
gramophones, vacuum cleaners, toasters, automobiles, electric
lighting, while trams, elevated railways, seaport cranes and
subway trains were part and parcel of everyday urban
experience. Meanwhile, the change brought by Modernism in art
was profound and unprecedented: across Europe and then the
United States, artists sought radically new ways of making art
that were a direct response to the changes in society wrought
by industrial modernity and the machine. After World War |, the
new aesthetic of the machine ranged from optimism to
ambivalence.

—THEMNETER  FE - S0% - WEK - BBR R
B Z1TE - E  EREHSUSIERRNEAEAR
[ BE  BRER  SBEERRGTERERA T HHE
EMFALHAERER - RRERFTRORBZAEE - BE
NEXENBMRDDSREENAENE - EERHIER
RICRBBTROHEEE - FRURRE 2% - HIRHH
XERRBERITEEMER -




KINETIC SCULPTURE AND
RUBE GOLDBERG MACHINES

DEEHEREH - KiTEHES

The beauty of the machine is most visible when its
parts are seen in motion, which is precisely what
early-20th-century artists tried to do in painting,
sculpture, and film. This idea, however, can only be
fully realized when art itself becomes a mechanical
device. This kind of machine art can be described as
kinetic art—art that embodies movement. Kinetic
artworks may have mechanical parts or not (mobiles),
may be run by a motor or a computer, and may
respond to external, environmental prompts.

The impact of the machine on everyday life also
prompted wonderful popular art, such as the
whimsical machine drawings of the British illustrator
William Heath Robinson (1872-1344), and his American
counterpart, Rube Goldberg (1883-1970). Their
fantastical, complicated, improbable machines were
designed to fulfil the most unlikely of tasks and their
ridiculously funny inventions lived on in the movies.
More recently, prompted by the internet, these
pointless and engaging inventions have proliferated in
ever widely ramifying forms.
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COMPUTER GRAPHICS
AND ANIMATION
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A computer is a machine that can be programmed to
carry out a sequence of logical operations and in
computer art, the artist, or collaborator, engineers the
computer's capacities (via programming) to achieve
artistically distinctive ends. Computer engineers and
mathematicians were among the first to apply
computer to artmaking in the 1960s, when large
computers first became available. Research labs, such
as Bell Labs in New Jersey, USA, brought artists and
computer scientists together to collaborate on
developing computer graphics and animation. Since
then, with the development of personal computers
and graphics workstations, the fields have grown
exponentially.  This  exhibition focuses upon
achievements in abstract art.
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COMPUTER INSTALLATION ART
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The idea of computer art is not just any art that is made
on a computer, like a poem written in Word; rather, it is
art in which a computer's capacities are exploited for
achieving artistically distinctive ends. Some computer
art is “generative,” that is, once programmed with a
model, the computer continues indefinitely to create
new patterns or forms of that model. Other computer art
is "interactive,” where it is not only the artist, but the
visitor, too, who through their own actions, helps
determine the shape of the final output. Interactive
artworks can take on many different forms, but they
share the ability, which in computer art is automated, to
adjust and respond to the viewer's actions. In an era
when computers can now automatically “recognize” and
encode information about human agents, many
computer artworks explore the pracess of seeing and
being seen.
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SOUND ART
BEEiH

Sound art is concerned with challenging how sound
has been traditionally organized into music and
performed in the concert hall. Sound artists, for
instance, often undermine assumptions about the
distinction between music and noise, utilizing the full
range of available sounds in their practice. The
sounds in their artwork may be recorded or they may
be created (electronic sounds), and the computer
allows the full integration and manipulation of
recorded and created sounds. Sound art can be
sculptural in form, emanating from a particular object,
or it can be architectural or environmental, exploring
the relationship between sound and space.
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