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Mith1el Eell-Smith
ln his short digitalfilms, l4ichael gell-Smith .ombines the graphir qualiti€s ofvideo
gamei and animated cailoons with a painterly inlerest in color and romposition,
Sev€ral of his works adopt aerial perspedjves, and most are vyall-mounted like
painl inSs.

Fot Up ancl 4woy,2006, the artist reveBed video game dynamics by
removingwhat is usually foregrounded, thatacters that €mbody rggression, com-
petition, and contlicL in order to focus on the vast horizont lush skys(apes, and
ir.adiated landscape colorsthat are lsually ignoled orse€n as incidental.This ge,s-
tu.e re(alls a series of Andy Warhol prints in which he re-edited masterwofks by
Renaissance painters and sometimes eliminated the foreground and heightened
the effe.t ofthe remeining background wlth outlines and hi8h-pitched aolor com-
binations. For both artists, the allure oftheir stylized landscapes rests equaiiy on
tonventionality and unconvenUonality. Warhol's stfategy was avowedlyto redis-
@ver the spiritual ]n art. Be'fsmith's apprcprjations establish a meditative zone.

lmages roll up from the bottom like a litany offitm credits or the roll
associated with the maltunctions of early tetevision sets. The speed fofthis vertical
pan varies sljghtly, conlo!ndingthe perspecliv€ and retative depth of each scene.
Up and Awoy starts to f€els like a flight through these various lendscapet a sensa-
tlon reinforced by the "natural" wifld sound that is part of the :oundtrack. This
sense tlguratively impliesthat gaming represents a kind of a flight of fantasy, but
it also llterally recalls the whooshing of intergalactic travel associated with such
cinematic ganer-godfathets es 2OO1: A Spoce Odyssey,1968, and Stor Wort
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