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CURRICULUM COMPANION
Games, a talk about experimental film



Overview
Artists Maura Brewer and Paul Pescador deliver an art historical workshop covering the 
ideas of play and games in media art. Students will learn about significant art move-
ments and their use of media technology including video, photography and film. Play as 
a concept is central to the work of these artists and can be applied to the changing times 
we are now facing.

Objective
1. Students will discuss art historical movements. 
2. Students will analyze the characteristics of play in relation to media art. 
3. Students will reflect on ways they can use play to develop to adapt to changing times.

Relevant California Art Standards and grade specific sub standards
7.2 Visual imagery influences understanding of and responses to the world. 
      4.VA:Re7.2 Analyze components in visual imagery that convey messages. 
      5.      5.VA:Re7.2 Identify and analyze cultural associations suggested by visual imagery. 
      8.VA:Re7.2 Compare and contrast contexts and media in which viewers encounter  
      images that influence ideas, emotions, and actions. 
8.0 Interpret intent and meaning in artistic work
      6.VA:Re8 Interpret art by distinguishing between relevant and irrelevant contextual
      information and analyzing subject matter, characteristics of form and structure, and
      use of media to identify ideas and mood conveyed. 
      8.      8.VA:Re8 Interpret art by analyzing how the interaction of subject matter, characteris-
      tics of form and structure use of media, art making approaches, and relevant contex-
      tual information contributes to understanding messages or ideas and mood con-
      veyed. 
11  Relate artistic ideas and works with societal, cultural, and historical context to 
deepen understanding. 
      1.VA:Cn11 Understand that people from different places and times have made art for
      a variety of       a variety of reasons. 
      5.VA:Cn11 Identify how art is used to inform or change beliefs, values, or behaviors
      or  an individual or society. 
 
Materials
-Any media device 
-Photo camera
--Video camera
-Sound recorder

Vocabulary
Video Art
Performance Art



Play
Games
Gender Identity
Feminism
Situationist International

Workshop Description
IntIntroduction
  Paul Pescador and Maura Brewer present examples of video art that encourage 
hobbies, play, games and amateur participation. To be an artist does not mean to be 
perfect or utilitarian. Not every artwork we create needs to be made for a reason, the 
idea of play is to explore, collaborate, challenge the ordinary and have fun. Similar to 
play, games are structures that allow us space to reimagine the world and act out new 
potentials. In this workshop students will learn about art historical examples of play and 
ways artists question the ordinary using different forms of media.

Step 1Step 1
  Maura Brewer explores the history of video art providing definitions and examples 
of early practitioners such as Michael Shamberg and a group called Raindance Corpora-
tion. As digital video technology became more accessible, artists like these began to 
experiment and collaborate with each other imagining a future where people would be 
able to access media that was weird, radical, and political. Early video artists encour-
aged amateurism and democratic access to media technology and production. They 
believed that access to media production was one way to challenge systems of power. 
Brewer continues by considering the feminist lens of video art. Artists like Lynda Benglis 
were early video artists focused on the depiction of gender identity in mass media. Ben-
glis used video art as a mirror to reflect an empowering depiction of women that dis-
rupted their objectification in traditional mass culture. The more artists could insert 
subversive images into the culture the more they could play with the perceptions of 
gender.

Step 2
 Pause and review key concepts with students. Several key concepts Maura Brewer 
emphasized include: access to media technology, experimentation as a form of play, and 
producing feminist imagery that challenges gender expectations.

Step 3
   Paul Pescador addresses the history of “play” in art. Yves Klein’s photograph 
“Leaping into the Void” 1960, depicts the artist playfully jumping off the side of a building 
as if jumping into a swimming pool. The image plays with our understanding of physics 
as the figure appears to be jumping onto solid concrete when in reality Klein used early 
image manipulation to crop out the crowd of friends who were there to catch him. 



William Wegman was another early video artist who made simple skits with his pair of 
Weimaraner dogs as subjects. The artist is best known for his contributions to PBS 
segments involving his dogs dressed as humans participating in mundane daily tasks.

Step 4
  Review with students some of the key concepts Paul Pescador has mentioned. Key 
concepts include: the use of early photographic manipulation to create a sense of sur-
prise, the use of animals as film subjects, and the idea that video art can be silly and 
playful. 

Step 5
 Artists such as Guy Debord and the Situationist International used play in a politi-
cal and environmental context. These artists questioned capitalism and viewed the archi-
tecture of a city as something designed to shuttle an individual to and from work or to 
and from centers of commerce. Essentially they believed that built municipal environ-
ments force people into the role of consumer. The situationists viewed play as a radical 
act that could disrupt this process of control. Play is inherently pointless, inefficient and 
irrational. When embraced in play you cannot make money and no one can make money 
from you. So the situationists developed a form of play in which they would wander 
through a city with no predetermined goal in mind, the idea was to get intentionally lost 
thus playfully defying what the architecture was compelling individuals to do.

Step 6
 For the final discussion cover some of the concepts introduced by the work of the 
Situationists International. Artists like Debord questioned political and economic struc-
tures by exploring the built environment. During this time it is important to recontextual-
ize our relationship to our environments. Ask students: What are the new patterns 
emerging from our current era? How can we use art and media to playfully discover new 
ways of operating in the world? What does an ideal world look like to you?

Discussion Questions
• What are the characteristics of play?
• What are the characteristics of games?
• How is video art used by different artists? 
• What are some key concepts artists communicate with video art?
• How do you play in your neighborhood and city during this time in your life?
• How does media, games and play help us relate to others during our time at home?

Suggested follow up activities
TThe video artists presented by Paul Pescador and Maura Brewer encourage amateurism, 
collaboration and play. They believe anybody can be a media artist using the simple video 
or photographic tools one has available. What cameras or recording devices does your 



student have available to them? Without feeling pressure to make something for a spe-
cific “reason” explore and experiment with the act of making your own videos, photos or 
sound recordings. Try to capture motion in a photograph like Yves Klein. Take a walk in 
the park with your pets and record their reactions like William Wegman. Make a sound 
recording of your neighborhood as a time capsule to remember this time in your life. Or 
simply turn on a camera and see what you can find. The act of play, exploration and 
experimentation will bring your student joy, excitement and a new found fascination with 
the world athe world around them.

Related Resources
Yves Klein (from the Metropolitan Museum of Art)
William Wegman (a documentary short of William Wegman accessible from youtube)
    Sesame Street Segment (a Sesame Street segment featuring William Wegman’s work
    accessible from youtube) 

Access and Equity
Teachers and parents can consider their role in modifying lesson instruction by:
• Frequently check for understanding by posing discussion questions to your students. 
• Actively seek connections between new knowledge presented in the workshop and
   your student’s prior understanding of play and games. 
• If participating in follow up activities, model responsible use of recording devices. 
• Maintain your students interest by actively providing acknowledgement of student
   progress.

BioBio
Paul Pescador is an artist, filmmaker, and writer based in Los Angeles. Pescador’s work 
addresses social interactions and intimacy as they relate to his own personal identity. 
Maura Brewer is a contemporary Los Angeles based artist who uses feminism, identity, 
and representation in media as motivating concerns. Brewer’s work uses video and 
performance to critique the construction of gender identity in media. 

About the Arts Learning Lab and 18th Street Arts Center
Arts LeaArts Learning Lab @ Home is a series of live online arts classes for kids and families 
schooling from home. These hands-on artmaking workshops (which will be posted as 
on-demand videos after each workshop) are led by professional artists in residence at 
18th Street as well as members of our national and international artist community. The 
workshops are taught in both English and Spanish for those teachers that are bilingual, 
and will be live translated in both English and Spanish. The workshops cover a range of 
fun, hands-on, and participatory ideas that connect with larger social issues.

YYou can visit more lessons at http://18thstreet.org/allathome

https://www.metmuseum.org/art/collection/search/266750
https://www.youtube.com/watch?v=Un1tdtFRKY0
https://www.youtube.com/watch?v=G9w22XdkE1M


Celebrating its 30th anniversary in 2018-2019, 18th Street Arts Center is one of the top 20 
artist residency programs in the US, and the largest in Southern California. Conceived as 
a radical think tank in the shape of an artist community, 18th Street supports artists 
from around the globe to imagine, research, and develop significant, meaningful new 
artworks and share them with the public to foster radical imagination, empathy, and 
positive social change.


