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Abstract

An Aesthetic Criticism for Virtual Reality Arts

Jin-Yup Kimx

In our hi—tech culture, one of the most sophisticated technologies in
the technical-intensive circumstances 1is the Virtual Reality System. It
makes some experiences of users by high speed digital data transmitting
machines which interact instantly with human senses. Their experiences
are “Schein(the Virtual)” like the real, precisely to say, the artificial real.
In fact, an Interfaces of the immersed form VR has the highly advanced
precision provide users with real-like feelings. For this, the feelings of
users, their experiences can be not virtual rather than real. It is VR arts,
we here interest in, that are the artistic expressions applicate these high
technologies. This article examines these VR arts practices and its
virtuality, and also some traditional conceptual relations in aesthetics to it.

From 1990s, only a few institutes and high technology developers
make VR arts, for its economic and technological properties. We research
briefly some major works in this paper: Brenda Laurel & Rachel
Strickland, Char Davies, Maurice Benayoun, Jeffrey Shaw, Knowbotic
Research, and Monika Fleishmann & Wolfgan Strauss.

According to a traditional determination 1n modern european
aesthetics, the “Schein” is the Art. The german word, “Schein” is

appearance in English, and has semantically a relation to virtuality. In
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ancient Greece, Plato differed the reality(eidos) from the unreal(doxa).
Plato’s the unreality is a something fake. But German Enlightenment
critically subverted this determination. It is the very modern german’s
concept, “Schein.” Especially Schiller accepted these enlightenment needs,
and he insighted a positivity in these thoughts. He defined the fine art as
the “aesthetischer Schein,” in distinction from “Schein.” For Schiller, the
Art as the “aesthetischer Schein” provide a ethical, rational, aesthetic
liberation which human beings want to achieve fundamentally. Nietzsche
who dreamed the reversed metaphysics comprehended a fundamental agony
in the world, and he insisted that this agony could be transcended by the
“Schein,” a reversed truth. It is Adorno’s thought that in this era had
defined the “Schein” on the critical ground. He witnessed the
totalitarianism of Fascism and Stalinism at his sight. These terrible
experiences made him criticize social, political, historical contradictions
which instrumental reason had produced. In his critical light, the “Schein”
as the Art uncovers these contradictions, it sublates them, and ultimately
gives this culture a flash of hope.

The future that high-tech VR desires to construct has some
political-economical conditions which might remain hedonic entertainments.
But the Art has provided our society and culture a critical possibility
which can overcome our contradictory real. VR arts are no exception. In
our conclusion from some rtelational properties of the “Schein” and

virtuality in VR arts, we expect these utopian possibilities.
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