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Skinscape uses digital technologies to expand the discipline of painting. By creating images that conflate
landscape and the body for online platforms, Skinscape identifies the gaming community as a new audience,
subliminally addressing the user’s corporeality.

Though resembling algorithmically generated landscapes, Skinscape’s terrain is created with digitally hand-
painted gestures for the virtual reality gaming platform ‘Steam’. User reviews show that Steam audiences
expect VR experiences to be game-like, not art-like, but Skinscape occupies a mid-ground: rather than ‘watch’
or ‘play’, the gamer is invited to explore non-linear conflations of landscape and body. There’s no true start or
end to this rhizomatic experience, each encounter with a single aspect of the environment affecting one’s
sense of the whole.

According to Steam’s audience-engagement statistics, Skinscape was downloaded 1900 times, 35% of users
engaging for at least 10 minutes, 32% for 30-60 minutes, and 32% for over an hour. According to global
download statistics, 46.7% of users are from Asia, 23.0% from North America, 8.3% from Russia. Comments
range from “Try it, if you like art” to “Skinscape: 10 out of 10”. Research findings were shared through
presentations at the Rome Deleuze Studies Conference Camp (2016) and the Electronic and Visual Arts
London conference (2019).

The project’s impact lies in its refusal of the default realism of conventionally algorithmic digital art, and the
transformation of images made through slow labour into smooth pictorial habitats. If, with a physical
painting, flatness is given illusionistic depth, Skinscape promotes this depth into immersive navigation of the
image. A dictum of modernist painting was that painting limit itself to the characteristics specific to the
medium: flatness/surface. Skinscape extends this to the characteristics specific to digital media,
accentuating pixels and polygons in a rejection of mimesis, producing ‘raw’ digital worlds echoing the
corporeal origins of their constituent imagery.
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Skinscape Store Page (2018)
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Skinscape Screenshots (2018)
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Skinscape Screenshots (2018)
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VR presentation at Deleuze 
Studies Conference (2016), Image 
courtesy of the artist.



VR artwork created at Deleuze Studies Conference (2016), Image 
courtesy of the artist.

Chairing a VR panel discussion at Exploring Digital Futures Conference, 
Scarborough, May 2017.

Image courtesy of the artist.



VR installation at Exploring Digital Futures Conference, Scarborough, 
May 2017.

Image courtesy of the artist.

The Artist’s Presence (with Zara Worth and Jonny Briggs) at The 
Audiovisual Body symposium (2018), University of Huddersfield. Image 
courtesy of the artist.
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Emperor Naruto, ‘Skinscape
Review’, Steam, June 2018
https://steamcommunity.com/pr
ofiles/76561198116879965/reco
mmended/860730/

https://steamcommunity.com/profiles/76561198116879965/recommended/860730/


Running Target, ‘Skinscape
Review’, Steam, June 2018
https://steamcommunity.com/ap
p/860730/reviews/?browsefilter=
toprated&snr=1_5_100010_

https://steamcommunity.com/app/860730/reviews/?browsefilter=toprated&snr=1_5_100010_


SOCIAL MEDIA

Skinscape – New on Steam

Steam Trailers in 6s @microtrailers

Vizor Web-VR

Spherewalker VR artwork.
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Key Dates:
5 July 2016 
[Presentation of VR works at Deleuze Studies Conference, University of Roma Tre]
May 2017 
[Presentation of VR installation and chairing of panel discussion at Exploring Digital Futures Conference, 
Scarborough]
24 July 2017 
[Industry presentation, Ultrahaptics, Bristol]
11-12 June 2018
[Presentation of collaborative AR installation, The Artist’s Presence (with Zara Worth and Jonny Briggs) at The 
Audiovisual Body symposium, University of Huddersfield]
9 June 2018
[Skinscape published on Steam marketplace]
11 July 2018
[Presentation of Skinscape at Eva London 2018 Digital Arts Conference]
9 July 2019
[Presentation of Skinscape evaluations at EVA London 2019 Digital Arts Conference]

Links:
http://bit.ly/skinscape

Email:
i.a.truelove@leedsbeckett.ac.uk

http://www.leedsbeckett.ac.uk/larc

