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I address the question Can video games be art? and provide one possible answer. In
addressing this broad question, I narrow the focus to a specific video game franchise: 7The
Legend of Zelda. From this specific analysis, [ see what can be generalized to apply to the
broad issue of the role playing video game (RPVG), for Zelda is an RPVG. And from here I
generalize further to the yet larger issue of video games as art.

My method of answering these questions is philosophical. It’s true that video games
are often included in the category “interactive art.” But this is not by the choice of
philosophers, nor is the inclusion one that entails philosophical rigor. Aaron Smuts, a lecturer
at Temple University, notes the failure of the philosophy of art and aesthetics to deal with
video games. Thus, my investigation into this matter will have its foundation in the
philosophy of art and aesthetics.

In the first three chapters, I lay the foundation for the aesthetic framework which is
developed in Chapter 4. This includes a discussion of art, games and play. I also discuss
characteristics of Zelda games and RPVGs in general.

In Chapter 4, [ begin with the idea of the aesthetic experience. Erwin Panofsky argues
that even if the aesthetic experience is subjective, there are objective qualities in art objects
that demand to be experienced aesthetically. There are three such objective properties, I
claim. The first comes from Kendall Walton’s theory of art; it is the ability of an art object to
be looked at in a certain way. The second comes from Léon Rosenstein’s theory of art, and it
is called “translucence.” The third is my own addition called “freeplay.” If an object
possesses these three qualities, then it can be experienced aesthetically and is therefore art.
argue that Zelda has all three qualities. That is, if this framework for art provides a reason for
thinking that, say, a painting by da Vinci can be art, then it equally provides a reason for
thinking, at least, the games of the Zelda franchise can be art.

In Chapter 5, I briefly discuss an RPVG that is not art by the above framework:
Adventure. | also briefly discuss a video game that can be categorized not as an RPVG but as
a side-scroller: Super Mario Brothers 2. It turns out that, by the above framework, Super
Mario Brothers 2 can also be art. These brief discussions point to the conclusion that some
video games can be art and some cannot, just as some paintings can be art and some cannot. I
also deal with objections to my claims in this thesis as well as discuss further implications of
some elements of my analysis.
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