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RESUMEN

Esta investigación se articula en torno a una práctica artística que usa motores de videojuegos 
para crear simulaciones digitales en las que convergen la configuración de mundos ficticios, ima-
ginarios de ciencia ficción y la evocación de formas de vida no humanas. Estas simulaciones, que 
se despliegan en tiempo real y operan de forma autónoma, no están pensadas para ser jugadas 
sino para ser contempladas: desplazan la agencia humana, central en los videojuegos convencio-
nales, para poner en primer plano la actividad del sistema, destacando su funcionamiento conti-
nuo y su capacidad para sostener dinámicas internas, ajenas a la voluntad del espectador. 
 
El estudio analiza tres proyectos artísticos propios realizados entre 2018 y 2025 y los sitúa en un 
marco más amplio de prácticas y debates contemporáneos. Para ello se aplica un marco de aná-
lisis que descompone la práctica mediante cuatro dimensiones transversales: la genealogía que 
motiva cada proyecto; la configuración interna de los mundos digitales que presentan; las con-
diciones perceptivas que enmarcan cómo el espectador accede a ellos; y las fricciones que se han 
observado al someter los proyectos a una mirada crítica, revelando las paradojas de la autonomía 
diseñada y los límites de la representación de lo no humano.  
 
La investigación introduce el concepto de “inacción radical” para describir la exclusión delibe-
rada del gameplay y del jugador. Este gesto se propone como una estrategia estética y subversiva 
que desafía los paradigmas centrados en el jugador y las lógicas instrumentales propias de los 
videojuegos. La tesis argumenta que este “uso desviado” de los motores de videojuegos para pro-
ducir piezas de software no interactivas reconfigura la observación como una forma de partici-
pación no intervencionista, abriendo un espacio para la contemplación estética y la especulación 
como alternativa a los modelos dominantes de control, progreso y recompensa.
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ABSTRACT

This research is structured around an artistic practice that employs game engines to create dig-
ital simulations where the construction of fictional worlds, science fiction imaginaries, and the 
evocation of non-human life forms converge. These simulations, which unfold in real time and 
operate autonomously, are designed not to be played, but to be contemplated: they displace 
human agency, central to conventional video games, to foreground the activity of the system, 
highlighting its continuous operation and its capacity to sustain internal dynamics independent 
of the spectator’s will. 
 
The study analyses three projects by the author created between 2018 and 2025, and situates 
them within a broader context of contemporary practices and debates. To this end, the study 
applies an analytical framework that deconstructs the practice through four transversal dimen-
sions: the genealogy motivating each project; the internal configuration of the digital worlds 
they present; the perceptual conditions framing how the spectator accesses them; and the fric-
tions observed when subjecting the projects to a critical gaze, revealing the paradoxes of designed 
autonomy and the limits of representing the non-human. 
 
The research introduces the concept of “radical inaction” to describe the deliberate exclusion 
of gameplay and the player. This gesture is proposed as an aesthetic and subversive strategy that 
challenges the player-centric paradigms and instrumental logics inherent to video games. The 
thesis argues that this “deviant use” of game engines to produce non-interactive software pieces 
reconfigures observation as a form of non-interventionist participation, opening a space for aes-
thetic contemplation and speculation as an alternative to dominant models of control, progress, 
and reward.



5

Tesis disponible en formato web:

https://animasintetica.serafinalvarez.net



6

REFERENCIAS

Allen, R. (2020, septiembre 17). Rebecca Allen on Kraftwerk, video games and Artificial Life. 
Serpentine Galleries. https://www.serpentinegalleries.org/art-and-ideas/rebecca-allen/

Almarcegui, L. (2018). Madrid subterráneo. CA2M Centro de Arte dos de Mayo.

Álvarez, S. (2014). Cartografiando el terreno. En B/B Una lectura juxtaposada, dues ciutats. Uni-
versitat de Barcelona.

Álvarez, S. (2024). Cuestionando la primacía del pulgar. La estética de la inacción en los video-
juegos contemplativos. Cuadernos del Centro de Estudios de Diseño y Comunicación, 234. ht-
tps://doi.org/10.18682/cdc.vi234.11455

Álvarez, S. (en prensa). Game engines beyond the player: Live simulations as radical inaction. En 
M. Bittanti, V. Catricalà, & P. Ruffino (Eds.), Game Engine Culture(s). Mimesis International.

Álvarez, S., Coderch, L., Cowlishaw, T., Marinis, C. de, Moncunill Piñas, M., Moscoso, M., Ris-
poli, R., & Rowan, J. (2024). Pasos hacia una perspectiva ecológica de las artes y el diseño. BAU 
Ediciones.

Anable, A. (2018). Playing with feelings: Video games and affect. University of Minnesota Press.

Anikina, A. (2020). Procedural films: Algorithmic affect in research media art practice [Tesis doc-
toral, Goldsmiths, University of London]. https://doi.org/10.25602/GOLD.00030126

Anthropy, A. (2012). Rise of the videogame zinesters: How freaks, normals, amateurs, artists, 
dreamers, drop-outs, queers, housewives, and people like you are taking back an art form. Seven 
Stories Press.

Apel, D. (2015). Beautiful terrible ruins: Detroit and the anxiety of decline. Rutgers University 
Press.

Atkinson, P., & Parsayi, F. (2021). Finding a time to see: Video games and aesthetic contempla-
tion. Games and Culture, 16(5), 519-537. https://doi.org/10.1177/1555412020914726

Atkinson, P., & Parsayi, F. (2024). Institutionalized aesthetics: Video games and the contempo-
rary art gallery. Games and Culture, 1-21. https://doi.org/10.1177/15554120241246839

Barad, K. (2007). Meeting the universe halfway: Quantum physics and the entanglement of mat-
ter and meaning. Duke University Press.



7

Bennett, J. (2010). Vibrant matter: A political ecology of things. Duke University Press.

Bittanti, M. (2006). Game art. (This is not) a manifesto. (This is) a  disclaimer. En M. Bittanti & 
D. Quaranta (Eds.), Gamescenes: Art in the age of videogames (pp. 7-14). Johan & Levi Editore.

Bittanti, M., & Quaranta, D. (Eds.). (2006). Gamescenes: Art in the age of videogames. Johan & 
Levi Editore.

Björk, S., & Juul, J. (2012). Zero-player games or: What we talk about when we talk about pla-
yers. The Philosophy of Computer Games Conference. The Nature of Player Experience, Madrid.

Bogost, I. (2007). Persuasive games: The expressive power of videogames. The MIT Press.

Bogost, I. (2011). How to do things with videogames. University of Minnesota Press.

Bogost, I. (2012). Alien phenomenology, or what it’s like to be a thing. University of Minnesota 
Press.

Bogost, I. (2015). How to talk about videogames. University of Minnesota Press.

Brewster, K. (2017, marzo 24). Everything review: A joyfully expansive dream of a game. The 
Guardian. https://www.theguardian.com/technology/2017/mar/24/everything-review-da-
vid-oreilly-game

Bucknell, A. (2021, marzo 2). Ecological world-building: From science fiction to virtual reality. 
Serpentine Galleries. https://www.serpentinegalleries.org/art-and-ideas/ecological-world-buil-
ding-from-science-fiction-to-virtual-reality/

Bucknell, A. (2023). Alice Bucknell in conversation with Sarah Johanna Theurer (S. J. Theurer). 
CURA, 41. https://curamagazine.com/digital/alice-bucknell-2/

Burrows, D., & O’Sullivan, S. (2019). Fictioning: The myth-functions of contemporary art and 
philosophy. Edinburgh University Press.

Campbell, J. (2017). El héroe de las mil caras: Psicoanálisis del mito (L. J. Hernández, Trad.). 
Fondo de Cultura Económica. (Obra original publicada en 1949)

Carbo-Mascarell, R. (2016, agosto). Walking simulators: The digitisation of an aesthetic prac-
tice. DiGRA/FDG ’16 - Proceedings of the First International Joint Conference of DiGRA and 
FDG.

Careri, F. (2014). Walkscapes: El andar como práctica estética (M. Pla, Trad.). Gustavo Gili. 
(Obra original publicada en 2002)



8

Chang, A. Y. (2019). Playing nature: Ecology in video games. University of Minnesota Press.

Cheng, I. (2015). Ian Cheng live simulations (E. Evers, I. Raskin, G. Jansen, & Kunsthalle Düs-
seldorf, Eds.). Spector Books.

Cheng, I. (2018a). Emissaries guide to worlding: How to navigate the unnatural art of creating an 
infinite game by choosing a present, storytelling its past, simulating its futures, and nurturing its 
changes (R. Lewin, J. Constable, & V. So, Eds.). Koenig Books/Serpentine Galleries.

Cheng, I. (2018b). Emissary’s guide to worlding (V. So & N. Sung, Eds.). Metis Suns.

Chia, A., & Ruffino, P. (2022). Special issue introduction: Politicizing agency in digital play 
after humanism. Convergence, 28(2), 309-319. https://doi.org/10.1177/13548565221100135

Clarke, A., & Mitchell, G. (Eds.). (2007). Videogames and art. Intellect Books.

co-matter. (2024, septiembre 5). EP 23 | Alice Bucknell: Ways of Worlding (Vol. 23) [Podcast]. 
https://co-matter.com/project/alice-bucknell-ways-of-worlding

Crary, J. (2008). Las técnicas del observador: Visión y modernidad en el siglo XIX. Cendeac. 
(Obra original publicada en 1990)

Dare, Z. (2018). Locating the viewer of digital art: A case study of Ian Cheng’s Emissaries (2015-
2017) [Tesis de maestría]. McGill University.

Deleuze, G., & Guattari, F. (1986). Kafka: Toward a minor literature (D. Polan, Trad.). Univer-
sity of Minnesota Press. (Obra original publicada en 1975)

Deleuze, G., & Guattari, F. (2002). Mil mesetas: Capitalismo y esquizofrenia (J. Vázquez Pérez, 
Trad.; 5. ed). Pre-Textos. (Obra original publicada en 1980)

Dixon, D. (with Morris, D.). (2021). After man: A zoology of the future. Breakdown Press. (Obra 
original publicada en 1981)

Edwards, P. N. (1996). The closed world: Computers and the politics of discourse in Cold War 
America. The MIT Press.

Ellcock, S. (2023). Underworlds: A compelling journey through subterranean realms, real and 
imagined. Thames and Hudson.

Fartan, T. S. (2023). Rendering post-anthropocentric visions: Worlding as a practice of resistan-
ce. A Peer-Reviewed Journal About, 12(1), 43-60. https://doi.org/10.7146/aprja.v12i1.140437

Fizek, S. (2017, noviembre 30). Self-playing games: Rethinking the state of digital play. The Phi-



9

losophy of Computer Games Conference.

Fizek, S. (2018a). Automated state of play: Rethinking anthropocentric rules of the game. Digi-
tal Culture & Society, 4(1), 201-214. https://doi.org/10.25969/mediarep/13532

Fizek, S. (2018b). Automation of play: Theorizing self-playing games and post-human lu-
dic agents. Journal of Gaming & Virtual Worlds, 10(3), 203-218. https://doi.org/10.1386/
jgvw.10.3.203_1

Fizek, S. (2018c). Interpassivity and the Joy of Delegated Play in Idle Games. Transactions of the 
Digital Games Research Association, 3(3), 137-163. https://doi.org/10.26503/todigra.v3i3.81

Fizek, S. (2022). Playing at a distance: Borderlands of video game aesthetic. The MIT Press.

Foucault, M. (1968). Las palabras y las cosas: Una arqueología de las ciencias humanas (E. C. 
Frost, Trad.). Siglo veintiuno editores Argentina.

Foucault, M. (2002). Vigilar y castigar: Nacimiento de la prisión (A. Garzón del Camino, Trad.; 
1a reimp. argentina). Siglo veintiuno editores. (Obra original publicada en 1975)

Foucault, M., & Miskowiec, J. (1986). Of other spaces. Diacritics, 16(1), 22-27. https://doi.
org/10.2307/464648

Franke, A. (Ed.). (2010). Animism (Volume I). Sternberg Press.

Frickel, S. (2020). Cities are subterranean disasters. En A. L. Tsing, J. Deger, A. K. Saxena, & F. 
Zhou (Eds.), Feral atlas: The more-than-human Anthropocene. Stanford University Press. ht-
tps://feralatlas.supdigital.org/poster/cities-are-subterranean-disasters

Galloway, A. R. (2006). Gaming: Essays on algorithmic culture. University of Minnesota Press.

Hannula, M., Suoranta, J., & Vadén, T. (2014). Artistic research methodology: Narrative, power 
and the public. Peter Lang. https://www.researchgate.net/publication/272295724

Haraway, D. (1988). Situated knowledges: The science question in feminism and the privilege of 
partial perspective. Feminist Studies, 14(3), 575-599. https://doi.org/10.2307/3178066

Haraway, D. J. (2016). Staying with the trouble: Making kin in the chthulucene. Duke University 
Press.

Harvey, G. (2006). Animism: Respecting the living world. Columbia University press.

Hayles, N. K. (1999). How we became posthuman: Virtual bodies in cybernetics, literature, and 
informatics. University of Chicago Press.



10

Helmreich, S. (2000). Silicon second nature: Culturing artificial life in a digital world (Updated 
edition with a new preface, first paperback printing). University of California Press.

Hunt, W. (2020). Underground: A human history of the worlds beneath our feet. Random Hou-
se.

Jenkins, H. (2004). Game design as narrative architecture. En N. Wardrip-Fruin & P. Harrigan 
(Eds.), First Person: New Media as Story, Performance, and Game (pp. 118-130). The MIT 
Press.

Jennings, S. (2019). A Meta-Synthesis of Agency in Game Studies. Trends, Troubles, Trajecto-
ries. GAME The Italian Journal of Game Studies, 1(8), 85-106.

Juul, J. (2005). Half-real: Video games between real rules and fictional worlds (First MIT Press 
paperback edition). The MIT Press.

Juul, J. (2018, agosto). The aesthetics of the aesthetics of the aesthetics of video games: Walking 
simulators as response to the problem of optimization. 12th International Conference on the 
Philosophy of Computer Games Conference. www.jesperjuul.net/text/aesthetics3/

Kagen, M. (2020). Archival adventuring. Convergence: The International Journal of Research 
into New Media Technologies, 26(4), 1007-1020. https://doi.org/10.1177/1354856519847875

Kagen, M. (2022). Wandering games. The MIT Press.

Kember, S. (2003). Cyberfeminism and artificial life. Routledge.

Keogh, B. (2019). From aggressively formalised to intensely in/formalised: Accounting for a 
wider range of videogame development practices. Creative Industries Journal, 12(1), 14-33. 
https://doi.org/10.1080/17510694.2018.1532760

Keogh, B. (2022). Situating the videogame maker’s agency through craft. Convergence, 28(2), 
374-388. https://doi.org/10.1177/13548565211056123

Kircher, A. (1665). Mundus subterraneus. Joannem Janssonium. https://archive.org/details/
mundussubterrane00unse/page/n7/mode/2up

Kudsk Steensen, J. (2021). Jakob Kudsk Steensen: Berl-Berl (E. Enderby, Ed.). Koenig Books/
LAS.

La Ciudad Oculta. (s. f.). El viaje films. Recuperado 27 de julio de 2025, de https://elviajefilms.
com/portfolio_page/la-ciudad-oculta-1-2/

Langton, C. G. (1989). Artificial Life. En C. G. Langton (Ed.), Artificial life: The proceedings of 



11

an Interdisciplinary Workshop on the Synthesis and Simulation of Living Systems, held Septem-
ber, 1987, in Los Alamos, New Mexico (pp. 1-47). Interdisciplinary Workshop on the Synthesis 
and Simulation of Living Systems, Redwood City, Calif. Addison-Wesley Pub. Co., Advanced 
Book Program.

Latham, W. (2024). William Latham: The artist as gardener. Expanded.Art. https://www.
expanded.art/articles/interview-william-latham

Latour, B. (2004). Politics of nature: How to bring the sciences into democracy (C. Porter, Trad.). 
Harvard University Press.

Latour, B. (2005). Reassembling the social: An introduction to Actor-Network-Theory. Oxford 
University Press.

Le Guin, U. K. (2019). The carrier bag theory of fiction. Ignota. (Obra original publicada en 
1988)

Leino, O. T. (2013). Playability and its Absence – A post-ludological critique. DiGRA ’13 - Pro-
ceedings of the 2013 DiGRA International Conference: DeFragging Game Studies.

Leino, O. T. (2020). The Tragedy of the Art Game. DiGRA ’20 – Proceedings of the 2020 Di-
GRA International Conference: Play Everywhere.

Louisiana Channel (Producer). (2017, octubre 19). Ian Cheng Interview: A Portal to Infinity 
[Video]. https://www.youtube.com/watch?v=TO6Luilc4Bo

Louisiana Channel (Producer). (2021). Jakob Kudsk Steensen: Nature that we have forgotten 
[Video]. https://vimeo.com/643921178

Macfarlane, R. (2019). Underland: A deep time journey (1st ed). W. W. Norton & Company, 
Incorporated.

Manovich, L. (2001). The language of new media (8. print). MIT Press.

Manovich, L. (2013). Software takes command. Bloomsbury Academic.

Mateas, M. (2003, enero). Expressive AI: Games and Artificial Intelligence. 2003 DiGRA Inter-
national Conference: Level Up.

Maturana, H. R., & Varela, F. J. (1984). El árbol del conocimiento: Las bases biológicas del enten-
dimiento humano. Lumen.

Merleau-Ponty, M. (1993). Fenomenología de la percepción (J. Cabanes, Trad.). Planeta-Agostini. 
(Obra original publicada en 1945)



12

Mitchell, W. J. T. (2002). Imperial landscape. En W. J. T. Mitchell (Ed.), Landscape and power 
(Second edition, pp. 5-34). The University of Chicago Press. (Obra original publicada en 1994)

Morton, T. (2007). Ecology without nature: Rethinking environmental aesthetics. Harvard Uni-
versity Press.

Morton, T. (2021). All art is ecological (This extract published in Penguin Books). Penguin 
Books.

Murray, J. H. (1997). Hamlet on the holodeck: The future of narrative in cyberspace (4. print). 
MIT Press.

Muscat, A. J. (2018). Ambiguous worlds: Understanding the design of first-person walker games. 
RMIT University.

Nicoll, B., & Keogh, B. (2019). The Unity game engine and the circuits of cultural software. Pal-
grave Pivot.

Nideffer, R. F. (2011). Game engines as creative frameworks. En M. Lovejoy, C. Paul, & V. Vena 
(Eds.), Context Providers: Conditions of Meaning in Media Arts (pp. 175-198). Intellect.

Nova, N. & Disnovation.org (Eds.). (2021). A bestiary of the Anthropocene: On hybrid minerals, 
animals, plants, fungi (First edition). Onomatopee.

O’Brien, N. (2013, octubre 29). Lingering patience. Rhizome. https://rhizome.org/edito-
rial/2013/oct/29/lingering-patience/

Obrist, H. U. (Ed.). (2024). Wordbuilding: Gaming and art in the digital age. Hatje Cantz 
Verlag.

Oldenburg, A. (2024). Observing the world without you: Automatic walking and death medita-
tion. Acta Ludologica, 7(2), 94-108. https://doi.org/10.34135/actaludologica.2024-7-2.94-108

Penny, S. (2009). Art and Artificial Life – a Primer. Proceedings of the Digital Arts and Culture 
2009. After media: embodiment and context, California.

Puig de la Bellacasa, M. (2017). Matters of care: Speculative ethics in more than human worlds. 
University of Minnesota press.

Quaranta, D. (2023). Theo Triantafyllidis: Live simulation. Fabbula. https://fabbula.com/bub-
ble/theo-triantafyllidislive-simulationan-essay-by-domenico-quaranta-themefabbula2018/

Rafael, M.-F. (2013). Pierre Huyghe: On site. Verlag der Buchhandlung Walther König.



13

Ray, T. S. (1993). An evolutionary approach to synthetic biology: Zen and the art of creating life.

Romualdo, S. (2015). Videogame art and the legitimation of videogames by the art world. En A. 
Clifford, M. Carvalhais, & M. Verdicchio (Eds.), Proceedings of the Third Conference on Compu-
tation, Communication, Aesthetics & X (pp. 151-167). Universidade do Porto.

Ruberg, B. (2022). After agency: The queer posthumanism of video games that cannot be pla-
yed. Convergence, 28(2), 413-430. https://doi.org/10.1177/13548565221094257

Ruffino, P. (2020). Nonhuman games: Playing in the post-anthropocene. En M. Coward-Gi-
bbs (Ed.), Death, Culture and Leisure: Playing Dead (pp. 11-25). Emerald. https://doi.
org/10.1108/978-1-83909-037-020201008

Salen, K., & Zimmerman, E. (2004). Rules of play: Game design fundamentals. The MIT Press.

Schott, G. (2006). Agency in and around play. En D. Carr, D. Buckingham, A. Burn, & G. 
Schott (Eds.), Computer games: Text, narrative and play (pp. 133-148). Polity Press.

Schwingeler, S. (2019). Interference as artistic strategy: Video game art between transparency 
and opacity. En M. Fuchs & J. Thoss (Eds.), Intermedia games—Games inter media: Video ga-
mes and intermediality (pp. 189-204). Bloomsbury Academic.

Scully-Blaker, R. (2018). Stasis and stillness: Moments of inaction in videogames. Proceedings of 
DiGRA 2018 Conference: The Game Is the Message. https://dl.digra.org/index.php/dl/article/
view/937

Shinkle, E. (2020). Of particle systems and picturesque ontologies: Landscape, nature, and rea-
lism in video games. Art Journal, 79(2), 59-67. https://doi.org/10.1080/00043249.2020.176555
6

Sierra Valentí, E., Lapidario, J., Rubio, F. G., Urdanibia, J., Calvo, J., González, E., Bizarro, D., 
Morales, G., & Portero, Á. (2015). Mundo subterráneo: Puertas secretas, ciudades sumergidas y 
utopías bajo tierra. La Felguera.

Sims, K. (1994). Evolving 3D morphology and behavior by competition. En R. A. Brooks & P. 
Maes (Eds.), Artificial Life IV: Proceedings of the Fourth International Workshop on the Synthesis 
and Simulation of Living Systems (pp. 28-39). MIT Press.

Soper, K. (1995). What is nature? Culture, politics and the non-human. Blackwell.

The Stoa (Director). (2022, noviembre 30). The Art of Worlding: Creating the World You Wish 
to Inhabit w/ Ian Cheng [Video]. https://www.youtube.com/watch?v=Tmve0PidacQ

Tsing, A. L. (2015). The mushroom at the end of the world: On the possibility of life in capitalist 



14

ruins. Princeton University press.

Tsing, A. L., Deger, J., Saxena, A. K., & Zhou, F. (Eds.). (2020). Feral atlas: The more-than-hu-
man Anthropocene. Stanford University Press. https://feralatlas.org/

Vann, M. G. (2020). Colonial sewers led to more rats. En A. L. Tsing, J. Deger, A. K. Saxena, 
& F. Zhou (Eds.), Feral atlas: The more-than-human Anthropocene. Stanford University Press. 
https://feralatlas.supdigital.org/poster/colonial-sewers-led-to-more-rats

Wallsten, B. (2015). The Urk World: Hibernating infrastructures and the quest for urban mining 
[Tesis doctoral, Linköping University]. https://doi.org/10.3384/diss.diva-122758

Werning, S. (2021). Making games: The politics and poetics of game creation tools. The MIT 
Press.

Whitelaw, M. (2004). Metacreation: Art and artificial life. The MIT press.

Young, C. J. (2018). Game changers: Everyday gamemakers and the development of the video 
game industry [Tesis doctoral, University of Toronto]. http://hdl.handle.net/1807/89734

Zhou, X. (2023). An exploration of interactions and design implications of low-interactivity games 
[Tesis de maestría]. Uppsala Universitet.




