Retro-M 0

Let us rn to a time when we played with and traded Yu-llOh! and

Pokemo il rds, bought all shops and kiosks after school. We siiEed entire
perform@i@es in the p Nnd, impersonating our favourite choj@ters and
superhe from th screen, while our parents and g Hparents
repeateq alled us | . For many, childhood looked exact ke this —
more O nsumed by the 2D world popul#8 by its

protago

In the ar ollecting has always been a know ms have
always B spent on 'high art' and the nam | ‘ |d of so-
called Nl and otaku — enthusiasts of video , , d other
media — ally vast amounts are spent on p ‘ 5, plastic
figurines d polyester clothing printed with images of favourite ¢ cters, all
in the e of owning a piece of one's childhood or satisfying current
obsessiof roducers of such content often exploit the nostalgia g eir core
clientele apitalising on exclusivity by requiring pre-orders up & vear in
advance Is, IN turn, opens the door to unethical practices such JSE&calping;
artificiall eating rarity in the market by purchasing entire stocks cjoroduct,
in this cq a collectable item, which is why there is often a limit on 8 nNuMber

of produ a private person may order, making it a valuable investm

With higaexhibition W rian Pacak effectively pg
contem (il Yy issue by C aracter-sculptures in ceramics —
associatq ith qual ng-standing tradition — in
their well@nown plastic counterparts (action and scale figures). By jlllesenting
carefullyj@lected characters as busts, typically reserved for storically

significa value —

whether monetary or sentimental. roug e predominantly traditional

medium of ceramics, he continues to explore ideas rooted in “popular”
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busts. OEis painted entirely white to suggest rarity and desirabilitj@8imilar to
the "hol (il ohic versions” of Pokéemon cards, while simultaneously iSlerencing
the unpi the Renaissance and Barogue periodd e same
goes fo nj sts, whose names, borrowed from oflmasters,

ironicall ' ection with tradition.

The cha focuses on were significant to himsihd many

others a Nng up; like many, he loved watchinghe Ninja

Turtles 3 r. These
charactef@&ten from franchises created in th ry, thoug ey have
been pel@ved differently across generations; America perhero
from the Os; well-known Ninja Turtles, laun | 1980s as JMe@ ic and
cartoon:; 0 Mozgus from Berserk, a manga ted in th )90s, but
unlike t rst two examples, its content is Noft rchildren o ugh 2D
media mislead the uninitiated iNnto assu se. What es them
IS Musc ity and a moral dichotomy of good versus evil, though th@sverity of
the thre@iland the manner of confronting it differs; the Ninja les fight
against edder, and He-Man against Skeletor — both villains w pose No
serious Eat and whose ultimate aim is domination and congu &l without

excessivi@oodshed — while in Berserk, the protagonist Cuts encou S Various
antagon . one more twisted than the other, who often act in ext e ways.
The onl llain featured in the exhibition is Mozgus from Bersqg a priest

(anotherg@®@mage to church patrons and collectors from the past) o, unlike

'

typical (Elren's villains, justifies all kinds of sadistic means in p it of his
goals

The vergmyout of structured to follow the @& nonised
relation between the Characters, neroes and their villain countcl@@rts. One

room is erved exclusively for the heroes and ‘good guys, He-M and the
Ninjo TUEEs and is also the brightest. The back room, dimly lit, is e to the
ngly, the

characters have not been selected merely for their recognisability but also for
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es (He-Man and Mozgus), which reveals Pacak's own i(SRtity as a

o carefully selects and creates his so-called holy grail fig
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