FEDERACE VZTAHU

je vystava — socharské situace - Rudolfa Samohejla pro galerii Nevan Contempo. Prostor podlahy, ktery
kompletné pokryvaji betonové dlazdice, navadi divédka do uréité miry k pohybu. Nastaveni pravidel je ale
soucasné otazkou jednotlivce. Samohejl se sochafskym situacim opakované vénoval v minulosti. Zatimco

predchozi prace sloZité vyznamové vrstvy spiSe skryvaly, soucasna vystava je az bolestné exponuje na povrch.

Betonovy pomnik charakterizuje industrialni
dobu, stejné jako dobu vlady utopii. Betonové
pomniky jsou ostalgii (Zalesak) — mistni
vychodoevropskou nostalgii.
Nejmonumentélnéjsimi pomniky industrialni doby
jsou betonové ruiny tovaren a opusténé vojenské
objekty.

Systém je ohrani¢eny ¢i neohranieny celek
slozeny z casti, které na sebe vzijemné pusobi.
Prekroceni nebo prekresleni ohranicujicich car je
prejmenovanim znamého. Betonové dlazdice jako
mozna paralela poli deskové hry stavi do kontrastu
~takzvanou historickou nutnost s moznostmi jiného
topografického usporadani”, jak by moznd ekl
Ranciere.

Plaz je podobna jako poust. Jednou je hybnym
Cinitelem promény voda, podruhé vitr. Pokazdé
Cas. Pisek je pfimési betonu. Pfimési plazi jsou
objekty vyplavené morfem, navéaté vétrem i
odhozené ¢lovékem.

Poust je plaz bez vody.

Nalezené nefunkéni ¢i fragmentarni objekty jsou
jako kosti zbylé z plvodniho Zivota tychz véci.
Znovu pouzit kosti pro vytvofeni objektd je
doménou $amand. Samani jsou pry néco jako
umélci. Oziveni kosti je proti ¢asu. Samohejlovy
objekty jsou anachronizmy nebo polychronismy.

Synchronicita, diachronismus, anachronismus
(Baudrillard).

Vrakovisté je skladisté casu.

Divak se nad viim vzndsi. Je to ten, kdo vidi
vSechny trosky. Divdk je soudasti sochatské
situace, je jejim hybnym momentem, jedinym
potencidlem a hrozbou jeji zmény. Divak mdze cist
¢as. Divék je ten, kdo se divéd a netusi, co vidi.
Mozna je to ten, kdo se bolestné snazi odejit ve
chvili, kdy pfisel. Divak m& moznost byt zmaten,
zahlcen, rozhoréen, vydésen, nebo nedotcen.

Casje.

Bezlcelna Cinnost jednoho nebo vice lidi mize byt
hra. Ale hra, aby byla hratelnd, musi mit jasna
pravidla. Sachy jsou historicky relevantni hra
umélch. Jednim z pravidel sochatské situace

Rudolfa Samohejla je moznost ménit pravidla,
divat se na né z vrchu. Deskovéd hra Zéna, je
autorova prace zroku 2016, jejiz herni dlazdice
jsou také Sestithelniky. Z instalace predmétd
z osobni sbirky autora na dlazdicich se v instituci
uméni stava ,,Grand Jeu” - vysoka hra.

Duchamp péstoval prach. Prach je trochu jako
pisek. Oba zastupuji cas. Prach usazujici se na
Duchampové uméleckém dile byl pro fotografii
Raye mozna dllezitéjsi nez to, co bylo pod nim.
Interpretace nad povrchem je nositelem smyslu.

Sedivé 3estithelniky pfipomenou vojenské
zaméfeni, mohou stejné dobre oznacovat herni
policko anebo kus dlazdéni. Intervence do
stavajiciho usporadani mist, doplnéni pomniki a
soch - to je Samohejlova oblibend hra
upozoriujici na pravidla, kterd casto pfijimame
jako diktat, misto abychom se spolupodileli na
jejich modifikaci.

Zastaveni casu je nasili. Objekty choulostivé
obnazené ve chvili svého pohlceni nebo ve fazi
vynofeni. Nehotové nebo necelé. Bolestné se
vzpouzejici pohledu, bezmocné touzici odejit.

Kompozitni stavebni materiadl sestavajici z pojiva,
plniva, vody, pfisad a pfimési je beton.

Mapy jako zaméfeni konkrétnich mist jsou
prikladem vysokych her — na dobyvatele, na piraty,
na osadniky a kolonizatory. Turismus a suvenyry
bé&hem né&j nasbirané je jen jina forma kolonialismu
mist. Dobyvani vzpominek cekajicich ve
vzdélenych lokalitdch. Jejich znehybnéni zalitim do
betonu.

Prostor slouzi pohybu. | nehybné si zada svij
prostor. Toulat se prostorem a bezprostiedné
reagovat na podnéty vném rozmisténé. Vyuzit
existujici pravidla ke zkonstruovani vlastni hry, tak
jako Situacionisté chodit po mésté podle mapy
mésta jiného. Vytvéret nova spojeni a pomoci nich
nikoliv expandovat ale implodovat do povrchné
znamych prostord.

Text: Tereza Hruskova



FEDERATION OF RELATIONS

is an exhibition, a sculptural situation, by Rudolf Samohejl for Nevan Contempo. The floor space, which is
completely covered with concrete tiles, to some extent leads the viewer into movement. It is the individual,
however, that sets the rules. Samohejl has dealt with sculptural situations many times in the past. But while

his previous work hid the complex semantic layers, the current exhibition is almost painfully exposed on the

surface.

A concrete monument characterises the industrial era
as it does the period of utopian rule. Concrete
monuments represent ‘ostalgia’ (Zalesak), i.e. a form of
nostalgia peculiar to eastern Europe. The most
monumental memorials of the industrial era are the
ruins of factories and abandoned military buildings.

A system is a bordered or limitless whole consisting of
parts that interact with each other. Exceeding or
redrawing boundary lines is a renaming of the known.
Concrete tiles as a possible parallel to board games
place in contrast ‘'so-called historical necessity with a
topography of the configuration of possibilities’, as
Ranciére might say.

A beach is similar to a desert. One is the driving force of
the transformation of water, the other of wind. Time in
each case. Sand is part of concrete. Part of a beach are
the objects washed up by the sea, driven by the wind or
discarded by humans.

A desert is a beach without water.

Found non-functional or fragmentary objects are like
the bones remaining of the original life of these things.
Reusing bones to create objects is the domain of the
shaman. Shamans are supposedly like artists. Reviving
bones reverses time. Samohejl's objects are
anachronisms or polychronisms.

Synchronicity, diachronism, anachronism (Baudrillard).
A scrap yard is a warehouse of time.

The viewer hovers over everything. The viewer sees all
the debris. The viewer is part of the sculptural situation.
She is its driving moment, sole potentiality, and the
threat of its change. The viewer can read time. The
viewer is she who looks and does not suspect what she
sees. Perhaps the viewer is she who tries painfully to
leave at the moment she arrives. The viewer has the
possibility of being confused, overwhelmed, indignant,
terrified or unaffected.

Time is.

The purposeless activity of one or more people can be a
game. But for a game to be playable it must have clear
rules. Chess is historically the game of artists. One of
the rules of Samohejl’s sculptural situation is the
possibility of changing the rules, viewing them from a
height. The board game Zone is a work from 2016
whose tiles are also hexagons. From an installation of
objects from the artist's personal collection on the tiles
art in an institution becomes a Grand Jeu.

Duchamp cultivated dust. Dust is a bit like sand. Both
represent time. The dust settling on Duchamp’s artwork
for the photography of Ray is possibly more important
than that which lay beneath it. Interpretation above the
surface is the bearer of meaning.

The grey hexagons are reminiscent of the military, they
could equally well indicate the square of a game or a
tile. Interventions in the existing arrangement of places,
the completion of memorials and sculptures - this is
Samohejl's favourite game and draws attention to the
rules that we often accept as diktat instead of
collaborating on their modification.

Suspending time is an act of violence. Objects
delicately exposed at the time of their absorption or
emergence. Unfinished or incomplete. Painfully resisting
the gaze, helplessly attempting to leave.

A composite building material consisting of bonding
agent, filler, water, additives and admixtures is what
concrete is.

Maps as the focus of specific places are an example of
grands jeux — conquerors, pirates, settlers and
colonisers. Tourism and the souvenirs collected during it
are just another form of colonialism. The extraction of
memories waiting in remote locations. Immobilising
them by pouring them into concrete.

Space serves movement. Even the immobile requires its
space. Walk through space and immediately react to the
stimuli deployed in it. Use the existing rules to construct
your own game, as the situationists move around the
city according to the map of a different city. Create new
connections and using them do not expand but
implode into superficially known spaces.

Text: Tereza Hruskové



