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Snapshot Odyssey (2014)
12-color lithograph and pochoir with 
digital printing, chine collé and col-
lage on white Rives BFK, Thai Mulberry, 
Mokume and metallic papers. 30 x 39 1/2 
inches. Edition of 45. Printed and pub-
lished by Shark’s Ink, Lyons, CO. $4000.

For decades Jane Hammond has made 
 art by collecting isolated bits of visual 
detritus like shells on a beach and plac-
ing them—in crowds—where they don’t 
belong. Previous print projects include a 
five-foot-tall pseudo-Egyptian sarcopha-
gus covered in ballerinas, sea turtles and 
teacups (Spells and Incantations, 2007); a 
life-size self-portrait in which her body 
is tattooed with insects, clowns, dice and 
other emblems (Tabula Rasa, 2001); and a 
celestial chart filled with constellations 
in the shapes of Sumo wrestlers, lobsters 
and wishbones (My Heavens, 2002). 

Her work succeeds in being more than 
quaintly cacophonous because her arma-
tures are usually rich with the promise 
of cogency—she likes the sort of visual 
structures that come with a legend off to 
the side. In Hammond’s work, though, 
that promise is betrayed by the com-
plete inability of the pictorial bits and 
schematic frameworks to align. As Faye 
Hirsch has pointed out, once we remem-
ber that real stars don’t picture Sumo 
wrestlers1, it’s just a short hop to realizing 
that they don’t picture big dippers either; 
the maw of uncertainty opens before us.

Hammond’s new print, Snapshot Odys-
sey, adopts the homey identity of a board 
game—not the open-ended inquiry of 
strategic games like chess or go, but the 
dopey winding path of kiddie games like 
Candy Land. The path in Hammond’s 
print is clunkily convoluted, like some-
thing made from spare bits of lumber 
found in the shed (a quality reinforced 
by the wood-grain paper on which it is 
printed). As it meanders over the sur-
face of the print, it wraps itself around 
ten black-and-white photographs, six of 
which must be “captured” by landing on 
the right place to win the game. 

These images, digitally collaged from 

found snapshots in the artist’s collec-
tion, offer surreal reassignments of fig-
ures and locations: two little girls in 
bunny costumes crouch on either side 
of a dangling elephant trunk; two little 
boys swap records on turntables in front 
of the striding pharaohs of Luxor; and so 
on. Capturing these photographs is the 
stated goal of the game, but in a psycho-
logical sense these absurd images elude 
capture: we will never understand what 
is going on in them. 

Unlike celestial maps, games do not 
pretend to offer certain knowledge of the 
cosmos, but they do provide the reassur-
ance of a rule-driven domain: you may 
not know who will win or lose, but you do 
know where you are, why you are there, 
and what structures will determine the 
outcome. Snapshot Odyssey, however, is 
really just a picture of a game. You could 
play it, but you would have to take it off 
the wall and lay it on a table or use Post-
its to mark your place on a vertical sur-
face. Neither solution is very practical. 
(Oyvind Fahlstrom, who really did want 

people to play his geopolitical wall-hung 
board games, equipped them with indi-
vidual parts and magnetic surfaces.) 

For Hammond, the print’s putative 
playability is one more baffle—it seduces 
us with the lure of clear outcomes, even 
as it reminds us that the ability to master 
the rules is precisely what separates 
games from life.  

Susan Tallman is the Editor-in-Chief of  
Art in Print. 
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