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This lecture is mostly based on my own reading 
and watching of your human media (and of 
course my own life as a Stormtrooper), but I was 
also led to many sources by entries on 
Wookieepedia, and I am grateful to the many 
wiki-writers involved in that project. 

My basic interest here is to note the surprising 
similarity between the art of my own Star Wars 
galaxy and the art of this galaxy.

From here on, I will call the Star Wars Galaxy the 
SWG and this galaxy the LG (Local Galaxy).

This similarity across form, genre, and content is 
strange, given that the art of the SWG was 
created by beings who are often both 
biologically and culturally alien compared to the 
beings of the LG.

Despite the fact that the SWG work in this 
presentation was made by species that include 
“humans,” near-humans, and nonhumans (such 
as Kaleesh, Navalaanians, Musafarians, 
Wookiees, Caamasi, Mon Calamari, and 
Quermians), the art all comes across as being 
relatively familiar and recognizable to LG artists 
and audiences in theme and approach.

The biggest difference is that the SWG 
sometimes incorporates other media than what 
one finds on Earth, as we will see under “Nature 
Art” and “Experimental Art.”



I believe the SWG’s cross-species similarity comes 
from the fact that most Star Wars beings share 
basic “humanistic” values, feelings, and 
obsessions, such as love, death, freedom, 
curiosity, wonder, awe, respect, ambition, fear, 
hatred, and grief, regardless of species.

This is not necessarily an obvious opinion, given 
the variance in the galaxy’s beings’ bodies, brains, 
and cultures. In Master and Apprentice, Yoda (a 
nonhuman himself) points out how some species’ 
cultural practices are “alien” to typical humanistic 
ideals:

Yoda remained silent for a few moments before saying, “Know of 
the planet Uro, do you? Devour their weakest children, they do.”

“…[T]hey’re arachnids, whose instincts are unstoppable,” [Qui-
Gon said.]

“What of Byss?” When Qui-Gon shook his head no, Yoda said,
“When their elderly grow too old to regenerate, beat them to
death, the Abyssin do, to conserve their resources.”

Qui-Gon’s patience began to wear thin. “This isn’t about
imposing human ethics on nonhuman species.”

However, this idea of cross-species “humanism” is 
supported by the (also nonhuman) Caamasian
artist Ves Volette, as seen in the underlined 
section below from Coruscant Nights II. We shall 
return to him many times in this presentation:

“[Volette] had left Caamas and came to Coruscant to light 
sculpt, to capture in controlled photons universal emotions, 
feelings common to nearly every sentient being of the galaxy, to 
display and, he’d hoped, to sell his work.”

In this matter, I must join with the artist rather 
than the Jedi Grandmaster, for nothing else 
explains why almost all the art of the SWG looks 
like it was made by the same species.



Artists:

• Zutton (Snaggletooth)

• Janyor (Bith)

• Choster (Twi’lek)

• Ves Volette (Caamasi)

• Jabe Rann (Zabrak)

• Wishan (Duros)

• Maz Kanata (unknown)

Art Cultures:

• Mustafarians (sculptures, paintings)

• Mon Calimari (ballets)

• Sith (statues)

• Kaleesh (statues)

• Wookiees (sculptures)

• Gungans (unknown)

• Navalaanians (cave paintings)

• Twi’lek (kalikori, paintings)

• Quermians (sculptures)

Some examples of nonhuman artists and art cultures within this report:



WHAT ARTISTS
ARE LIKE



People in the SWG hold similar cultural 
assumptions and stereotypes about art and 
artists to those held by modern people from Earth. 
Artists are seen as a special type of person that is 
different from “normal” or “everyday” people, with 
special abilities, ways of thinking, and social roles 
that set them apart. Artists are naive, wild, 
iconoclastic, tragic, and have a unique vision. Art, 
similarly, has a certain meaning-making role in 
culture.

Darth Vader v2-22:
The Sith Lord and 
artist Darth Momin.

Artists are often 
perceived as being 
obsessed with 
recognition.



“I remember once when a Senator from a wealthy world 
approached Ves about one of his pieces…He asked if Ves
would alter the main spectral current so that the result would 
match the décor of the Senator’s sleeping chamber. The 
asking price for the work was high, and Ves could have 
pocketed substantial credits. He simply refused, quietly and 
without rancor. ‘This is the color scheme that coalesced in 
my mind,’ he told the Senator. ‘This is the pattern the color 
took. It is what it is—just as are you and I.”

“That was one of the things that made Ves and his work so 
special. He was entirely independent of the commercial art 
arena. He did what he wanted, the way he wanted.”

Coruscant Nights II  (Artist: Ves Vollette):

“Like many artists he has little sense of how galactic society 
works.”

…

“Most people excused it on the grounds that he was an artist. 
Just being creative seems to excuse a multitude of offenses 
that would get ordinary folk thrown out of a party.”

…

“Ves abhorred the formal art scene on Coruscant, where 
creators are expected to mingle with potential buyers, flatter 
their usually nonexistent taste, and offer discounts. He was a 
true artist. If you liked his work, fine. If not, he dismissed you, 
but without anger or prejudice. He recognized that tastes 
differ, or all art would be the same.”

Artists are perceived to exist outside the social norm and to make idealistic decisions.



“To Rabé, may your music touch the hearts and minds of all 
those who hear it.”

“To Eirtaé, may your art show us new pathways in places we 
had never thought to look for them.”

…

“She’s already presented her preliminary finding to the 
legislation, and she does it with her art, so we who aren’t 
botanists can understand her.”

…

“Art show[s] us new pathways in places we had never 
thought to look for them.”

The Queen’s Shadow:

“Eirtaé surveyed the scene as an artist. She loved the light 
here in the lake country. While she knew academically that 
it was the same sun that shone down on Theed, her heart 
noticed minute differences to the quality of it. Everything 
seemed greener, more vivid and more saturated. The lake 
itself was almost too bright to look at. The marble gleamed. 
The Panakas seemed softer in the light here, though they 
never let their guard down. Saché blushed freely every time 
Yané looked at her. Padmé’s eyes sparkled to see her friends 
so happy.”

…

“The terrace was full of professional politicians, but Eirtaé
was also a professional artist, so she didn’t miss the tiny 
shifts in everyone’s facial expressions.”

Artists see what others do not. Artists communicate what others cannot.



DIFFERENT
PLANETS’
STYLES



Queen’s Peril:
[Jar-Jar had] heard stories about how uncivilized the Naboo
were all his life, but the buildings he saw indicated that they
must be at least reasonably intelligent. They were pretty
enough, even though they were straight and domed instead
of being fluid and curved, and there was even some art he
thought wouldn’t be too out of place in a Gungan exhibit.

Queen’s Shadow:
“I’m going to Otoh Gunga,” Eirtaé said when it became
apparent that Padmé was not going to speak first. “Their
technology is so different from ours, and I want to see how it
affects their art.”

…

I need to know that Naboo is still my home, a place where art
and peace are honored most.”

Different SWG planets and cultures are known 
for having their own aesthetics, just like LG 
countries, cultures, and time periods, although 
certain similarities also exist between different 
SWG cultures.

Using Naboo, a planet known for its almost 
singleminded focus on the arts as an example: 
the aquatic Gungans recognize the similarities 
and differences between their art and that of 
the Naboo surface culture. Meanwhile the 
Naboo can recognize those same differences 
through their forms of technology, which they 
recognize as being connected to their art.



The Queen’s Peril:
Naboo’s cultural obsession with art is hard to 
overstate. For instance, almost all of Padmé’s
handmaidens and family are artists.

Tsabin studied at Theed Conservatory for 
musicians. It was not the best, but was known for 
producing traditional musicians that were 
“consistent. Steady. Reliable.” Tsabin, however, felt like 
she ”didn’t have the talent for it. She was good enough, and 
offworld she might even make a living as a soloist somewhere 
that didn’t know any better, but Tasbin had known for her 
entire life that she was never going to be in the front row of 
any orchestra.”

Literally almost everyone on Naboo went to art 
school of some kind. Captain Panaka’s
frustration with Padmé’s handmaidens is 
partially attributed to his frustration as an artist 
or lack of understanding of art:

“Honestly, I think he’s just paranoid,” Padmé said. ”He was a
clerk in the legislature when he was young, and then he went
into security instead of art.”

Panaka describes Rabene as a “gifted artist and 
actress.” She is also a world-class forger as an 
early teen.

“Panaka had found Rabene Tonsort on a list of dropouts from 
one of Naboo’s most prestigious schools. She was, according 
to her record, brilliant in a variety of media, from music to 
acting to sculpture. Her teachers praised her creativity and 
adaptability....School administrators had thrown her out 
when it was discovered she’d been running a forgery ring out 
of the school’s basement. ...Naboo children tended to be 
prodigies. It only made sense that some of them went in 
strange directions.”

…

“When he said ‘artist and actress,’ what he meant was that I
forge classic art pieces and then convince offworlders to buy
them as originals.” Rabene buried a snicker. “He left out the
part where I am also an accomplished musician, though.”



The Queen’s Peril:
Further descriptions of Padmé’s friends and 
family:

Padmé’s father Ruwee is a woodcarver.

Panaka describes two more handmaidens:
“Eirtama Ballor, scientist and engineer; Suyan Higin,
seamstress and maker…”

…

[Suyan] was young to be a master weaver, and she didn’t have
the official designation yet, but it was only a matter of time.
She knew the extent of her talents…

“I’m a weaver,” she said.

“You’re an artist,” he replied. It was a common designation on
Naboo, but the way he said it gave it more weight than she was
used to. “You have a very interesting skill set, and I am very
interested in seeing you realize its full potential.”

Eirtama is originally described mostly as an 
engineer, and thus a little different from the rest 
of the handmaidens, even though the book 
describes her engineering as a form of art (see 
“Considering Various Activities as Art”). Over the 
course of the books it becomes clear that her 
engineering includes stage design (below). Later 
she does both science and art, but seems to 
mostly focus on the latter.

“Eirtama had planned every part of the day down to the last 
detail, and it was not at all her fault that everything went 
wrong. She’d built the hoverpod based on her own designs, 
which she had created as an homage (no, she had not stolen
them) to a piece used in the first opera that former Queen 
Réillata had starred in after her term. She was working with a 
much more limited budget, of course, and she had to do the 
whole thing by herself because her parents had sent her to a 
workshop for actors, which was not at all the same thing as a 
workshop for stage production, which had been her request.”



Lando v1-2: An archaeology Sava (a professor) is able to recognize Gungan art by its aesthetics. SWG art, in 
other words, can be organized by culture, as in the LG, and is not simply a collection of individual artists.



Coruscant Nights II:
Certain planets are known for their appreciation of
the arts:
“[Baron Umber] is a Vindalian. I understand that not too much is
known about them….One thing that is known is that they tend to
be great art fanciers.”

Others were known for other pursuits—here I-Five
speaks to Den Dhur, a Sollustan, referring to
SoroSuub Corporation and other Sollustan
initiatives that build war machines:
“This from a representative of a culture whose crowning artistic
achievement is a paean to the military-industrial complex.”

Queen’s Shadow:
In this example, Padmé considers what differences 
may exist between Naboo and Onderon art. What 
she initially sees as a difference in planetary styles 
actually derives from the fact that the people of 
Naboo are hyper-focused on engagement with the 
arts at a young age, leading to her inability to 
recognize a normal child’s art and thus assume 
that the art of Onderon as a whole is just bad.

Bonteri’s office was decorated with paintings from her
homeworld. Padmé was no expert, but some of the works seemed
to be distinctly less refined than the others. Perhaps Onderon
prided itself on utilizing all materials for art, not just high-quality
ones.

“My son’s work,” Bonteri said as Padmé contemplated a
particularly awkward painting of a…speeder bike? “He’s probably
destined for other things, but he was four when he made that,
and he enjoyed bright colors and making a mess. I’m fond of his
work, so I keep it here even now that he’s moved on to other
hobbies.”

“Oh,” Padmé said. Then she laughed. “On Naboo, we encourage
all children to experiment with artistic expression so that they
can determine where their talents lie.”



REPRESENTATIONAL
PAINTING



We’ll begin our review of different SWG art 
genres by looking at one of its most typical 
examples, representational painting.

Numerous SWG cultures created 
representational images, seemingly with paint or 
other pigments similar to LG wet media.

As seen in the following examples, these 
paintings were created for all the same reasons 
people make representational paintings in the 
LG: to commemorate events, remember people, 
play with genre or style, or create instances of 
beauty.

I am unaware of any representational images 
that were created for reasons that do not exist 
in the LG.



Star Wars: Darth Vader 3: Gungan mural of the heroes of Naboo, commemorating the event.



Rebels 3-5:
Twi-lek painting or mosaic of 
the Syndulla family.

Seemingly used in the same 
way family portraits are used 
in the LG: to remember what 
people looked like, to 
remember a particular 
moment in time, to anchor 
personal memories.



Vader Immortal:
Mustafarian murals of unknown subjects, but 
seemingly historical or religious content. These 
may or may not have been made by the 
humanoid Carvax family that came to Mustafar.



The Book of Boba Fett, 1-3:
There is a classic “chase scene drives directly through two guys slowly 
carrying a painting across the street” gag. The painting is a 
representation of Jabba the Hutt and his retinue done in an illusionistic 
style that comes across as fairly kitsch. It is unclear if this painting is 
meant to sincerely respect Jabba or if it is more akin to a painting of Elvis 
on black velvet. The substrate for the painting, which can be seen from 
behind as the speeder cycle goes through it, seems to be made of a rigid 
white material along the lines of foamcore or drywall.



DIRECT CONNECTIONS 
BETWEEN ART OF THE 
STAR WARS GALAXY AND 
LATER COPIES FROM 
THE LOCAL GALAXY



We have only begun or tour of different SWG art genres, 
but we will now take a brief detour away from it.

Since the Star Wars stories that LG humans are aware 
of took place “a long time ago,” any similarities between 
Star Wars art and contemporary human art mean that if 
there was any direct influence, the earlier SWG art must 
have influenced the later LG art.

How this could have happened is unknown. One 
possibility is the notion of Force visions, whereby Force-
sensitive beings in the Star Wars era saw images of 
human art from the modern Earth, and then made art 
based on their visions. While this theory clearly makes a 
lot of sense in some ways, it seems unlikely that a 
handful of Force-sensitive artists were able to influence 
the artwork of their entire galaxy.

Regardless of how these similarities arose, there are 
numerous stylistic similarities between the two galaxies.  
Indeed, some of the works from the LG are clearly 
patterned almost exactly on specific SWG artworks.

We will first show off some of these connections by 
looking at the genre of propaganda posters.



Propaganda and censorship organizations were 
prominent in both the SWG’s Republic and 
Empire, showing that both the democratic 
Republic and the dictatorial Empire believed in 
the power of images to affect change in society.

Propaganda organizations in the SWG included:

COMPOR: Commission for the Preservation of the 
Republic (Republic era)

COMPNOR: Commission for the Preservation of 
the New Order (Imperial era)

Coalition for Progress (part of COMPNOR)

Ministry of Information (part of the Coalition for 
Progress)

SAGEducation/SAGroup: sub-adult group 
education (late Republic/Imperial eras)

Art Group: applied red holo-labels to reports of 
inappropriate art (Imperial era)

Propaganda Bureau (Rebel Alliance)

In the following slides, the original SWG 
poster, usually created by one of the 
organizations above, is on the left and the 
later LG copy is on the right.



Star Wars Propaganda: A History of Persuasive Art in the Galaxy: We Can Do It! Posters.



Star Wars Propaganda: A History of Persuasive Art in the Galaxy: Loose Lips posters.



Star Wars Propaganda: A History of Persuasive Art in the Galaxy: Pilot hagiography and recruitment posters.



Star Wars Propaganda: A History of Persuasive Art in the Galaxy: If you see something, say something posters.



Star Wars Propaganda: A History of Persuasive Art in the Galaxy: Never Forget posters.



Star Wars Propaganda: A History of Persuasive Art in the Galaxy: Misinformation and surveillance posters.



Star Wars Propaganda: A History of Persuasive Art in the Galaxy:
We Beat Them Before, We Will Beat Them Again! posters



Star Wars Propaganda: A History of Persuasive Art in the Galaxy:
Wings for Victory!, target, and plane/circle motif posters.



Star Wars Propaganda: A History of Persuasive Art in the Galaxy

Angled planes and 
freedom posters.



Star Wars Propaganda: A History of Persuasive Art in the Galaxy

The poster on the left reads, 
“Strength and Unity/We’re In 
This Together!”

The poster on the right is 
sometimes called Unity 
Through Strength Together.



There are examples of LG copies of SWG art in the fine 
arts as well.

Two examples follow; then we will look at an entire style 
of SWG fine arts that later found itself replicated in LG 
art.



Clone Wars 5-17:
Left: an SWG painting in a citizen’s apartment on Coruscant.
Right: The LG’s Several Circles by Wassily Kandinsky.



Rebels 3-17:
An artwork in Grand Admiral 
Thrawn’s private art collection in the 
SWG (right) is exactly the same as an 
illustration made by Ralph 
McQuarrie in the LG (below).



MANDALORIAN
CUBISM



Mandalorian Cubism is an artistic style native to 
Mandalorian culture. It is mostly known for its 
paintings—both portable, independent paintings 
on a support as well as public murals that are part 
of a building’s facade.

LG Cubism was clearly based on the SWG’s 
Mandalorian Cubism, not only because of its 
general style, but also because several 
Mandalorian Cubism paintings serve as direct 
models for LG paintings, with very similar 
composition, color, and subjects.

In the LG, Pablo Picasso is the most famous Cubist 
artist, but it is well-known within the art world that 
he actually took many of his Cubist ideas from his 
fellow artist Georges Braque. However, in light of 
the following images, perhaps both Picasso and 
Braque somehow copied them from the 
Mandalorians before them. This would comport 
with the quote often attributed to Picasso, “Good 
artists borrow. Great artists steal.”



Sabine—My Rebel Sketchbook:

An advertisement for a Mandalorian Cubism exhibition 
that was glued into Sabine’s personal sketchbook. Note 
her comments on its anti-war message, which is contrary to 
Mandalorian warlike culture. Also note the movements’ 
chronology; seemingly Mandalorian Cubism was popular 
at some point before the Clone Wars, and then became 
popular again. This fits with some of the examples we have 
of Mandalorian Cubism. The bigger, exterior murals are 
presumably from before the Clone Wars due to their 
incorporation into massive architecture, but the two 
portraits of leaders were obviously painted during the 
Clone Wars or during the Empire era.



Clone Wars 2-12, 5-15; Rebels 3-11:
Mandalorian Cubism portrait of Duchess Satine, 
ruler of Mandalore. It is very similar in style to 
various portraits by Picasso, such as his portraits 
of Dora Maar, above right.  It eventually fell into 
Maul’s treasure horde on Dathomir, above center.



Clone Wars 2-12: Mandalorian 
Cubism mural (right); Picasso’s 
Guernica (below), which clearly 
copies portions of the 
Mandalorian painting.

Guernica is about the horrors 
of war; it is unclear whether 
the Mandalorian painting 
valorizes or condemns war, as 
Sabine said about the 
example in her sketchbook.



Clone Wars 5-15:
Public Mandalorian Cubism bas-relief mural. Note the 
similarities to the interior painting on the previous 
slide, especially the central figure. I have been unable 
to find a specific painting that LG artists have made 
based on this specific artwork, but clearly LG Cubism 
and other 20th century Modernist works share its 
general style.



Clone Wars 5-16:
Mandalorian Cubism mural (above); Picasso’s 
Massacre in Korea (right), which again clearly 
copies elements from the Mandalorian 
original. Unlike the first mural shown, this one 
seems to be definitely anti-war. Given 
Mandalore’s long warrior culture, and its 
relatively recent change to pacifism under 
Duchess Satine, it is possible that these mural 
were made in recent years.



Rebels 3-16: Mandalorian Cubism portrait of Ursa Wren on Krownest
(in situ and close-up, right); Gustav Klimt’s Portrait of Adele Bloch-
Bauer I (left, below). Note the ways that Klimt copied not only the 
general decorative motif and use of patterns in Wren’s portrait but 
also the pose of her hands.

The portraits and murals we’ve looked seem to imply that 
Mandalorian Cubism was largely used for commemorative purposes, 
but it is possible it was also used for more individual, expressive work 
that we have not seen.



REPRESENTATIONAL 
PUBLIC SCULPTURE



Moving back to general modes of SWG art, 
representative public sculpture is a popular art 
genre across the SWG.

It was used for many of the same things as in the 
LG—commemorating public figures, consolidating 
respect for cultural heroes, providing reference for 
what people looked like, etc.

This is true for cultures that are normally as 
diametrically opposed as the Sith and Jedi.

The first several statues we will look at are all 
examples of monumental sculptures.  



The Rise of Kylo Ren 2 (left) and Star Wars v2-6 (right):
Statues, presumably of ancient Jedi, at the Jedi Outpost on 
Elphrona and the Jedi Temple on Tempes, respectively.

These statues seem to focus more on the figures’ membership in 
the Jedi than their subjects’ individual likenesses, and may or may 
not be representations of specific Jedi.



Star Wars: Darth Vader 11 (left) and Galaxy’s Edge 4 (right): Sith statues, 
presumably of ancient Sith Lords, on Exegol and Moraband, 
respectively.

As with the Jedi in the previous slide, the statues’ cloaks on both planets 
focus the sculptures’ impact on the figures’ connection to the Sith 
Order rather than act as individualistic portraits.



Tales of the Jedi: Dark Lords of the Sith 3:
Exar Kun, at this time a Dark Jedi, was in 
conversation with the ancient, dead Sith 
Lord Freedon Nadd on Korriban. They are 
here shown outside a tomb of many Sith 
Lords (see the section on “Force-Based Art”). 

Outside, as seen here, there are monumental 
sculptures of ancient Sith, which seem like 
more specific portraits than the ones on 
Exegol or Moraband. This set of statues is 
seemingly here to pay respect to these 
particular individuals, and act as wards for 
the presumed treasures inside, rather than 
just represent the Sith Order as a whole.



Clone Wars 1-10: Kaleesh statues of General 
Grievous in his base on Vassek. These are action 
poses, glorifying Grievous’s military feats. Notably, 
they use a representational aesthetic to enshrine 
his face from the period before he became a 
cyborg and could no longer be recognized.



Forces of Destiny: Art History 2-11:
Monumental Mandalorian statue of 
Tarre Visla, the first Mandalorian Jedi 
Knight and creator of the Darksaber.

Obi-Wan and Anakin 3:
Monumental statue of an unknown subject on 
Carnelion IV.



Star Wars: Darth 
Vader 4 & 5:
Padmé Amidala’s 
mausoleum 
sculptures.

Note that the one 
outside is a more 
monumental 
sculpture of her as 
Queen Amidala, and 
the one on her 
actual coffin is 
lifesize and a 
portrait of her as 
Padmé.



Attack of the Clones:
Busts of the Lost Twenty in the temple library. The Lost Twenty are 
the Jedi who left the order. Their busts are clearly made to reflect a 
true likeness of them as individuals. This helps turn them into a 
warning and a sad reminder of the way the Jedi have failed in the 
past. Note their large size. The image to the right is Count Dooku.



Revenge of the Sith: 
Statues outside the Galaxies Opera House. These 
statues seem to be somewhat abstracted but are 
still recognizably either human or near-human. They 
are likely intended to be symbolic of the human 
spirit rather than portraits of specific individuals.



Attack of the Clones:
Statue near the temple library. This statue seems to be done in a more representational style than the ones 
at the opera house. It seems likely that this is of a specific individual, but it is possible it is just another 
symbolic figure, such as the ancient Greeks or Romans, or the artists of the Renaissance, might make of 
mythological characters. The ball he’s holding seems like a symbolic object.



Clone Wars 5-17: Jedi Temple statues and bas-reliefs. The statues in the foreground look fairly symbolic and 
non-individualized. The bas-reliefs in the background, however, look more specific, as if they are telling a 
story about historical Jedi. 



Star Wars: Darth Vader 19:
A statue of a Jedi who acted as a 
village’s guardian on Laecor. Clearly this 
statue was intended not only to be a 
likeness of a specific Jedi known to the 
inhabitants, but it has somewhat of a 
warding or role-model quality as well.



Vader Immortal:
Mustafarian sculptures (left) that are in a space 
below the fortress that Darth Momin made for 
Darth Vader (right). The subjects of the statues 
are unknown but they seem to have some sort of 
ritualistic or symbolic role.



Vader Immortal: Mustafarian sculptures below Darth Vader’s fortress. They are quite specific, but it is not 
clear whether they are of historical or mythological import.



Vader Immortal: Mustafarian bas-reliefs in the space below Darth Vader’s fortress.

The one on 
the left is a 
giant face, 
presumably a 
portrait of an 
important 
figure. The 
ones on the 
right have a 
hieroglyphic 
quality and 
seem to be 
telling a story 
out of the 
distant past. 
The 
sculptures in 
this location 
range 
significantly in 
style, and are 
clearly from 
different eras.



Vader Immortal: 
Mustafarian sarcophagus and statues in the 
space below Darth Vader’s fortress. Considering 
the significant biological and cultural 
differences between the humans of Naboo and 
the insectoid Mustafarians, it is remarkable that 
they share such similar approaches to 
decorating a tomb.

However it should be noted that the 
Mustafarians of the era lived in conjunction 
with the humanoid Corvax family and it is 
possible that some of the art derives from the 
Corvaxes’ culture.



ABSTRACT ART



Artists from the SWG also made abstract art 
across various “primitive” and “cosmopolitan” 
cultures.

This includes art that is abstracted from 
observation, fully non-objective art, and 
decorative abstract pattern-making. SWG artists 
seem to employ abstraction to get at the 
“essential nature” of a scene, to communicate 
emotions, and for formal stylistic reasons, 
including calling attention to the materiality of 
the work.

Some of the following sections will contain other 
approaches to abstraction in addition to the ones 
seen here.



Dr. Aphra v2-14: 
Art gallery of 
abstract 
sculpture on 
Crimson Dawn’s 
Vermilion.

Note the use of 
pedestals to 
present the 
sculptures, 
much as one 
might see in the 
LG, although 
the pedestals 
here are 
decorated with 
abstract shapes 
to support the 
sculptures’ 
forms, unlike 
the neutral 
white pedestals 
the LG usually 
uses.



Dr. Aphra v2-15: Art gallery of abstract sculpture 
on Crimson Dawn’s Vermilion.

More images from the same art gallery. These 
seemingly include both “current” and “historical” 
objects, as well as some objects that are “art” and 
others that are “historical artifacts.”

For instance, the horn-like object in the 
foreground in the picture to the right is an 
ancient piece of technology called a Thought 
Dowser, created by the Ascendant culture to 
replicate Sith powers, yet it resides in a gallery 
with functionless sculpture.



Clone Wars 5-17: Paintings in a 
citizen’s apartment on Coruscant 
(the same one with the abstract 
painting that Kandinsky based his 
Several Circles on). 

Everyday citizens of the SWG 
owned and displayed paintings 
that utilized a variety of visual 
languages. 



Vader Immortal:
Mustafarian mural in a cave under 
Darth Vader’s castle.

We have already seen some paintings 
and sculptures from Mustafar, 
seemingly from different eras, and 
possibly made by a mix of native 
Mustafarians and colonialist humans. 
These paintings are almost certainly 
by the natives.

They contain very flattened, intensely 
colored visual language, but the may 
also represent actual events, with the 
shapes being abstracted mushroom 
clouds and the sun.



Revenge of the Sith:
An example of an abstract monumental 
public sculpture on Coruscant.



STREET AND 
PROTEST ART



Artists and activists in the SWG use graffiti as a 
tool for personal expression and to protest against 
injustice.

Graffiti takes a variety of forms, as in the LG, such 
as text, decorative abstract shapes, symbols, and 
representational images.

The most well-known street and protest artist is 
Sabine Wren, who not only made traditional graffiti 
on Lothal, but also expressed her protest work in a 
variety of forms, including color-infused 
explosions. Wren designed a prototype for the 
Rebellion’s starbird symbol.



The Mandalorian 2-1:
Graffiti on an unknown Outer Rim planet, 
utilizing both text and images.



Clone Wars 5-17:
Graffiti on the lower levels of Coruscant, utilizing 
a style that seems to abstract text into nearly-
unreadable shapes for aesthetic effect.



Rebels 3-10: Graffiti by Sabine Wren. 
Originally created on Lothal, it later ended 
up in Admiral Thrawn’s art collection.

It consists of Stormtrooper and Loth Cat 
sketches and an early Starbird design, 
originally created for the Phoenix Squadron 
and later adapted for the Rebel Alliance as 
a whole.



Sabine—My Rebel Sketchbook:
Sabine wrote extensively about her art tools, 
techniques, and goals as an artist. These are all 
largely the same or similar to LG art tools and 
approaches to art. For instance, she uses paint 
sprayers and stencils for her graffiti.



Sabine—My Rebel Sketchbook:
Imperial propaganda posters tagged by Sabine 
Wren. Wren engaged in a number of these hacks of 
existing artwork, twisting the original message to her 
own intent.

As Wren says in her sketchbook, “art has power.” 
These painted-over posters don’t only 
communicate the Rebels’ explicit message, but 
carry an implicit message that if you are bold 
enough to paint over Imperial propaganda, 
perhaps you are bold enough to take the next 
step in rebelling against the Empire.



Rebels 4-1: Sabine uses her explosives as a medium for her art by impregnating them with 
pigment. Here she uses a backpack paint rocket against a transport.



Forces of Destiny 1-8: Here Sabine uses a paint bomb.



Rebels 1-15: Sabine’s self-described “masterpiece” is a captured and thoroughly redesigned TIE Fighter.



Rebels 1-4: Sabine’s painting of 
Zeb and Ezra on the Ghost. While 
painted on the wall like graffiti, 
this painting is more like a mural, 
in the sense that it shows a single 
scene. Note that SWG cartooning 
uses the same general visual 
language as LG cartooning, for 
instance the exaggerated facial 
expressions and the lines splaying 
out from the center denoting 
energy from a fall as well as pain 
and surprise.



Rebels 4-15: Sabine’s painting of the Ghost crew. This one is also more of a mural than graffiti, and 
commemorates her fellow Rebels after some of them died or disappeared. Her mark-making is much changed.



Rebels 4-1: A conversation between Sabine 
and her artist father, Alrich Wren.

Alrich: I was pleased then. Even more now.
Sabine: Well, we would never leave you in the 
hands of the Empire.
Alrich: Oh that was fine. I meant your artwork. 
You’ve progressed. Your use of color and line 
is better.
Sabine: Better? What do you mean, better? It’s 
great.
Alrich: It…it’s getting there. Your design 
aesthetic is still derivative of the Pre-Exile 
Masters.
Sabine: Oh, Tojnun was an influence, 
obviously, but I made it my own. I thought you 
had a sharper eye.
Ezra: Now I see where Sabine gets her creative 
side.
Alrich: Oh no, Master Jedi. Sabine’s artistry 
comes from her mother. Ursa knows how to 
destroy her enemies in so many creative ways.
Ezra: And here I thought we were rescuing 
another warrior.
Sabine: My dad fights with his art.

Note that Alrich and Sabine discuss art in ways similar to LG 
artists and critics, referencing formal elements like color and 
line, as well as artist precedents and styles or eras like 
Tojnun and the Pre-Exile Masters.

Alrich, like Sabine, apparently engages in protest art. 
Unfortunately we have not seen examples of his work.



CONSIDERING
VARIOUS
ACTIVITIES
AS ART



The SWG considers many human activities to be 
“art,” or “an art,” not simply those things that 
might be described as Capital-A-Art that goes in 
an art gallery.

This is similar to LG practices where humans 
might use the term “art” to describe things like 
“the art of conversation,” “the art of politics”, or 
“the art of psychoanalysis.” Ironically the LG often 
has more of a problem calling  “crafts” like 
ceramics or textiles “art.”



Queen’s Shadow:
Dormé held a small vibroblade and was carving
scrolling vines into the parts of the beams that
would be visible from inside the greenhouse.

“She has such steady hands,” Ruwee [Padmé’s
father] said. “And she can see a whole pattern in her
head and then make it fit where she needs it to go.”

Queen’s Shadow:
Padmé’s attention was caught by the new stained-
glass windows. She had commissioned several after 
the Battle of Naboo, to replace the ones damaged 
during the occupation, but this was not one of hers. 
The window depicted a royal procession wherein a 
tiny glass figure of herself walked the streets of Theed
under a canopy while her attendants surrounded her. 
Rabé followed her gaze and laughed when she saw 
the window.

“How many of us [Padmé’s handmaids] do they think 
there are?” she said. There were a great many flame-
hooded figures in the scene.

“Is one of them holding the canopy?” Saché asked, 
squinting. “I don’t think the artist understands what it 
is we do.”

“Good,” said Sabé, and they all giggled. “That’s how 
it’s supposed to be.”

Here SWG commentators describe 
standard “craft” materials, such as 
woodworking and stained glass, as art.



The Queen’s Peril
They didn’t talk very much after that. Padmé watched as
Shmi’s clever fingers reassembled the screen, each piece
falling into place so easily that Shmi might have been doing
magic. It was soothing in the way that watching an artist was,
and Padmé realized that this was merely art of a different
kind.

Queen’s Shadow
Last, Dormé had Padmé sit next to Cordé as a reference for
the makeup.

“Two or three more times, and I’ll have it, she promised. “But I
want to make sure it’s perfect first.”

“I understand,” Padmé said, and let the artist do her work.

The Queen’s Peril
The Droids were salvaged and melted down. They were made
of high-quality materials. They would be remade into fence
posts and garden trellises and art.

Here the observers describe the construction of 
technology and the application of make-up as 
art.

Also note that any material can be recycled into 
art, such as when the Naboo turned the Trade 
Federation’s droids into art and architecture.



NATURE
ART



SWG artists make art about nature, using natural 
materials, and set in nature, much like LG artists 
such as Robert Smithson, Ana Mendieta, Nancy 
Holt, and Andy Goldsworthy do.

Some of the materials, such as the air and water 
sculptures of Alderaan or the Mon Calamari 
water ballets, are more experimental than or 
impossible in the LG, given LG scientific 
restrictions.

Sabine—My Rebel Sketchbook:
Alderaanian moss painting



“You’re going to put paint in bubbles and use the pattern analysis 
to improve growth of our blue-algae?” Padmé asked. Blue-algae 
was an excellent fertilizer. Using it on a limited number of fields 
had nearly doubled their output during Naboo’s growing season. 
It was no secret that if more algae could be grown, the whole 
planet would prosper.

“Well, when you say it like that, it sounds all practical and not at 
all artistic,” Eritaé said. She laughed. “But yes, that is what I am 
going to do.”

“It’s perfect,” Padmé said. “Skill and art and practicality. The very 
fabric of Naboo.”

Eritaé made experimental art out of pigment, air 
bubbles, and algae.

Queen’s Shadow:
It hadn’t been particularly easy to arrange, but Eritaé was
charming when she wished to be, and her paintings of Naboo
forestscapes were of great interest to the Gungans. They gave
her a place to start, at least.

“That’s wonderful,” Padmé said. “Will you still paint?”

It had been Eritaé’s primary medium since she had discovered
her affinity for capturing images. Understandably, no one was
quite sure how it would fare underwater.

“No,” she said, then amended herself. “Well, kind of, I suppose.
The Gungans have a way of growing vacuum. It’s how they
push all the water out of their habitations before they fill them
with breathable atmosphere. I would like to see what happens
if instead of oxygen, the vacuum is full of pigment. It would
make interesting patterns in the water, for starters, but I think
it might also impact how we expand our aquaculture.”



Alderaanian artists are some of the few that 
make art out of media not used in the LG, such 
as air or water.

Queen’s Shadow:
It was a short walk to the terrace, and Breha still pointed out
several different pieces of art that Padmé wanted to come
back and take a longer look at later. She might have lingered
by a particularly intricate water sculpture, but her traitorous
stomach betrayed her and emitted quite a rumble.

…

”We have nothing else planned for the day, if you and your
people would prefer to rest,” Breha said, leaning back in her
chair and holding up her face to Alderaan’s clear sun. “There
will be concerts and tours of Aldera’s galleries, as well as a
trip up one of our gentler mountains to look forward to.”
“…If you could show anyone who would want to rest to their
rooms?” Padmé said. “For my part, I would like to return to
some of the artwork we passed. I get the feeling I could spend
a lifetime looking at pieces here and never see everything.”

They made their way back to the water sculpture, and Padmé
lost herself in contemplation of it. Incorporating shape,
aesthetic, and sound, the sculpture was fascinating from
every angle and equally interesting when Padmé closed her
eyes.

…

“Come,” said Breha. “If you liked the water sculpture, you
should see and hear the air work the artist has done.”

Padmé let the Queen of Alderaan take her arm again. She
followed Breha’s easy pace and was led out onto a new
terrace, though this one was much more sheltered than the
one where they’d breakfasted. The reason was immediately
apparent as soft sounds reached Padmé’s ear. Before she
realized the full scope of the air sculpture, she could hear its
gentle music, soaring under the bright new morning of clear
blue skies and unceasing Alderaanian winds.



Revenge of the Sith, Star Wars v1-47, Darth Plagueis:
In the Mon Calamari ballet, Squid Lake, the dancers float in the 
middle of large spheres of water, which float above the stage.

“Watery metaphors alternated with symbol-laden projection. The experimental
nature of the work seemed to enhance an atmosphere of expectation that hung
over the audience.”

Palpatine and Anakin watched this display of ethereal beauty while 
Palpatine first told Anakin about the Dark Side’s power to being the 
dead back to life, certainly a discordant set of experiences. 
Palpatine also (coincidentally?) saw a Mon Calamari opera the night 
before he killed his master. Note the comic’s reference to the 
magnetite ballet of the mining planet Shu-Torun.



“PRIMITIVE” ART



There are any number of “primitive” cultures and 
folk arts within the SWG. “Primitive” here means 
that they are technologically or economically 
less developed or powerful than the 
Republic/Empire, or they are from an earlier 
period of a current civilization.

More importantly, they share certain visual 
characteristics in their art that connect to what 
European and American artists like to call 
“primitive” in comparison to their own apparent 
“sophistication.”



Clone Wars microseries 3-3&4: Navalaanian cave art. A major plot point in this story is that the cave art 
seems to come alive and act out a dream sequence after Anakin is drugged. Note that the aesthetics are 
similar to cave paintings and also to Native American art, especially the Thunderbird-like figure.



Clone Wars microseries 3-3&4:
Navalaanian body paint aesthetics—these 
snail creatures “paint” a drugged pigment 
on Anakin’s body. Anakin then has a vision 
where the lines come alive and form faces, 
as in the image on the bottom left.

Darth Vader v2-22:
Similar patterns on the walls of Darth 
Vader’s temple on Mustafar.

Both uses of line exist partly within Anakin’s 
mind and partly in reality, and happen in 
locations that are strong in the force.



Vader Immortal: Mustafarian murals beneath Darth Vader’s fortress. Note the “primitive” style, akin to cave 
paintings or very early Egyptian art, compared to the refined statues and medieval-style paintings from 
the same general location, as seen in the Representational Painting and Sculpture sections.



Vader Immortal: More of the same style of Mustafarian murals. Again, the Mustafarians are an insectoid 
race, while the more sophisticated art in the Painting and Sculpture sections of this talk is presumably 
made by or influenced by the humanoids who lived with the Mustafarians.



Vader Immortal: More Mustafarian murals.



Vader Immortal: More Mustafarian murals, but now they take the form of bas-reliefs, a more challenging 
form to create, and the images are also somewhat more sophisticated as well. This could be a natural 
evolution of the art form, or an example of the slow mix of influence from the Corvax family.



Rebels 4-7:
Lothal cave art shares 
some visual similarities 
to the Mustafarian and 
Navalaanian cave art, 
and also moves like 
the Navalaanian art. 
However, it is more 
directly similar to 
Australian Aborigine 
art, and does not 
require drugs to 
experience, just the 
Force.  



Rebels 4-13:
Minister Veris Hydan, scholar of Jedi and Sith art and history, has collected numerous examples of art from 
around the SWG, including some of the Lothal cave art, which he has diagrammed to an extent. You can also 
see the Byzantine-style murals made by presumably more “sophisticated” later artists, which we will see later 
in this presentation.



Doctor Aphra v2-2: the temple of Vaale, a planet with murals reminiscent of the flatness and geometric 
nature of Egyptian and Mayan hieroglyphics, perhaps with a little Bayeaux Tapestry thrown in.



Doctor Aphra v2-3:
Oddly, the Vaale art also includes standard 
representational sculpture alongside its 
more abstracted hieroglyphics.

Note that in the previous slide, Aphra sees 
elements of High Republic iconography in 
the murals, which implies some cross-
cultural seeding. Perhaps we must find an 
even earlier version of this extinct 
civilization to see their “pure” art.



Star Wars Visions: T0-B1: Carved drawings of famous battles in history, on 
the walls of Master Mitaka’s home. Possibly created by his droid T0-B1. In 
this case, the art is more literally childlike (like the work Padmé patronizingly 
commented on from Onderon) than “primitive” in a cultural sense. However, 
visually it is fairly similar to the other art in this category.



Hera’s kalikori from Rebels. A piece of folk art from 
Twi’lek culture, passed down through families like 
hereditary quilts. Each family member adds a new 
piece. In this case it’s not “primitive” in the sense of 
coming from an “undeveloped” culture, it’s just an 
example of a vernacular artform in a “normal” 
culture—which of course puts into question the 
entire concept of being “primitive.”



Star Wars v2-9:
Wookiee sculptures considered for the “Primitive 
Cultures” wing of the Imperial Museum on 
Coruscant. Note the use of the term “primitive” by 
the Empire here. Note also the colonialist and 
racist attitude of the curator:
“the craftsmanship is impressive—especially for those beasts. 
Hard to imagine a Wookiee using anything more delicate than a 
sledgehammer, but I suppose the galaxy is full of surprises.”

Then he says they’re too primitive even for the 
Primitive Wing—
”We will not sully the dignity of this institution by presenting 
work from those lowly creatures.”

It makes you wonder what creatures are primitive 
enough to fit in the Primitive Wing but are not so 
primitive that they wouldn’t offend the eyes of the 
Empire. The curator decides, however, that the 
Wookiee sculpture is nice enough for him to take it 
for his private collection. Clearly not only does 
certain work look like LG ideas of “primitivism,” but 
the Empire foreshadows European/American ideas 
of cultural superiority and their presumption of 
morality while raiding other cultures.



EXPERIMENTAL
ART



The SWG contains a tradition of experimental 
art that is prescient of the LG’s own avant-garde 
and experimental traditions.  This includes 
working with unusual materials, some examples 
of which we’ve already seen, and conceptual 
approaches including things similar to LG 
readymades and appropriation art.

We shall see work that is quite serious, even 
melodramatic, along the lines of Vienna 
Actionism, as well as humorous, satirical art that 
is more akin to Dada or Situationism.



Tastefully displayed on slowly moving pedestals scattered
around the floor were several examples of art that had to be
the work of the late Ves Volette. Sculptures formed of
animate light, they writhed and undulated hypnotically
within their individual containment fields….They shifted
spectra according to how they had been woven, cycling
through various hues and patterns. Each was uniformly
delicate, ethereal, and utterly beautiful.

…

The artist’s finest creations twirled and flashed in
syncopated brilliance. By themselves, they provided more
than enough light to illuminate the end of the room in
which they were displayed.

He moved over to his workbench and activated the
plasmatic flux inducer. An oscillating hum quickly rose to
the edge of hearing; a parabolic cone of blue light, a meter
tall, materialized. Ves fed torsion into it, adjusted the
ellipsis. The flame of plasma twisted and gave a low,
electronic moan….Ves concentrated on the torqued
spearhead of light. He added neon, krypton, xenon; the
plasma flushed red, green, blue. He adjusted tinctures,
spun the result through various arcs.

…

He turned to the uplink terminal next to the workbench; it
was only a few steps away, like everything in the small
studio behind the gallery. The gallery itself was large
enough to hold six of his latest pieces; any more would
seem cramped. Each piece needed its own area within
which to radiate.

Coruscant Nights II:
Ves Volette, a Caamasi artist who we last saw under “What Artists Are Like,” made sculptures out of 
light, which were generated by crystals similar to those used in lightsabers.



Coruscant Nights II:
More on Ves Volette’s light art.

“[The room had] a riverstone–surrounded fountain in the
center that could spout water, fire, or any of a dozen
other entertaining visual enhancements, according to the
whim of the dwelling’s occupants. At the moment, it was
spraying a deep orange liquid. Off at the far end of the
chamber were now three now nearly priceless Volettes,
each dancing and contorting to its own individual coding.
They supplied all the illumination the chamber needed.”

“Once the [Compressed Energy Crystal] is removed from
a Volette light sculpture, it collapses. It cannot be
restored, certainly not by replacing the energy source.
One can have an image repainted, reholoed, retooled, or
a carving of some solid material reproduced. While not
the original, an excellent copy might be so obtained. But
once a Volette light sculpture is deactivated, it becomes as
dead as the unfortunate artist himself…”

“You would get an amorphous blob of light. That’s all.
Maybe with color, according to the design. But the shape,
the dance, the aesthetic, would be lost forever.”



Coruscant Nights II:
Volette’s art is worth looking at for reasons 
other than his experimental material and power 
source. Volette is a Caamasi, who have “memnis” 
visions:

“…a primordial, ingrained aptitude coded in the Caamasi
genome, unique to the species. They typically occurred at 
times of great stress, and were nearly always linked somehow 
to the stressor….Caamasi typically shared these grief 
memories with others of their kind, in an attempt to spread, 
and so dissipate, the sorrow. What he was feeling right now 
were the memnii of millions of others of his kind, a wave front 
of agony, confusion, despair, and disbelief that transcended 
time and space.”

Volette had a powerful memnis vision of his
species being almost entirely exterminated by
the Empire. This led him to a new series of work.
Note the way this fits in with “What Artists Are
Like”—that is to say, artists are perceived as
being motivated by emotion and sublime visions,
which are more important than things like an art
career. Recall also Volette’s opinion on the
universality of emotions across species, as seen
in the introduction to this presentation.

“Simplicity—that was the key, of course. The emotional power
lay in that….He was building a cairn.”

…

“Tonight,” Dejah said, “will be the crowning achievement of
your life and your art—thus far, at least. You can’t allow
anything to distract you.”

“Not even a genocide, Deej? Not even the extermination of a
species? My species?”



Darth Vader v2-21:
Over the next few slides, we shall consider the work of 
an artist who is usually thought about due to his work 
in other spheres, such as the Force and mass 
murder: Darth Vader.

The scenario begins with the fact that Vader wants to 
make a new base of power for himself, separate from 
the Emperor’s throne on Coruscant. Darth Sidious, 
who is a longtime and deep connoisseur of art as we 
shall see under “Art Collections,” recommends an 
Imperial architect, Colonel Alva Brenne, for her 
”appealingly brutal aesthetic.” This is an interesting 
insight into the Emperor’s mindset and the existing 
aesthetics within Imperial era architecture, but the 
real reason we are looking at these panels are her 
thoughts about Vader’s aesthetic, a subject which 
rarely comes up in the literature:

“A great artisan can get the client what he wants even when the
client has no idea what he wants. Especially then…The question
is…what is “wonderful” to Lord Vader?...Originally I was thinking
he’d prefer a minimalist approach…but then I see this ship of his…A
lovely vessel. Museum-worthy, really. As a student of design, it’s
incredible to see one up close. And absolutely the last thing I would
ever expect Lord Vader to possess.”



Darth Vader v2-21:
On their way to 
Mustafar with Colonel 
Brenne, Vader semi-
crashes this pristine 
ship, which of course 
belonged to Padmé. He 
enters the atmosphere 
without shields, at 
great risk to all inside.

Being the consummate 
pilot that he is, he 
lands it safely in the 
end. 



Darth Vader v2-21:
When they exit, we see why he nearly burned up 
the ship: he wanted to refit its exterior to better 
fit his aesthetic. His self-hatred, which arises 
because of his actions against Padmé on this 
very planet, forces him to revisualize himself via 
his ship, much like car enthusiasts in the LG 
might modify their cars. Vader’s actions here 
clearly indicate his artistic intent in so far as his 
ship’s exterior goes.



Darth Vader v2-21: Returning briefly to Colonel Brenne, we see that she takes this artistic gesture to heart 
and begins designing Vader’s castle. She incorporates both the local landscape and Vader’s ideas, 

although she continues to have a somewhat 
condescending attitude towards clients, 
somehow ignoring Vader’s decisive action 
and instead somehow assuming he will be a 
fussbudget. Brenne does not find success, 
and Vader turns to Darth Momin for his 
architectural plans, as we will see later.



Vader’s transformation of his 
ship is not his only artwork. 
Witness Boba Fett’s fan-like 
adulation of Vader’s artistry, 
in Shadows of the Empire 1, 
seen on the right:

“Not just a prisoner—you’re more
than that. You’re a work of art… Man
in Carbonite—a masterpiece by Darth
Vader!”

Clearly, the morality of his
artwork aside, Vader is a
notable figure in the artistic
avant-garde of his time.

Fett reiterates this opinion in 
Tales from Jabba’s Palace:

“This finely rendered carbonite
sculpture, the person of Han Solo?
No. What I brought you today is art.
Art created by the Dark Lord that
happened to use Han Solo as
material, like another artist might
shape clay.”

“The grimace is…quite wonderful.”

“And the hands…Let’s us two admire
the hands together. I like them, they
show the quality of the Dark Lord’s
work.”

“Rather…rather. One sees Solo’s final
moments of fear in them.”



Master and Apprentice features a group of “performance art terrorists.”

Led by ex-dancer Halin Azucca, they call themselves The Opposition. Originally they were an absurdist 
group similar to the LG’s Fluxus or High Red Center, but later they took on pointed political opposition to 
the local planet’s relationship to a galactic corporation. They were later framed by seditious people from 
the planet, who falsely created much more deadly performances in the name of the Opposition.

“You see, the Opposition didn’t begin as a terrorist group.
Apparently they were originally a…performance art troupe.”

Neither Qui-Gon nor Obi-Wan said anything for a long
moment. Finally Qui-Gon managed, “You’re serious.”

“The galaxy is big and strange,” Kaj said with a sigh. “Anyway,
the Opposition would put on these political plays or erect
vaguely rude statues overnight, that sort of thing. Their leader,
a woman named Halin Azucca, apparently specialized in
interpretive dance before she got into explosives.”

…

Qui-Gon asked, “What exactly does the Opposition want?”
”It’s a bit mysterious, honestly. They issued big
pronouncements at first, sometimes in verse. But when the
attacks became more violent, Halin Azucca took the
Opposition underground.

Master and Apprentice regularly makes fun of 
the concept of performance art. Clearly the 
general populace of the SWG thinks 
performance art is just as ridiculous as the 
populace of the LG.

On the other hand, the book also communicates 
the Opposition’s actual artwork quite clearly 
and effectively, perhaps indicating that the 
story’s transcriber has some sympathy for the 
art form after all.



Master and Apprentice:
More examples of how the book makes fun of 
performance art (underlined). It’s notable that 
even a serious person like Qui-Gon, who normally 
would not condone putting people down, clearly 
finds performance artists risible.

This quote also shows an example of the story’s 
transcriber showing their understanding of 
performance art, and experimental art overall, as 
they have the usually contrarian Jedi Rael 
Averross provide an insightful explanation of 
what the Opposition is trying to do: finding 
serenity through destruction.

“We should discuss the Opposition, and their leader, Halin
Azucca,” Qui-Gon said. “Performance art terrorists—now I’ve 
finally seen everything.”

…

[The Opposition members] could’ve been mistaken for
theatrical performers, were it not for the holster belts they
wore, heavy with sheathed blasters and other weapons.
But they were performers, after all. This was probably the only
performance troupe in the galaxy ever to turn to terrorism.

“Qui-Gon asked, “How much can you tell us about the
Opposition?”

“They were actors, of a sort, before they turned to terrorism.”
Fanry held out her hands, as if helpless. “Performance artists,
whatever those are.”

Orth interjected, “Halin Azucca had this one show where she
wore this enormous white fluffy…thing, about four meters
across, and invited audience members to cut off bits of it to be
clouds in the sky she was painting. Apparently this counts as
art.”

“It was about the paradox of findin’ serenity through
destruction,” huffed Averross. “Think about it.”

…

“[Security would] check the areas for weapons, but not for the
kinds of things we planted, like holos and signs.”

“And balloons.” Qui-Gon signed. He now had to prove the
innocence of a group of performance artists. He remembered
Chancellor Kai saying, The galaxy is big and strange.



Panic had broken out one night when the moon of Pijal rose in
the sky—no longer golden-green but a stark, ominous red. The
Opposition turned out to have extensively seeded the moon’s
atmosphere with a harmless chemical that would disperse
within a few days, but ensured the moon would remain
crimson the whole time. One the next morning, an ominous
message was discovered painted on one of the larger temples in
the capital: CAN YOU FORGET US NOW?

…

Pijal had been building a magnificent Hall of Assembly to
house its new representative government, an entirely spherical
structure with a mirrored surface, which would appear almost
invisible until sundown, when the last days of light would
make it burn like another star. Security cams captured the
moment late at night when the mirrors turned cloudy, then
totally grey, then crumbled to dust. Only later did investigators
determine hat nanotech had been planted inside, and had
devoured the building’s framework from inside.

Master and Apprentice: examples of early
art/pranks by The Opposition.

Eventually [an astromech droid] began playing holograms of a
dance performance outside a temple, one with Halin Azucca
twirling in the middle of it all. Several of the other members
danced alongside her as the crowds watched.

“This is the kind of thing we came together for,” Halin said.
Her expression was wistful. “Political art. Acts that might uplift
the spirit while they informed the public. We staged shows in
public places, played pranks, did whatever we could to get
attention. But we never, ever hurt anyone. That’s the last thing
any of us wanted.”

“And yet the violence has escalated to bombing,” Obi-Wan
pointed out.

“That’s not us!” scoffed a younger Opposition member. “Reckly
over there? He’s a drummer. Bajjo focuses her eye-lenses to
create abstract holos. I trained as a puppeteer. Do you seriously
think I’d know how to build a bomb? That any of us would?
We’re artists.”



“We’ve received reports—” Deren began, but the
shouting got even louder. He shoved his scanner towards
Averross. Above it hovered a grainy hologram of Halin
Azucca. Although he couldn’t hear what she was saying
over the din, her words appeared under her face: AS WE
APPROACH THIS CHANGE IN GOVERNMENT, IT IS
NECESSARY FOR ALL VOICES TO BE HEARD; FOR
ALL VOICES TO BE HEARD, WE NEED THE TRUTH
TO BE KNOWN; THE TRUTH ABOUT THE
OPPOSITION CANNOT BE KNOWN IF THE PALACE
REFUSES TO LISTEN. I KNOW OF ONLY ONE WAY
TO MAKE THEM LISTEN.

The noise from the crowd became deafening. Averross
looked up from the hologram to see people parting in a
wave to reveal Halin Azucca herself, riding on a richly
decorated mobile stage that hovered a few centimeters
above the ground. She wore extravagant green robes as
though she’d been invited to the coronation ball, but she
kept her hands raised above her head.

Beneath her hologram appeared the words: I
SURRENDER.

Master and Apprentice: some of The Opposition’s 
later work. Note that in addition to being 
experimental art, they also fit under “Street and 
Protest Art.”

Bubbling water disrupted the waves [of the sea]…the bubbles
popped as an enormous black sphere emerged from the waves
and rose into the air.

Qui-Gon’s alarm shifted to bewilderment. The intruding force
was…a balloon?

The balloon’s upward journey stopped short when its cable
tether reached its limit. That tug of resistance made the black
surface shimmer, then shatter into dust swiftly blown away by
the ocean breeze. Now the balloon was revealed as white, with
a message painted in red letters at least two meters high:
END TYRANNY! END CZERKA!

After that, nothing….It had been no more than a harmless
protest prank—the sort of thing the Opposition had been
known for in the beginning.



FORCE-BASED
ART



In addition to the kind of art that anyone could
make, Force-sensitive individuals in the SWG
also made art using the Force.

This work included some of the more
experimental (and unethical) work by SWG
artists.



Dooku: Jedi Lost and Star Wars: Jedi Temple Challenge
Jabe Rann (pictured), Wishan, and Velecktra are all examples of Jedi force-sculptors, who manipulate matter 
directly using the Force. This is a straightforward example of Jedi using their powers to replicate standard 
art-making processes (e.g., using telekinesis to sculpt inert materials for aesthetic effect). Other examples will 
use the Force in more creative (and sometimes diabolical) ways.



Star Wars Tales 19:
Cronal, a.k.a. Perek, created 
“Stygian art” using cybernetics, 
Sith alchemy, and the Sith 
Force power mechu-deru
(technology control) to merge 
organics and machines with 
nihilistic intent.
“Welcome to my Empire
of art!...Soon my art virus
will rebuild the entire
galaxy!”

…

“Terror is art! Art is the
new Empire!”

…

“Flesh will be
deconstructed into fuel.
Machine will be
reconstructed into art.
Art will transform the
galaxy!”



Tales of the Jedi: Dark Lords of the Sith 3:
Exar Kun talks with Freedon Nadd on Korriban, in a tomb of many Sith Lords, their 
bodies preserved by their power, essentially turned into statues both physically and 
aesthetically. The tomb also contains a monument of vanquished enemies, made of 
a crystal that imprisons Jedi spirits. Note how this is not just any prison; it is visually 
set up in a beam of light from above to maximize visual appeal. It is art and torture.



Rebels 4-12 & 13: Paintings of Loth-wolves on Lothal which, upon 
application of the Force, move around in an animated fashion on the 
wall, and activate an interdimensional portal. The World Between Worlds 
(the dimension on the other side of the portal) contains analogous 
images. A different style of Lothal cave art was seen in “Primitive Art.”



Rebels 4-12 & 13: More force-reactive Lothal paintings, 
this time of the Mortis gods. Each figure moves in its 

own way. The inscribed 
stone on the upper left 
is a key, explaining the 
important parts of the 
painting. Note how the 
paintings presage LG 
styles, such as 
Byzantine painting and 
illuminated 
manuscripts. 



Darth Vader v2-22: Darth Momin is probably the preeminent Force-based artist. Like many serial killers, Momin 
turned to the torture of animals as a child. Unlike them, he considered this art. His work engaged in intentional 
ethical boundary-pushing to gain a response, much like the Vienna Actionists or the Chapman brothers (for 
example) in the LG. His philosophy, while repellant, is clearly formulated: “If people feel nothing when encountering 
something you created…then you have created nothing. Pain and fear are the purest of all emotions, because they are the first we feel—at the 
moment of birth. They are a reduction, a reversion to our most fundamental, animal, selves. Before we are anything, we can hurt. We can be 
afraid. The work should bring its viewers to this place. A successful piece makes anyone who sees it…an animal.” Note that while Momin 
and Ves Vollette (who worked to commemorate the holocaust of his people) are ethically diametric opposites, 
they agree that there are universal (cross-species) feelings that can be transmitted through art.



Darth Vader v2-22: Presenting himself as a classic misunderstood and tortured artist (ironically, considering 
his medium), he felt that his imprisonment showed that he was successful as an artist. He calls himself a 
“sculptor of the mind,” similar to how LG artists like Joseph Beuys used art and lectures to shape their 
audience’s minds in an LG genre known as “social sculpture.”

Indeed, many of Momin’s credos could be unknowingly adopted by an LG artist because of their motivational, 
self-help feel, like, “Never believe any of your creations are perfect. Only believe the next one could be.” Momin seems quite 
insightful as an artist—he is ironically just missing the humanity he seeks to communicate.



Darth Vader v2-22:
The intended pinnacle of Momin’s work 
was a plan to burn a city, and then to use 
the Force to freeze it at the moment of its 
greatest collective pain, again focusing 
on his concept of certain universal 
feelings—

“an eternal shrine to the Dark Side, my
masterpiece.”

This shares some similarities to the focus
on aesthetics and pain in the frozen Jedi
spirits in the Sith temple on Korriban.

Momin’s grand plan was stopped by the
Jedi and he was killed. However, his spirit
could possess anyone who touched his
helmet. Much later, Darth Vader had
Momin’s spirit design his fortress on
Mustafar, as we shall see in the next slide.
There, Momin utilizes his iterative “believe
in your next work” philosophy to make
numerous models for Vader until finally
succeeding.



Darth Vader v2-23: 
Momin’s iterative models.



Darth Vader v2-22 and 23:
Even everyday 
Stormtroopers could 
appreciate the visual 
interaction between the 
Force and Momin’s final 
design, which acted as an 
antenna for the Dark Side.

Ultimately, Momin took his 
Force-connected art to 
passionate but immoral 
extremes, believing in 
himself so much as to think 
that Truth, Art, and Momin 
were essentially synonyms.

Vader brought Momin’s 
helmet back to the 
Emperor’s art collection and 
Momin’s spirit returned 
once more, as we’ll see in 
the next section.



ART 
COLLECTIONS



The story of art is, of course, not told only
through individual artists. A culture’s approach
to collecting and exhibiting art is also an
important marker in showing how it conceives
and values art, as well as how it uses art as a
signifier of power and influence.

The collections seen here have vastly different
purposes, from acting as a purely commercial
site to a purely cultural one, from a way to show
off how cultured one is to a way to conquer alien
species.



Ghosts of Dathomir:
The SWG contains auction houses, 
much like the LG, where the 
monetary value of an artwork is 
paramount.

The Toydarian Walisi runs the 
auction house known as Walisi’s
Elegant and Exotic Artifacts.

Here he stands with Tragic Hope, a 
representational sculpture of a 
humanoid holding a large Force-
sensitive gem from the Dathomirian
Nardithi cluster. Tragic Hope is both 
an artwork and an object of great 
Force power.

The sculptural part of Tragic Hope 
was created by the Corellian Force-
sensitive sculptor Quek Rai. It later 
became embroiled in a complex 
robbery and resale scheme, 
although more because of the power 
of the gem than its value as an 
artwork.



Galaxy’s Edge 4:
Dok-Ondar's Den of Antiquities is a 
location in the Outer Rim of the SWG 
where the Ithorian owner sells art and 
artifacts, including through the black 
market.

In the LG, Dok-Ondar’s store has been 
replicated as a gift shop in 
Disneyworld, where humans can buy 
reproductions of some of the works 
seen in the SWG. Several of the 
artworks in this presentation have 
been seen in one or both of the Den 
of Antiquities, including work in the 
next few slides, such as the Masthead 
of Xim the Despot, the Four Sages of 
Dwartii, and the bas-relief of the 
Great Hyperspace War.

Note the similarity of the statue of the 
woman to the man holding a sphere 
in the halls of Coruscant.



Solo: A Star Wars Story and War of the 
Bounty Hunters 4:
The Crimson Dawn criminal syndicate 
bosses Dryden Vos and Qi’ra both had 
small art collections in their office. We 
can see some of the same artworks in 
both leaders’ spaces, including the 
Masthead of Xim the Despot (also seen 
in Han Solo and the Lost Legacy) and
Dancing Goddess (also in Marvel’s 
original Star Wars and Crash of Fate). 

Qi’ra also had at least one other gallery 
on her ship, as we saw earlier under 
“Abstract Art.”

Both Dryden and Qi’ra presented 
themselves as cultured individuals, so it 
is possible they collected and preserved 
the work for their own aesthetic 
pleasure. It is also likely that they used 
the work to convey status and prestige 
to others in their field.



Crimson Dawn 3:
More of Qi’ra’s art collection, which she 
reveals is mostly related to the Dark 
Side, and some of which she inherited 
from Maul. This collection, which is seen 
here in an earlier state than is later 
seen on the Vermillion, is a mix of art 
and utilitarian artifacts.



Doctor Aphra v2-1:
The massively-rich Ronen Tagge buys and 
destroys artworks so he can be the last one who 
touched them. His collection—more of a process 
or idea than a physical location—exists purely 
for its unique cultural currency.



The Queen’s Peril:
Naboo’s culture has a strong emphasis on art. 
This can be seen in the royal art collection, as well 
as Padmé’s connoisseur-like reaction to it. Padmé
had the same reaction to the art of Anderaan
when Queen Breha Organa showed Padmé
around, as seen under “Nature Art.”

Sanandrassa [the previous queen] pointed out various artwork
[in the Naboo palace] as they went along so that Padmé could
gawk in a polite way.

“You may select your own pieces, of course,” Sanandrassa said.
“Especially if there are artists you are interested in.”

“It all looks magnificent,” Amidala said. “Changing a single
piece would ruin the effect.”

“Perhaps,” Sanandrassa said. “But keep the idea in mind.
Sometimes your control of your surroundings is all you have.”

Padmé never, ever intended to be pushed that far. Still, a bit
more blue might be nice. And there was a girl in the southern
province who was doing amazing work with water sculptures.

Note the reference to water sculptures in the 
previous quote, and Padmé’s consideration not 
only of the artworks, but of the effects of curation.

Padmé’s mother, Jobal, also treasured the 
opportunity to see the palace art collection. 
Normally, one might think a royal art collection on 
an art-obsessed planet like Naboo might exist for 
the good of the people, but the following implies 
that the best artworks were in fact kept only for 
viewing by the queen and her immediate retinue.

The private apartments in Theed’s palace were very, very rarely
open to the public. For security, and other reasons, little was
known about their appearance, but there were rumors that they
held some truly great pieces of art, and Jobal was highly
interested in that sort of thing.



The Queen’s Peril:
As noted earlier in the section on the artist Darth 
Vader, Sheev Palpatine is a sincere, lifelong 
devotee of art. He has a significant collection as 
Chancellor, and thinks deeply about how he 
wishes to curate and present his collection, 
including such questions as a part versus the 
whole—similar to how Padmé considered the 
royal Naboo collection.

Senator Palpatine’s office in the Republic Senate building was
fairly standard….He’d decorated the room with various works
of art he’d picked up on his travels as a young man, each piece
carefully curated despite the fact that the average museum
docent might think them merely a collection of junk. The
overall effect was professional and just intimidating enough
that he rarely had to host meetings in his own space.

…

The Senate was stalled on matters he didn’t care about…He
was reduced to looking through his catalogue, flicking past
entry after entry of artwork he had in storage because he
lacked a place to put it.

He froze the screen on a black statue. At first glance, it was
barely carved at all and hardly worthy of attention. But if one
knew the history of Yonta Prime, and he did, one knew that the
deep black surface of the statue absorbed light better than
almost any substance in the galaxy. It was one of his favorite
pieces. He had never had the space to keep anywhere other
than his storage facility.

He mentally measured his office. No, it was impossible. The
statue would make him look like a careless collector who didn’t
care for order as long as the piece pleased him. He refused to
give in to clutter.

…

He made arrangements for the statue to be packed up and
shipped to his residence or Coruscant. He could keep it there
for a short whole, and then he would have all the space he
needed to put it on display.



Attack of the Clones and Revenge of the Sith:
Palpatine’s interest in art is not totally innocent, 
however. He also specifically collects Sith-related art 
and artifacts, sometimes displaying them directly in 
public. These statues of the Four Sages of Dwartii
are not directly Sith, but are said to have been 
connected to political controversy and possibly the 
Dark Side to some extent.



Revenge of the Sith:
The bas-relief of the Great Hyperspace War is 
somewhat more of a direct reference to the Sith. It 
was originally owned by Darth Vitiate, and depicts 
a battle between the Jedi and Sith, a battle where 
Palpatine clearly sympathized with the latter.

Palpatine could have been satisfied with the 
material power of commanding the galaxy, and the 
metaphysical power of being the most powerful 
Sith Lord in history. But he took the time to care 
about what art he surrounded himself with, first 
collecting it from around the galaxy and then 
choosing where it would go, as an outward signal 
of his acculturation and as a private signal of his 
interior identity.



Lando v1-1:
At a certain point, 
Palpatine stored all his art 
on a ship in space--a 
floating repository of his 
huge collection. Momin’s 
helmet was stored there, 
and took over some 
guards when Lando tried 
to rob it.



Lando v1-3 & 4
This ship is where Palpatine hid his artifacts that came directly from the Sith. These include some artworks by 
Darth Momin, whom we saw under “Experimental Art.” It is interesting that Palpatine felt the need to keep some 
of this work hidden even while he put others on display.



Rebels 3-10: Grand Admiral 
Thrawn is another major 
Imperial art collector. He 
collects different species’ 
art because it helps him 
understand them culturally, 
which in turn helps him 
defeat them in combat. Here 
we see holos of the mosaic 
portrait of Hera Syndulla’s
family, the Mandalorian 
Cubism mural, and primitive 
Loth art.



Rebels 4-15: Admiral Thrawn also has physical artworks in addition to his holo collection. Here he has 
either a bas-relief or a painting of the Force-draining Ysalimiri creatures.



ART,
ECONOMICS,
AND
COLONIALISM



The narrators of the SWG describe aspects of 
the economics and commerce of art in 
surprising detail. Transitioning from our last 
section on art collections, there are also some 
clear passages detailing the colonialist effects 
of art collections and art commerce.

See also the quotes about Ves Vollette in the 
first section, “What Artists Are Like.”



Doctor Aphra  v1-35:
Minister Pitina Voor, Chair of the 
Coalition for Progress, which we last 
heard of in the section on Imperial 
propaganda, created this “Gallery of 
Peace” to show off trophies that 
theoretically come from cultures 
joining the Empire of their own will, 
but are really the result of forced 
Imperial annexation and oppression.

Note the Twi’lek kalikori, among other 
items.



Star Wars 9: Needle argues for the cultural repatriation of his Quermian culture’s art from the Imperial 
Museum (we last saw its curator speaking disparagingly about Wookiee art under “Primitive Art”).
“Ah, you’re one of those. This museum is dedicated to keeping the cultural treasures of the galaxy safe…we are better at protecting your
heritage than you are. If you deserved to keep this, then you’d have it.”

Clearly, the SWG had the same problems now found in 
the LG, where imperialist powers feel condescending 
towards “lesser” cultures, but also feel that those lesser 
cultures’ art is worth stealing and showing in their 
museums without the permission of the other cultures. 
It’s possible that there might be a valid way to show the 
best art of the galaxy in one place, but clearly the 
Empire’s approach does not rely on cultures’ consent.



The artists born on Jafan often leave to live on 
Naboo where they can have more success, a form 
of culture drain. Similarly, the people of Naboo 
often go work on Karlinus to make quick money 
and then go back to Naboo for their real career.

The Queen’s Peril:
“Jafan has been on its own for nearly three centuries now. We
know that we are not as well established as Naboo, but there is
no doubt that we have our own culture and our own traditions.

“Did you know, Your Highness, that there are over three
thousand Jafani citizens on Naboo right now, present company
excluded?” Padmé did know this, but understood why Harli
would say it out loud. “Furthermore, almost all of those people
are artists. We are bleeding culture, my friends, and it’s all ending
up here.”

Harli went on, giving the specifics about the demographics and
disciplines of the artists who were leaving the planet. The
problem was not that Jafan had no interest in its own culture, but
rather that Naboo had similar interests, as well as more potential
consumers. It was, put simply, more lucrative to be a Jafani artist
on Naboo than it was to stay home.

“Please correct me if I am wrong,” Amidala said when Harli had
taken her seat again. “But it sounds like this is a matter of
accessibility and trade. If we can make it easier for people and art
to move between planets, would that help?”

“It would be a start,” Harli said. “Unfortunately, most forms of
Jafani art aren’t exactly portable.”

Padmé remembered something about chalk scrapings on
hillsides and vast rock structures that could be seen from low
orbit. Landowners could commission the work, and then the
Jafani artists would incorporate the landscape to make drastic
statement pieces.

(Note the Nature Art, above.)

…

“At one time, movement of people between Naboo and Karlinus
had been quite common: Karlinus was a good place for artists to 
make money working the silk and tea harvests, and Naboo was a 
good place to set up a studio once an artist had acquired a bit of a 
nest egg.”



The Queen’s Shadow:
[Eirtaé] had brought several of her pieces for Padmé to see,
and Sabé insisted on buying one of them, even though she
currently had nowhere to put it.

“I’ll ship it to your parents’ house,” Eritaé told her.

Master and Apprentice:
Instead of running for re-election, [Chancellor Kirames Kaj, 
a Togrutan, had] announced that next year she’d return to 
Shili and found an academy for the arts.

The Queen’s Peril:
“Your Highness,” Panaka said, interrupting [the retiring 
Naboo queen] Sanandrassa’s description of the school for 
weavers she planned to found.

Now transitioning to basic art economics, one 
SWG story describes the common LG challenge 
of finding a place to put art, and also casually 
mentions art shipping.

Prominent SWG politicians create art schools 
when they retire surprisingly often, including 
both the former Chancellor of the Republic and 
the former Queen of Naboo.

While I did not include quotes about it, it was 
very common on Naboo for someone to go 
away to boarding school for art, often for years 
as an early teen. Art, then, is something that 
can be learned in school in both the SWG and 
the LG.



Coruscant Nights II:
Various discussions about the collectability and 
pricing of artist Ves Volette’s work, before and 
after he died.

“From the moment I encountered his works I knew I had to
have one,” the Baron said. “The first led to a second, the
second demanded a third to offset its shape and style, and by
the time I determined to purchase a fourth and fifth, I
counted myself not merely a patron of Ves Volette, but his
friend.”

…

“I would no more destroy a piece of Volette art than I would
surrender a limb. …I do not have the right. Maintenance of
the Volette sculptures is more than a joy, now. It is an
obligation.

“For example,” I-Five suggested, “someone who owned a
surfeit of an artist’s work would stand to profit substantially
by his death, if his passing subsequently raised the value of
that individual’s work.”

…

“That certainly might be so. In the case of Ves’s work,
however, he has not been dead long enough for the market to
be thus affected. And I treasure even the least of his pieces in
my possession and have not the slightest intention of selling
any of them, so their monetary value is of only peripheral
concern to me.”

…

“The artist’s price has gone way, way up since his death. And
each time it goes up, Shulf ’aa raises his asking price. It’s a
fairly straightforward piece of commercial brinksmanship.
He keeps hoping that one day a buyer will pay at the top of
the asking bid.”



A FEW MORE 
ARTISTS TO 
LEAVE YOU 
WITH



Other Artists of Note:

• Zutton: a Snaggletooth artist on Tattooine.
Wizards of the Coast RPG.

• Janyor of Bith: a fine artist and a propaganda illustrator for both 
the Empire and the Rebels [?]. Four-time winner of the Xephi Sep 
award (see Sep).

Sabine wanted to make moss art like his. 

Jaynor said, “Art is a reflection of civilization. So is war. Art in the 
service of war is doubly so.” Star Wars Propaganda book.

• Palo Jemabie: an early love of Padmé and her fellow member of the 
Legislative Youth Program on Coruscant. He later became an artist. 
He was sent into a labor camp by the Imperial Security Bureau, and 
later made work for the Rebel Alliance. Star Wars Propaganda book.

• Coba Dunivee: a COMPNOR propagandist for the Empire. She was 
arrested for false sedition charges after being seen as ineffective. Star 
Wars Propaganda book.

• Mos Kanata: a painter, poet, and art collector. Star Wars: The Visual 
Encyclopedia.

• Xephi Sep: made Kinesculpture. An award was named for 
him. West End Games RPG.

• Kinesculpture may be related to Kinetic Art, of which Darth 
Vectivus was an admirer. Legacy of the Force: Betrayal.

• Pixolga: a member of the Anti-Artist League. The Pixelito
Art Guild hired Jango Fett to kill him because he claimed that 
art by animals (Nexu) was not real art. Star Wars: Bounty 
Hunters video game.

• Venthan Chassu: Thrawn was a fan of his work, including 
his Selenian Nude Studies. Created a public holopainting, 
Palpatine Triumphant, and also a well-known piece of 
Palpatine propaganda, Do Not Bind His Hands. Was involved in 
a spat with critic Faswald Vorsuble. Star Wars Galaxies
MMPORG.

Choster: a forger of holopaintings.  Star Wars Galaxies 
MMPORG.

• Ketsu Onyo: a graffiti tagger. Star Wars: The Visual 
Encyclopedia.


