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Digital Art and Engineering in Our Works

Toshihiro Anzai®, Rieko Nakamura®
*Artist, " Artist
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Digital art is an activity that utilizes computer and network. Traditionally, one picture has
a value only on what it is displayed. However, in digital art, the processes of how it is made
and how it makes the appraiser gives impression are important. Additionally, a synthesis of
the technology that combines the techniques and devices is also important. As the technology
evolves, it is necessary for us to evolve method of production and‘ expression.

We have produced the creation system that has characteristics of digital art. We started it as
a cooperation work of art and engineering. Now, it becomes vague in a boundary line of art
and engineering. We make clear the importance and subjects of the cooperation between art
and engineering by introducing actual examples of our production process. At last, we show a

plan after now. -




