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Beyond the Display

Phenomenal Art and Design in the 21st Century
Edited and Written by Mika Iwasaka

The visual arts and scientific technology have a long history of close ties. It is nothing new for technology to be helping
collaboration has tended to stay in the shadows. In the past, and still today to some extent, mystifying the methods fo
ephemeral standards—as viewers want to be bowled over by the artist’s individual prowess.

Looking back at the history of the visual arts, for a long time paintings in the Western canon sought to create a visu:
to life. With portrayal as the undisputed aim of art, it is no wonder that the level of realism acted as an important benc
the architect Brunelleschi invented a method for representing linear perspective, which was then systematised by the ar
in the front larger and those in the back smaller in proportion to the vanishing point. Perspective drawings create a fe
people reinterpret what they see around them using their sense of perspective. When painting thus became able to ex

We have only gradually come to understand that contemporary technology has underpinned realism in painting at
seventeenth century, Vermeer used a device called camera obscura—|atin for darkened chamber, or, more simply, dart
the dark interior of a box. The camera obscura is said to be the precursor to the photographic camera, and indeed, comy
of interiors and people resemble modern photograph-based works. By filtering the gaze through a machine or lens tt
instruments undoubtedly played a vital role in the innovative compositions of Vermeer’s paintings. However, compositi
seen in the use of a lapis lazuli-based ultramarine, and his way of creating contrast, for example by juxtaposing the b
that set his style completely apart. Even his compositions, though drawn from optical instruments, radiate a mystery t
century, of photographic technology: a machine would be developed that used chemicals to capture the vision seen
technology while affirming their artists’ unique style seems to as strong today as in past centuries.

21HRICH T2 WROT - THM smctias BNN
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* Wind, projection, 3D scanning, silk, custom software [HLSL, VVVV]
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Inspired by the two moons in Haruki Murakami’s novel 7Q84 and by
astronauts planting flags on the lunar surface, this work creates
‘another moon’ on a thin silk screen. The wind-blown fabric hanging
in the air is filmed by 3D camera as it billows back and forth.

This image is superimposed on the projected outline of a lunar globe
cross-section, causing a moon to slowly take shape in the air.

While the naked eye cannot immediately perceive the spherical form,
long exposure of between ten and thirty seconds makes the floating
moon visible. This work fuses photography and programming,

old and new technologies, to capture a moon from another world.



53



	Beyond the Display_01
	Beyond the Display_02
	Beyond the Display_03

