


D．収E TO BE DIGITAL 

matrices, etc.) clearly has no meaning for most people. The heart of this'black box' is the des
tiny of technology."41 People click things with the mouse to discover what happens on the 
monitor, and the result is a mystery to them. They wonder what the computer is. 

Fuj�ata �t�empte� to an��er the question ‘、What is the computer?’' through his own work
He explored the medium of the computer conceptually. He began with the concept in mind 
and created a series of work with that as its basis. Each series was different from the next, be
cause each concept had a unique result. Different output methods also influenced variations 
in his style - for example animations, stills, stereo-lithographic sculptures, etc. Fujihata's work 
could be very philosophical, with undercurrents of meaning, or it could simply be an expres
sion of his personal reaction to something. Much of his work was a pun, a joke, or a comment 
on the state of the arts. He created a computer algorithm with which to express his concept 
visually. The algorithm was the expression, and the output the result. In the latter half of the 
咽os, Fujihata's work became intricately and comple:xly interactive, allowing him to carry on 
his exploration through dialogue with the machine {see chapter 8}. 

FROM ANALOG TO DIGITAL: NAOKO TOSA 

Naoko Tosa is unique as an artist. As a female artist inJapan, her assertiveness and firm com
mitment to her profession were also unique. She was influenced by Y oichiro Kawaguchi, the 
preeminent pioneer computer graphic artist in Japan, but not so much by his art as the way he 
conducted himself as an artist. Like Kawaguchi, Tosa created works of art by coordinating or 
collaborating with other artists or scientists, and her ability to direct was an art in itself. 

Tosa began as a video artist, but incorporated computer graphic effects into her work from 
early on. For each of her video works, Tosa pursued what she called a "theme" that was based 
on feelings, emotions, or psychological states. Her themes concerned things that cannot be 
seen by the eyes - things that were "invisible." She simulated f皿iliar feelings through vaguely 
related symbols and abstracted images. In the early part of her career, she was not afraid to 
experiment with new technologies and techniques to visualize the invisible. Her ideas were ex
citing and new as she combined concept with technique in simple, but innovative ways. 

Tosa's work can be found in many exhibition catalogues concerning video or electronic art. 
Two of these catalogues are of curated exhibitions at the O Art Museum, a cutting-edge con
temporary museum in Tokyo. The first of these catalogues is Arts On Computer r9肋，which
concerns experimental computer related artwork (and also includes Fujihata's work). Several 
stills from Tosa's video works Trip, Energy and Ecstasy are found in the catalogue along with 
the artist's comments about the theme and construction of her work. The second catalogue is 
Anime Shinkaron(T'heoretical Evolution of Animation) 1988, and contains sequential still images 
from two ofTosa's early experimental films, Mediti 1982 and Ishiki ka no Kodou(Beat Under Con
sciousness) 1⑭3. An important catalogue containing Tosa's work with a brief analytical essay in 
English is Pガvate Visions: Japanese Video Art in the r98 os, published by the Japan foundation in 
1990. 

Tosa was born in Fukuoka City, Kyushu in 1961. Her interest in video and in Surrealism 
began during her college years. For about five years, Tosa worked in production and research 
before she began teaching. She was employed at the Broadcast Cinema Production Corpora— 

tion Image System Division from 19炉o 1985, and from 19ぷto 1988, she worked for the Com
puter Graphics Study Research Center. She learned about computers and basic programming 
during her employment experience with these two companies. 42 

41.Fujihata Masaki, "SIGGRAPH'89の思考 no Shikou [Thoughts on SIGGRAPH'89]," PIXEL
(Tokyo: 86. November, 1989): 93.

42.Tosa Naoko, Personal interview, Machida, 24 August 1993.
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