A Study on Expression for Indoor Design base of Interactive using Digital Art
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ABSTRACT

The latest, Digital art is attempt new field’s Art, that is utilize variously digital media image, sound, simulation, 3D holography. A large
number of Digital Art is contact with the audience in pavilion(limit place and limit period). However, It will be possible, If Digital Art can use
place digital form media even there are indoor, outdoor, anywhere. Prior to study, I was to analyze the feature of Digital Art in order to using
Digital Art, Interactivity make communication between humans and the art as well as cause audience participation, and take a role of bridge
between human and space. A study was base on the relationship between human and space, space and Digital Art, Digital Art and human taken
the focus interaction between human and space, and Interactivity of Digital Art.

This paper analyze reciprocal action for utilize Digital Art in indoor space design, and this paper study expression about indoor design base
of interactive.
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