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The science art is defined here as a kind of art created with strong 
scientific mind. There are two kinds of science art; one is an art created 
with a scientific method which is being developed, and the other is an art 
expressing a scientific concept. The generative art occupies the major 
part of the first kind. 
The present author, after the career of many years as a physicist, began 
in 2004 to establish an educational system of science art for graduate 
students of art and design at Kobe Design University, Japan.  
In my course of the University students observe natural (physical, 
chemical and biological) phenomena or their simulations with brief 
introductions of their mechanisms. After that they are encouraged to 
create artworks based on their impressions which they have had during 
the observation. Although they have no training of scientific activity, they 
are eager to observe real phenomena, and try to create artworks based 
on what they have felt in the observation. The important point in 
developing this educational system is to choose suitable natural 
phenomena.
In the presentation of this paper total system of the education is 
introduced, and some examples of artworks created with definite 
algorithms are shown (see figures below). Although students follow 
processes of the algorithms, they prefer deforming their results or 
combining them with other images by arbitrary manipulations. 
The present author believes that the artworks created by algorithms, 
which simulate natural phenomena, should be attractive in principle, 
because we have grown up while observing natural phenomena around 
us. Therefore, it is a good strategy to apply such algorithms to
production of art and design.   

Left: Relief of snow crystal by N. Nagahama (2007), created by following 
an algorithm of crystal growth mechanism. 
Middle: Rheo-art by S. Tomioka (1998), which shows deformation of a 
spherical dyed part in a viscous fluid owing to two rotating cylinders. The 
deformed part is expressed as a transparent material with ray-tracing. 
Right: River branching system by T. Yamashita (2007), created by die 
throwing and merging principle of streams.  

science art, simulation of nature, educational system 

page # 423


