






































































































































DoROTHY SIMPSON KRAUSE

DouGLAs KORNFELD

Wonderland, 1994
digital collage, ink jet print on canvas
with mixed media, 30 x 36 inches
Courtesy of Mary Lou Bock, The Williams Gallery
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107 (detail), 1992-1994
mosaic, 96 x 192 inches




ToM KREPCIO

Tourist, 1992-1993
stained glass, 9 1/2 x 8 1/2 inches
Courtesy of Sip Siperstein

BASIC WRITINGS OF: Bacon « Pascal « Hobbes : )
Galileo + Descartes « Spinoza - Leibniz BASIC WRITINGS OF: Kant - Fichte « Hegel « Schupenhauer‘
. it Comte » Mill « Spencer « Marx « Mach « Nietzsche « Kierkegaard

FRANK LADD

The Age of Reason + The Age of Ideology, 1993
digital media on paper, 39 x 62 inches
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SUSAN LEVAN
LEVAN/BARBEE STUDIO

man in bluegreen shirt, 1994
dye sublimation print, 3 1/2 x 3 inches

RENEE LEWINTER

Pages from the Primordial Soup: Segments, 1993
ink jet on canvas, 28 x 42 inches



ROBIN MARLOWE

Paris Tarot (video still), 1994
video

GREG O’BRIEN

Jamaica Plain #16, 1993
Cactus print, 48 x 48 inches
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DEBORAH KLOTZ PARIS

HuGH O’'DONNELL

Fungus on Spineboard #2, 1993
computer print, wood, wax, oil
3 panels, each 80 x 20 inches
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Cascade, 1994
tiled Iris print, 10 x 30 feet
Iris prints courtesy of Cone Editions Press




OL1VIA PARKER

Chicken Roulette, 1993
digital image, Nash ink jet print, 24 x 20 inches
Courtesy of Robert Klein Gallery,
and Brent Sikkema - Wooster Gardens

ANGELA PERKINS

pea pod, 1993
electronic imaging on paper, 24 x 18 inches
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RON RizzI

The Buddha’s Tooth, 1993
oil on panel, 46 x 96 inches

RICHARD ROSENBLUM

Black Ryder, 1994
ink jet print, 53 x 74 inches



JOAN SHAFRAN

Sometimes Never Could (detail), 1994
presentation poem, 50 x 16 x 16 inches

KARL SiMs

Liquid Selves (video still), 1992
video

29



30

DEANNE SOKOLIN

Enrobed Heads and Bodies, from the Covering Series, 1993-1994
9 dye sublimation prints, each 11 x 11 inches

ANNE MORGAN SPALTER

Buildings by the Runway, 1994
digital image, 33 x 43 inches (framed)




Associations

JED SPEARE

Piano Rolls (animation still), 1994
animation

DANIEL SPIKOL AND HAZEN REED

Dream Wheel (detail), 1994
interactive digital installation

51



GREG A. STEPHENS

Death is the Seed (video still), 1992
video

GREG A. STEPHENS AND SERGIO F. GUERRA

Fragments of a Vicarious Childhood (video still), 1993
video



MICHELE TURRE

Me, My Girl, and My Mom at Three, 1993
Imagesetter output to silverprint, 13 x 16 inches

JANET ZWEIG

The Liar Paradox (Oliver North Mobius), 1991
kinetic sculpture, 6 x 18 x 2 feet



ISBN: 0-945506-17-1
LOC: 94-068746
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Opening Reception: Friday, September 23, 1994

The Computer in the Studio

The Director and the Board of Trustees
of the DeCordova Museum and Sculpture Park
cordially invite you to the opening reception for

The Computer in the Studio

in collaboration with The Computer Museum in Boston

September 23

6:00 - 8:00 p.m
Programs
October 2 October 23

Meet the Artists: Angela Perkins and
Stephen Golding, 3:00 p.m.

October 16

DeCordova Museum School Grand
Opening Celebration,

1:00 p.m -4:00 p.m.

Curators’ Perspective: Nick Capasso
and Brian Wallace, The Computer
and Contemporary Art, 3:00 p.m.

Meet the Artist: Renée LeWinter and
Sharon Daniel, 3:00 p.m.

November 13
Meet the Artist: Douglas Kornfield and
Anne Morgan Spalter, 3:00 p.m.

Artist talks will be held at The Computer
Museum in Boston on the following
Saturdays at 2:00 p.m.:

Sept. 24; Oct. 1, 13, 22, 30; Nov. 12

Cover: Studio of Douglas Kornfeld, Boston, MA
Photo: Willard Traub

At DeCordova Museum At The Computer Museum

Richard Benson Robin Marlowe Emily Cheng
The Boston Computer Society Greg O'Brien Greg Garvey
Virtual Reality Group Hugh 0'Donnell Steve Gildea
David Brody Deborah Klotz Paris Tom Krepcio
Cathy Cone Olivia Parker Frank Ladd
Sharon Daniel Angela Perkins Susan LeVan
Stephen Golding Hazen Reed Ron Rizzi
Sergio Guerra Joan Shafran Richard Rosenblum
Dena Gwin Karl Sims Deanne Sokolin
Jennifer Hall Anne Morgan Spalter Jed Speare
Thomas E. Janzen Daniel Spikol Janet Zweig
Douglas Kornfeld Greg A. Stephens
Dorothy Simpson Krause Michele Turre
Frank Ladd Janet Zweig

Renée LeWinter

This collaboration between the DeCordova Museum and The Computer Museum in
Boston examines the growing use of computers by regional artists.

Computer-assisted art is not new, but today artists have greater access to powerful digital
tools that were too expensive or too complex just a few years ago. Computers will
eventually transform the face of contemporary art forever, just as past technologies
dramatically affected the creation of art in previous eras.

The Computer in the Studio was organized by DeCordova Associate Curator Nick
Capasso and Computer Museum Media Arts Exhibit Developer Brian Wallace. George
Fifield, curator of VideoSpace at DeCordova, participated in the selection of computer-
assisted video art.

The Computer in the Studio will be shown at DeCordova and The Computer
Museum from September 24 to November 27, 1994.
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From 495: Take Route 2 to Route 126
South. Take a left at Baker Bridge Road
(immediately following Walden Pond)
and follow the signs to DeCordova.
From 128: Take exit 28, Trapelo Road/
Lincoln. Take Trapelo Road to Sandy
Pond Road and follow the signs to
DeCordova.

From Mass Pike: Take 128 North and
follow the directions above.

From 93: Take 128 South and follow You're invited to our opening_"

directions above.



The Computer in the Studio overview*

The Computer in the Studio, an exhibition of a new generation of computer-assisted art, is the first to
explore the issue of increasing artist access to computer technology and the implications of this
phenomenon for contemporary art. The exhibition is being organized by the DeCordova Museum and
Sculpture Park in Lincoln, Massachusetts (a Boston suburb), and The Computer Museum in Boston,
Massachusetts, and will address audiences interested in both the arts and technology. The Computer in
the Studio will be shown at both museums from September 23 through November 27, 1994. Included will
be approximately 75 works by 15-20 artists from the New England region, representing the broad range
of media impacted by available computer technology: painting, drawing, prints, photography, collage,
sculpture, mosaic, installations, performance art, video animation, and multi-media pieces. The
Computer in the Studio also addresses issues of artistic content raised by widespread use of recent
developments in powerful new hardware and software. An 80-page illustrated catalogue will include
three essays. Computer expert and technology writer Renee LeWinter will outline the technological
developments that have fostered increased computer use by artists. Computer Museum Media Arts
Exhibit Developer Brian Wallace will explore the content of new computer-assisted art, and
DeCordova Museum Associate Curator Nicholas Capasso will discuss the works in the show.
Educational programs include artist and docent/visitor assistant talks, school outreach at both
museums, and a symposium on artist computer access at The Computer Museum.

The DeCordova Museum focuses on American art of the twentieth century, and particularly on
contemporary art of the New England region. A primary goal of the museum’s exhibition and
educational programs is the exploration of important issues in contemporary art through thematic
group exhibitions of this type. The Computer Museum’s mission is to educate people of all backgrounds
about the history, technology, and use of computers. The Computer in the Studio reaffirms the
Computer Museum's commitment to examining the cultural implications of computer technology,
especially to the arts and humanities. The institutional collaboration will strengthen each museum’s
educational and outreach abilities, and build audiences at both.

The Computer in the Studio is the first exhibition to examine the widespread and rapidly growing
impact of computer technology on contemporary artmaking. The strategic partnership between the
DeCordova Museum and The Computer Museum reveals the wide range of current aesthetic applications

*(text from NEA grant application)
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of computer technology, and explores the vast potential of the computer as an instrument for the
creation of art. Emphasis is placed not on the scientific wonders of the technology, but on the stunning
diversity of uses to which artists are putting newly available tools. Fifteen to twenty New England
artists will participate in The Computer in the Studio, and show work ranging from drawing, painting,
photography, mosaics, and sculpture to digital collage, installations, performance and video art.

Artists today have unprecedented access to new and sophisticated computers, scanners, printers, digital
cameras, animation programs, and sound and video equipment. The price of computer hardware has
declined dramatically. Powerful machines once restricted to users in government, industry, and
scientific academia are now available for rental or purchase by the general public — and artists. Once-
byzantine software and programming systems have been made more user-friendly for a mass market,
and new software is being developed continually for expressly artistic applications. Colleges,
universities, and art schools, aware of the exciting potential of computers for artmaking, and
responding to student demand, are setting up computer labs and art-and-technology centers for students
of the fine arts. Artists are pooling their resources to set up cooperative computer technology ateliers.

The Computer in the Studio, and its catalogue and attendant educational programming, will examine
the myriad implications of this revolutionary availability of technology. A new generation of
computer-literate young artists accepts keyboards, mice, and laser printers as readily as paint, pencils,
and plaster. Many early-career artists devote themselves entirely to explorations of new digital
media. Moreover, a significant number of older, more established artists, previously unacquainted with
or resistant to advance technologies, turn to computers to help them realize aesthetic goals once deemed
unrealistic or “visionary.” Some artists, like former painter Douglas Kornfeld and former sculptor
Richard Rosenblum, have cast off their old media completely in favor of computer-assisted art.

The spectrum of artistic applications of computer technology grows with burgeoning access, increasing
flexibility of the tools, and growing dialogue amongst artists. The Computer in the Studio will show
how artists use the computer in concert with traditional media like painting, collage, drawing, and
sculpture, and increasingly integrate computer technology with photography, installations,
performance art, and animation. Computers are used as planning tools, as generators and manipulators
of images, and as active elements to drive and coordinate sound and the motion and sequence of images
and objects. Now emerging is the use of computers to usher in a new age of interactivity and virtual
reality, transforming art viewers into active participants.

Access to hardware and software has also significantly advanced the content of computer-assisted art.
For many years, computer art was seen as a benighted field, the domain of aesthetically uninspired

The Computer in the Studio overview/bcw/3/7/94



technologists énd software marketing executives. Art produced by computer was self-consciously rooted
in the technology, and made little reference to ideas and associations outside the technical realm. This
reflexivity has been thrown over by artists now concerned with the computer as a device for expression,
rather than as an interesting device per se. The Computer in the Studio addresses the pluralistic
landscape of contemporary art, involving politics, race, gender, perception, appropriation, and sheer
beauty. When artists examine computer technology, it is not in terms of the machine itself, but of the
social and cultural implications of the machine and its ubiquity in American society.

The Computer in the Studio is being organized by DeCordova Museum Associate Curator Nicholas
Capasso and Computer Museum Media Arts Exhibit Developer Brian Wallace. Capasso has worked in
the museum field since 1986, has organized several exhibitions of contemporary art, and is completing a
doctoral degree in art history at Rutgers University. Wallace has been at the Computer Museum since
1989, has curated numerous exhibitions on art and technology, and has done graduate work in history
and art history at the University of Glasgow, Scotland, the Masachusetts Institute of Technology, and
the Massachusetts College of Art.

The artist and artwork selection process for The Computer in the Studio is still in process. The
exhibition will contain approximately 75 works by 15-20 New England artists, and the great majority
of work will be borrowed directly from the artists. A meaningful working checklist at this point would
be premature. Enclosed, however, is an elaborated slide list. The submitted slides represent the range of
media, technology, and imagery to be included in the exhibition. These artists are all under serious
consideration for The Computer in the Studio.

In addition to the catalogue and gallery didactic panels in both museums, several educational programs
are planned for The Computer in the Studio. Artists will present gallery talks about their work at the
DeCordova and Computer museums, and both institutions will offer public and special group tours of the
exhibition, and outreach programs to schools. A full-day symposium on artist computer access will be
held at The Computer Museum, featuring computer artist and critic Copper Giloth from the University
of Massachusetts Amherst, Jennifer Hall, Principal of Do-While Studio (a computer art atelier in
Boston), and Lowrey Burgess, expert on art and technology from Carnegie Mellon University and the
MIT Center for Advanced Visual Studies.
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An 80-page catalogue will feature three scholarly essays. The first, by computer expert and technology
writer Renee LeWinter, will discuss the technological and industrial developments which have
fostered the growing use of computers by artists. The second, by exhibition co-curator Brian Wallace,
will explore the new content of computer-assisted art. The third, by exhibition co-curator Nicholas
Capasso, will discuss the artists and works in the show. The catalogue will also contain color
reproductions of work by each artist, and an extensive bibliography.

A number of other exhibition catalogues and articles have dealt with computer-assisted art, but they

~ tend to be either dated in terms of artist use and technology, or they focus on particular aspects of
computer-assisted art (e.g. interactive art, computer montage, computer graphics). The Computer in the
Studio catalogue will be the first publication to discuss the growing breadth of artist access to
computers and the implications for artistic media and content. The catalogue will address a general
audience, and also more specialized and scholarly audiences interested in issues in contemporary art,
and in technology in American culture. The catalogue will be distributed through over-the-counter sales
at the DeCordova and Computer museums, and through DeCordova'’s extensive catalogue exchange
program. Mail-order booksellers will be solicited for further distribution. Copyright will be held
jointly by the DeCordova Museum and Sculpture Park, Lincoln, Massachusetts, and The Computer
Museum, Boston, Massachusetts.
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