Claudia Hart
ROSALYN PAGE DISCOVERS THAT THIS DIGITAL ARTIST HAS A LOT TO SAY ABOUT
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e are all on the road to becoming
hybrid machines and biological beings.
Pacemakers, plastic surgery, knee and hip
replacements, cell phones and iPods are
already technological body extensions that
are common place.”
Claudia Hart is an artist, lecturer and
writer who is an Assistant Professor and
teaches animation and virtual imaging at
the Art Institute of Chicago. She has worked
as an artist, held numerous exhibitions in
Europe and the US and has illustrated a
variety of books including My Animal Friend
and A Child’s Machiavelli.
Her most recent series of artworks blend
elements of Renaissance-style painting with
the digital realm to create a paradoxical
construction where the natural body is
replaced by the virtual digital body. She uses
a female character that takes on a variety of
incarnations including glamorous android,
digital supermodel and Mother Nature.
“I consider her to be one expanded
character, and not many characters. Her
name is “e” for Eve and electricity. The
idea is that since digital technology and
biotechnology permit the human form to be
mutable, as a digital being, “e” is ultimately
ﬂuid, changing as my tastes change.”
Claudia makes a deliberate choice to
juxtapose the human form with the digital world.
“I want the character to seem both
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“An hour-glass shaped
bimbo in an armoured
bikini with a couple of
machine guns in hand
was ﬁne, but if the
character was erotic
and somehow human,
students were shocked.”
artiﬁcial and fake, like a piece of sculpture,
but eerily human at the same time,” she says.
Claudia creates both still artworks
and animations using a variety of artistic
techniques and computer programs.
“I use Maya, the 3D animation software,
and Shake, the compositing software, to
integrate the 3D elements with photos and
to compose the various passes that I render
out. Nowadays, I only use the Mental Ray
renderer. Recently I fell in love with Z-Brush
and have integrated it into my process.
“It uses a kind of reverse engineering.
You draw a 3D environment and it calculates
a 3D mesh from your drawing. It allows a
lot of detail and texture in 3D meshes that
wasn’t allowed before because it creates
normal and displacement maps, so the mesh

doesn’t have to be very high resolution. It’s a
hyper-texturer.
“My last two animations rely heavily on
Z-Brush as well as Maya. For still images
my workﬂow is Maya>Z-Brush>Maya>Mental
Ray>Shake>Photoshop.”
The process has been perfected over the
years, but it has taken time to learn all of the
programs and how best to get the results
she’s after.
“It’s a labour intensive, time-consuming
process. I was a painter before, albeit
a conceptual one, and the switch to a
purely virtual, high-end process was very
demanding. I think my skills have only
become sophisticated in the past two years.”
Her most recent works feature a naked,
voluptuous woman that is both sensual as
well as artiﬁcial.
On the subject of avatars and virtual
worlds, Claudia believes that much digital
animation relies on stereotypes and she
uses her artwork to challenge the way the
human female form is represented digitally
— particularly through her students.
“Most of my students were young men
who were very interested in the kind of
representations of women typically used in
the commercial game industry. I wondered
how these kids would react to 3D characters
that were sensual and erotic in a human way
rather than in a pornographic way, so I began
to make them to use as in-class demos.
“Of course, the students were totally
freaked out by my characters. An hour-glass
shaped bimbo in an armoured bikini with a
couple of machine guns in hand was ﬁne,
but if the character was erotic and somehow
human, they were shocked. I felt this was a
fantastic response, so my project developed
from there.”
Away from the digital world of art and
teaching, Claudia opts for a low-tech existence
and isn’t all that interested in gadgets.
“In those few glorious moments when I’m
untethered, I prefer to experience the world
directly rather than ﬁltered digitally.”
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