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Abstract

The United States is the cradle of modern and contemporary art in the world.
Against the backdrop of modern digital technology development, America has
leveraged technological momentum to create splendid digital media art products.
On the other side of the Pacific, China has also rapidly entered the Internet
era with its gradually developing economy. The convenience and low cost of
the Internet have enabled Chinese artists to begin exploring digital media art.
Although digital media art has already achieved considerable development do-
mestically, public understanding of this field remains insufficient, and academic
research is not yet sufficiently profound. This paper employs case study and
comparative research methods, first introducing the current situation of rapid
but low-quality development of domestic digital media art, as well as the level
of domestic research in this field; then elaborating on the theoretical origins of
digital media art development in the United States, and discussing the cultiva-
tion of digital media talent in America using Valparaiso University as a case
study; subsequently shifting the perspective back to the domestic context to
explore the development of Chinese digital media art over the past 30 years,
and summarizing the current state of domestic digital media talent develop-
ment using Nanjing Arts Institute as a case study; finally, through comparing
the differences between Chinese and American concepts of digital media and
talent cultivation, the author proposes several suggestions for the development
of digital media art in China.

chinarxiv.org/items/chinaxiv-202310.01354 Machine Translation


https://chinarxiv.org/items/chinaxiv-202310.01354
https://chinarxiv.org/items/chinaxiv-202310.01354

ChinaRxiv [$X]

Full Text

A Comparative Study of Digital Media Art Education Be-
tween China and the United States: A Case Study of Nan-
jing University of the Arts and Valparaiso University

Abstract: The United States, as the cradle of modern and contemporary art,
has leveraged technological advancements to create brilliant digital media art
products. Across the Pacific, China has also rapidly entered the internet era
alongside its economic development. The convenience and low cost of the in-
ternet have enabled Chinese artists to explore digital media art directions. Al-
though digital media art has developed considerably within China, public un-
derstanding remains insufficient and academic research in this field lacks depth.
This paper employs case study and comparative research methods. It first in-
troduces the current situation of rapid but low-quality development of domes-
tic digital media art and the state of related research. It then elaborates on
the theoretical origins of American digital media art development and explores
American digital media talent cultivation using Valparaiso University as an ex-
ample. The perspective then shifts back to China to examine domestic digital
media art development over the past three decades, summarizing current talent
development using Nanjing University of the Arts as a case study. Finally, by
comparing differences in digital media concepts and talent cultivation between
China and the United States, the author offers several recommendations for
China’ s digital media art development.

Keywords: digital media art; comparative study; sustainable development
model

According to relevant statistics, China demands approximately 150,000 profes-
sionals in digital media-related fields annually. The digital media industry in
China represents a massive market worth 2 billion yuan per year in the television
animation sector alone, making multimedia one of the most dynamic industries
for transforming cultural products into economic value. Globally, by the 20th
century, the United States’ digital animation and related derivative industries
had already generated nearly 2 billion yuan in annual revenue. Japan’ s digital
media art, video games, and animation works have become its second-largest
industry, while South Korea’ s digital media art has surpassed the automotive
industry to become its largest.

Meanwhile, China’ s digital media art is developing rapidly, yet numerous prob-
lems remain to be solved due to shortages of innovative talent, singular devel-
opment models, and other issues. This study examines foreign digital media
art development frameworks, exploring how the American model might inspire
balanced artistic development in China through multi-dimensional comparison
between Valparaiso University (a top-tier research institution in the American
Midwest) and Nanjing University of the Arts (a top-tier art institution in China).
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This research can both enrich diverse academic studies in digital media and yield
more quantifiable, executable practical methods to promote China’ s digital me-
dia development.

A CNKI search and literature review reveals over 2,000 research papers related
to digital media art, though relatively few address theoretical frameworks for
domestic development. Representative works include Ding Yanran’s article “Ex-
amining Digital Media Art Development Directions from the American Academy
of Arts and Sciences” published in Emerging Media, which demonstrates the nat-
ural connection between art and science in American tradition. Xiao Yongliang’
s paper “Development of Digital Media Disciplines in the United States”in Com-
puter Education #4848 (provides detailed introduction to) American strategies
for cultivating digital media art talent in major renowned universities. Research
on Chinese digital media art theory often approaches from different artistic man-
ifestations and current conditions, such as Ding Lei’ s “Visual Art Innovation
in the Digital Media Context” and Qiu Xiaoyan’ s “On the New Aesthetic
Characteristics of Digital Media Art.”

This paper employs fundamental case study and comparative methods, using
Valparaiso University and Nanjing University of the Arts as examples to explore
theoretical and practical model differences in digital media art between China
and the United States. Through comprehensive research on American digital
media art, it offers insights and recommendations for China’ s current digital
media art research and university training methods to better integrate Chinese
digital media art into global development. Due to the author’ s limited research
capacity and theoretical foundation, interpretations of digital media art in both
countries may inevitably remain superficial; constructive criticism is welcomed.

1.1 Definition of Digital Media Art

In terms of ontological characteristics, digital media art comprises three core
components: media, technology, and art. First, digital media art possesses
media attributes, namely natural communicability. Second, it employs diverse
multimedia methods such as video, audio, and animation. Finally, it integrates
unique artistic forms and languages, conveying artistic concepts through tech-
nological means.

1.2 Development History of Digital Media Art

In the United States, examining the American Academy of Arts and Sciences
reveals its institutional structure’s close integration of art and science. It should
be emphasized that the American Academy of Arts and Sciences is the oldest
academic institution and honorary society in the United States. American schol-
ars view art and science not as two entirely distinct disciplines; rather, art can
be a product combining science and literature, a concept implemented in the
nation’ s highest research institutions. Conversely, in China, arts and sciences
are differentiated as early as high school, a practice worth reconsidering.

chinarxiv.org/items/chinaxiv-202310.01354 Machine Translation


https://chinarxiv.org/items/chinaxiv-202310.01354

ChinaRxiv [$X]

From the 1950s to the 1980s, digital art began to emerge, with digital works col-
lectively termed “computer painting.” The first computer art exhibition in 1968
inaugurated the history of computer art’ s development toward artistic design,
with information technology advancement enabling digital media art to become
reality. German artist and computer expert Herbert W. Franke comprehensively
discussed the relationship between computer graphics and digital media art in
his 1971 publication Computer Graphics - Computer Art, while being the first
to propose the concept of “computer art” in a professional publication.

The late 1980s to late 1990s marked a period of popularization and rapid develop-
ment. Pacific Data Images (PDI) was founded in 1980, establishing benchmark
software for television digital animation. Microsoft launched PCs with Windows
interfaces in the late 1980s, leading to the emergence of rich 2D image systems
and 3D animation systems. In 1987, Pixar produced its first animated short film
Red s Dream, while digital artist and art historian Roman Verostko designed
the world’ s first software-driven brush painting work. The 1989 film The Abyss
featured the first CG-created character.

In 1997, futurist Nicholas Negroponte stated in Being Digital: “We are entering
a new era of more vivid and participatory artistic expression, with opportunities
to transmit and experience rich sensory signals in entirely different ways.” That
same year, the American epic Titanic was released, recreating the 1927 maritime
disaster with superb digital film effects and winning 11 Oscar and Golden Globe
awards, heralding the digital film era. Subsequently, numerous sci-fi 3D films
(Star Wars, Young Sherlock Holmes, Jurassic Park, etc.) swept the world.

1.3 American Digital Media Talent Cultivation: A Case Study of
Valparaiso University

In the United States, university digital media education primarily divides into
three directions: (1) technology institutes represented by digital technology; (2)
art institutes represented by digital art; and (3) applied technology institutes
represented by digital applications. By the late 20th century, American uni-
versities had already formed new media alliances and associations, equipped
schools with professional technical facilities, and established connections with
other disciplines.

Founded in 1859, Valparaiso University is a top-tier institution among Midwest-
ern universities, offering undergraduate and graduate programs in digital media
art. Research into Valparaiso University’ s digital media program reveals three
main characteristics in its curriculum design: interdisciplinary nature, applied
focus, and critical cultural and global perspectives.

First, Valparaiso University welcomes applicants with diverse disciplinary back-
grounds for its digital media master’ s program. Its curriculum is not limited to
digital media courses but encourages students to take courses beyond require-
ments, such as law and politics.
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Second, digital media art programs are highly applied in nature. Many student-
run media organizations at Valparaiso University provide simulated work op-
portunities, paid or unpaid. Students receive guidance from peers and mentors
and opportunities to publish or broadcast their work. The university equips
students with state-of-the-art video and audio production studios and editing
labs. Graduation requires a final project presentation, with each graduate al-
located two hours on presentation day to answer visitor questions. Professor
Ziegler notes: “We want to help students learn how to showcase their skills
while demonstrating how they provide real solutions for actual clients.”

Finally, bachelor’ s degrees at Valparaiso University must fulfill general educa-
tion requirements centered on strengthening critical thinking while introducing
understanding of global cultures and traditions. The university’ s admissions
materials repeatedly emphasize that critical cultural perspectives on historical
and contemporary practices in the curriculum will promote students’ critical
thinking and lifelong learning.

2.1 Development History of Digital Media Art in China

In China, digital media art has developed from its infancy over just a few short
decades. Each era possesses unique art forms, and digital media art is precisely
the product born from the digital information environment. In 1998, Qi Dongxu,
director of the CAD Research Center at North China University of Technology,
wrote China’ s first 3D animation title Panda Panpan in C language. In 1991,
CCTV’ s News Broadcast title sequence was created, and China’ s first fully
digital animation Similarity was released. After 1998, Chinese digital media art
began to develop properly.

Domestic research on digital media art divides roughly into two categories: In
aesthetic spirit, Jia Xiuqing’ s collaborative work Aesthetic Reconstruction: The
Nature of Digital Media Art examines the occurrence and evolution of aesthetic
reconstruction, its contemporary context, and reconstruction aesthetics, eluci-
dating digital media art as an entirely new aesthetic research field. In theoretical
frameworks, Li Sida’ s Introduction to Digital Media Art and Liao Xiangzhong’
s Digital Art Theory are substantial works that directly address digital media
art and propose frameworks for theoretical construction. As a discipline, new
media art is an emerging field combining art and technology, with art as the
primary focus and technology as support, aiming to cultivate new interdisci-
plinary artistic design and production talent with both technical and artistic
capabilities.

In practice, relevant academic institutions and governments at all levels have
advocated establishing industry standards for digital media art. In 2006, the
Academic Degrees Committee of the State Council and the Ministry of Edu-
cation’ s Department of Degree Management and Graduate Education held a
forum in Xianghe, Hebei, on new media art discipline construction, reaching
consensus on naming, talent cultivation objectives, and faculty development. In
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2008, the National Digital Media Department Chairs Conference in Shanghai
reached agreement that new media art emphasizes the combination of emerg-
ing technology and art, that universities should break disciplinary barriers and
integrate academic resources, strengthen domestic and international academic
exchanges, and establish talent cultivation bases. Today, after decades of de-
velopment, China’ s demand for digital media art talent reaches approximately
150,000 annually, with television stations, film and animation companies, media
enterprises, internet companies, and other industries requiring such profession-
als. Despite rapid development, China’s digital media art education still requires
improvement.

2.2 Digital Media Education in China: A Case Study of Nanjing
University of the Arts

Nanjing University of the Arts represents China’ s art universities, leading in
film and television media, fine arts, music, and dance with high research stan-
dards and professional capabilities. Its digital media art program offers three
directions: interactive media art, game art, and virtual reality. Based on each
direction’ s characteristics, the university cultivates talent scientifically and ra-
tionally, leveraging professional strengths, emphasizing practicality, introducing
industry resources for joint training, and meeting industry demands for foun-
dational talent. The program focuses on three advantages—media art, virtual
interaction, and laboratory teaching—emphasizing professionalism, cutting-edge
knowledge, and practicality while stressing synchronized development of techni-
cal and artistic experimentation and practice.

Regarding faculty and equipment, since establishing its network multimedia pro-
gram in 1999, the university has continuously explored and innovated, forming a
complete, scientific, and timely curriculum system, accumulating rich teaching
management experience, and establishing a national digital media art experi-
mental teaching demonstration center and a Jiangsu virtual reality art educa-
tion practice center.

In teaching, the university emphasizes professionalism, practicality, and
cutting-edge knowledge, conducting long-term teaching and research coopera-
tion with internationally renowned institutions including Valparaiso University,
Eindhoven University of Technology, and Taipei University of the Arts. It
has also established deep collaborations with over ten media companies
including Phoenix New Media, JiangsuNet, Jiangsu Broadcasting Corporation,
Jiangsu Grand Theater, and Jiangsu Electronic Audio-Visual Publishing House,
providing students with rich internship opportunities.

Examining student graduation works reveals rich topics and diverse forms,
demonstrating students’ unique thinking and attitudes regarding environment,
society, culture, humanities, and exploration. These works showcase perfect
integration of concept and form, technology and art, highlighting students’
professional dedication and experimental spirit.
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3. Development Prospects for Chinese Digital Media Art

Through research on American digital media art theory and practice represented
by Valparaiso University and analysis of new-generation Chinese digital media
theory and education represented by Nanjing University of the Arts, the author
finds that both China and the United States emphasize cultivating professional
core competencies through progressive training from basic to advanced levels,
enabling students to acquire specialized technical foundations. However, Amer-
ican digital media art education also offers insights for China’ s development.

3.1 Flexibility in Program Operation

Digital media art is an interdisciplinary and highly practical emerging discipline.
During student cultivation, institutions should provide more diverse and tar-
geted content along with flexible, user-friendly choice spaces, allowing students
to actively select preferred courses rather than rigid institutional requirements.
During extracurricular time, universities should manage laboratory resources to
be more publicly and conveniently accessible, enhancing students’ professional
foundations and practical abilities. Opportunities for joint cultivation should
be created between colleges and departments. As new media is an interdisci-
plinary applied discipline, students need not only professional foundations but
also minors in law, economics, or other fields—policies that universities should
encourage and implement.

3.2 Strengthening Humanities Education in Curriculum Design

Examining foreign digital media education reveals institutional emphasis on
global perspectives and critical thinking. Indeed, domestic art colleges currently
overemphasize either technology or art in digital media art curricula while ne-
glecting humanities education. Cultivating global perspectives will enable stu-
dents to develop a macroscopic worldview, creating works that can circulate not
only domestically but also internationally within global economic and political
contexts. Critical thinking can train students to reflect on and deeply under-
stand contemporary media forms, enabling them to become excellent communi-
cators who comprehend human nature and thought.

3.3 Cultivating Broad Practical Abilities

Digital media programs require extensive and in-depth practical abilities. In the
United States, digital media courses often conclude through large-scale projects
and extensive practical participation. Although many Chinese universities also
improve practical abilities through final projects and graduation exhibitions,
these remain relatively closed and conservative. In some coursework, students’
creativity and autonomy are not sufficiently developed. Therefore, Chinese
universities should guide students to participate in domestic and international
large-scale project design and operation, constructing efficient development mod-
els through joint cultivation by academic and industry mentors.

chinarxiv.org/items/chinaxiv-202310.01354 Machine Translation


https://chinarxiv.org/items/chinaxiv-202310.01354

ChinaRxiv [$X]

In summary, through comparative research on Chinese and American digital me-
dia art development, we find numerous differences between the two countries.
American digital media has deep theoretical roots and a long development his-
tory, while China’ s digital media is relatively “new.” However, China possesses
a vast market for digital media art and a scarcity of outstanding talent. Thus,
experiences summarized from American digital media cases can contribute to
learning and progress in China’ s relevant fields. Digital media is a sunrise
industry and a microcosm of internet technology serving all sectors. In the fu-
ture, we should better utilize the internet for our own development, riding the
wave of digital technology with a global perspective to forge a digital media art
development path with Chinese characteristics.
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(Author’ s Affiliation: School of Media, Nanjing University of the Arts)
Note: Figure translations are in progress. See original paper for figures.

Source: ChinaXiv —Machine translation. Verify with original.
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