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ABSTRACT

Art has a power different from all other human actions; it can produce a variety of 
human emotions like nothing else. The main purpose of this chapter is to study the 
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Creating Emotions Through Digital Media Art

INTRODUCTION

Art has an unique power, it is the most powerful of human endeavors, it produces a 
variety of human emotions (Neal, 2013). Emotions are one of the most influential 
factors to the human mental life. When someone is facing a work of art, feels 
something. Emotions are a psychological experiment that stimulates the human 
being. Other than the traditional art, the Media Art involve the audiences in the 
art works process. With media art, the work of art is no longer just an element of 
contemplation, the public has become part of it. The concept of immersiveness 
connects the participant and the artwork, transforming them into a single element 
(Lee & Hyung, 2014).

This chapter addresses the use of an immersive media art artifact that captures 
the participant’s emotional states to generate empathy. In the first section, this work 
highlights and relates the role of emotions with media art, addressing the concept of 
affective computing that results from the combination of different areas of knowledge. 
Then, a reflection is made about the importance of emotions in the construction of 
empathy and how the simulated physical acts can influence emotional states and 
induce empathy.

In the third section Actor-Network Theory concepts were applied as a theoretical 
and methodological framework in the analysis and design of an immersive artifact 
of digital media art, the e-EMotion-Capsule.

The next section describes the multidimensional immersive media art artefact 
based on different interaction experiences that create emotions capable of generating 
states of empathy. This media art artefact uses three types of immersive environments: 

relation between media arts and emotions. Virtual environments are increasingly 
being used by artists; the use of immersive environments allows the media art artist 
to go further than express himself, allows that through contemplation and interaction 
the participant also becomes part of the artistic artefact. Immersive environments can 
induce emotional changes capable of generating states of empathy. Considering an 
immersive environment as a socio-technical system, where human and non-human 
elements interact, establishing strong relationships, the authors used actor-network 
theory as an approach to design an immersive artifact of digital media art. The 
use of neurofeedback mechanisms during the participant’s exposure to immersive 
environments opens doors to new types of interaction, allowing to explore emotional 
states to generate empathy.
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