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1 Topic of the Artwork

This photograph shows a figure walking at night along a
street in an acient town in Europe. Many parts of the scene
sink in indeterminacy and ambiguity. An ambivalent effect
of the artwork is intendet. Whether it evokes feelings of
irritiation and uncertainty or of comfort and security, de-
pends on the observer. The mysterious impression of this
work is achieved by an estrangement of the original pho-
tograph by stylistic devices such as coarse grain, artificial
colorization, and motion blur.

The image is composed according to stern composi-
tional restrictions. Several visual primitives for images
have been identified, which are able to evoke an aestetic
appeal, i.e., the choice of monochrome colors, the exploita-
tion of the dynamic range, or the clarity of the spatial orga-
nization of the image components (see [1] for a survey of
aesthetic primitives of images). InNight Walk II a number
of them has been applied. For example, the viewer’s eye is
drawn into the depth of the image by the perspective of the
street. The film grain, the artificially added grain, and the
subtle, artificial colorization should give the photographan
appeal close to painting. Summarizing,Night Walk II aims
at the correspondence of an aesthetic appeal, the formal
compsition, and the intended statement.

The technical process to generate this image is a hybrid
one, combining analog and digital techniques. The pho-
tograph has been taken on panchromatic film with a long
exposure time. The negative has then been scanned with
high resolution. Artifical grain is added to the image to
further exaggerate the effect of the film grain. Only after
this the image is scaled up to its final size. It is important
that the grain is added before the enlargement, because oth-
erwise the pointilist effect, especially interesting fromdif-
ferent viewing distances, is missed. Finally, a triplex filter

with yellowish and purple tones is applied to the black and
white image for atmospheric reasons.

2 The Artist
Gabriele Peters lives in Bochum, Germany. She has

studied Mathematics and Psychology at Ruhr-University
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Figure 1:Night Walk II.


