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ABSTRACT

In the context of contemporary art, there is a great relEVAnce between high art and anime creation, and the topic of this study

"Neon Genesis EVAngelion" is one of the most controversial classics in contemporary anime. This paper will attempt a

deconstructive analysis by looking at the form and content of the work itself, in order to establish its value and impact on the artistic

aspect. 　　This paper is divided into nine chapters: the first chapter is the preface and it describes the research background and

motivation, purpose, scope and limitations, methods, and terminology; the second chapter explores the phenomenon of anime

creation, and uses historical context of the development in Japanese anime to position and analyze the "Neon Genesis EVAngelion";

the third chapter focuses on the story structure, gives an overview of the story, and explains the terminology; the fourth chapter is an

analysis of the form and content of the work, and describes the appearance settings of various characters, the relationship between

the story structure and religious myth, as well as the innovative technique of stream of consciousness; the fifth chapter consists of a

psychological analysis of the characters, while analyzing the revealed character of the three main characters in the story and the

loneliness and anxiety shown in each character; the sixth chapter is a revelation of the work and of religion that analyzes the root

causes of human suffering from the perspective of Christianity; the seventh chapter contains the philosophical implications of the

work and they help analyzing the work's ideas on life, death, and existence; the eighth chapter is about the artistic creations inspired

by this work, and the resulting social phenomena, business and marketing practices; the ninth chapter is the summary that concludes

the creative artistry of this work and describes its impact and value. Author Anno Hideaki expressed his concerns about the issue of

"people" through his unique anime techniques, while inspiring the viewers with the manipulation of the ending. It highlights the

unique artistic nature of this creation. Key Words : Anno Hideaki, otaku, anime, Neon Genesis Evangelion
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