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ABSTRACT

This paper is for the period from 2007 to 2010 described the idea of creative work, yes to clarify the self, seeking personal creative

vision, a review of traditional, artistic nature reserves as the main issue, additional new era of view, analyzing the cultural

phenomenon of contemporary times, re-interpretation of published . Reflection of personality traits at the same time, through the aid

of digital technology, the use of realistic depictions way to re-display the classical style, try to use this as a creative research. With the

pulse of the times, cultural trends also followed the change of sovereignty, non-mainstream subculture is gradually rose to art

galleries, I also follow this trend, through role-playing approach, misappropriation of classical elements into a hero in the form of

subject matter, creating "Miyake Family Series "and" Otaku, role-playing series "works, in hopes of enhancing the artistic level of

subculture, showing subculture of the art thinking with visual aesthetics to create a new era of contemporary issues.
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