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​Introduction

The Rise of Digital Technology has given Artists New Tools and Mediums to express their Creativity in ways never before imagined. From Digital Painting and Photography to Interactive Installations and Virtual Reality experiences, the possibilities for Digital Art are as vast as the imagination itself. "The Evolution of Digital Art: Exploring Innovation & Digital Creativity" is a groundbreaking book that delves into the fascinating history and evolution of Digital Art. Through a series of insightful and stunning visual examples, this book explores how Digital Technology has revolutionized the Art World and forever changed the way we create and consume Art. 

One of the key themes explored in "The Evolution of Digital Art" is the shift from Traditional Art forms to Digital Mediums. As Technology continues to advance at an exponential rate, Artists are increasingly turning to digital tools to create innovative and cutting-edge works of art. From Digital Drawing Tablets and 3D Modeling Software to Augmented Reality and Artificial intelligence, the possibilities for digital creativity are endless. The book also examines the role of Innovation in Digital Art, highlighting the ways in which Artists are pushing the boundaries of Traditional Artistic Practices. Whether through experimentation with new technologies or collaborations with other disciplines such as Science and Engineering, Digital Artists are constantly pushing the limits of what is possible in the world of art.Furthermore, "The Evolution of Digital Art" explores the democratization of Art that has come with the rise of Digital Technology. 

With the Internet providing a platform for Artists to share their work with a global audience, Digital Art has become more accessible and inclusive than ever before. Artists from all walks of life can now showcase their creations online, reaching a much broader audience than would have been possible through Traditional Galleries and Museums. 

In addition to examining the impact of Digital Technology on the creation of Art, this book also explores the ways in which Digital Art is changing the way we experience and interact with art. 

From Virtual Reality exhibitions to interactive digital installations, artists are finding new and innovative ways to engage audiences and create immersive artistic experiences that transcend the boundaries of traditional art forms.

"The Evolution of Digital Art: Exploring Innovation & Digital Creativity" is a must-read for anyone interested in the intersection of art and Technology. Whether you are an Artist looking to expand his creative horizons or simply a curious observer interested in the future of art, this book offers a comprehensive and thought-provoking exploration of the evolving world of digital art.  The evolution of digital art represents a revolutionary shift in the way we create, experience, and think about Art. Through the exploration of Innovation and Digital Creativity, Artists are breaking down barriers and reshaping the Artistic landscape in ways that were previously unimaginable.
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​History of Digital Art
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The History of Digital Art has been linked to the Development of Technology, represented by the Emergence of Computers as a Medium for Drawing and Software as a new tool, an Alternative to the Traditional Brush. Although Some Say that Histories of Digital Art tend to be Euro‐ or US‐Centric, ignoring the fact that Artists around the World have been exploring Technological and Digital Art forms. Japan and South America, in particular, have a rich History of Artistic Experimentation with Technological Art forms. The Emergence of the Computer and Digital Drawing Software has contributed to the Transformation of Creativity into Digital Creativity. Where we notice the Aesthetics of paintings were designed with Digital Drawing Programs.

[image: image]

Figure 1 The American Computer Developed in 1952 AD

Source: http://www.columbia.edu/acis/history/701.jpg

THEREFORE, THE EVOLUTION Stages of Digital Art can be divided into Three Stages:

[image: *]The First Stage: 1940s-1950s

[image: *]The Second Stage: 1960s-1990s

[image: *]The Third Stage: 2000s-Now

The First Stage : 1940s-1950s

THE FIRST STAGE WITNESSED the Evolution of Computer Generations since the emergence of the Computer in the Sixties, Then the emergence of Laptops and Tablets.

The Second Stage: 1960s-1990s

THE SECOND STAGE WITNESSED the  Evolution of Drawing Software;  Starting  with the year 1964 witnessed the emergence  of  the  Sketchpad  program,  which  is considered the first drawing program in the computer environment.

Moreover, This later helped in the development of many programs  in  Digital  Drawing,  the  most  important  of which  are  the  Corel  Photopaint  program,  the  Meta Creation  Program,  the  Painter  3D  program,  as  well  as the  Adobe  Photoshop  program  and  the  JASC’S PaintShop Pro program.

[image: http://dada.compart-bremen.de/imageUploads/medium/noll4.jpg]

Figure 2: Gaussian-Quadratic Artwork by Michael Nol-1963- drawing, b/w, Computer Generated. Ink on paper- FORTRAN on IBM 7090, printed with Stromberg-Carlson 4020 microfilm-plotter Source: http://dada.compart-bremen.de/imageUploads/medium/noll4.jpg

ALSO  IN  1965,  THE  first  computer  art  exhibition  was  held at  the  Howard  Wise  Gallery  in  New  York  City  displaying the  work  of  pioneering  artists  such  as  John  Whitney, Vera Molnar, and Michael Noll.  

Throughout the 1970s, Computer  Artists  were  influenced  by  the  legacies  of Conceptual  Art,  in  particular Fluxus,  a  movement  that sought  to  break  down  barriers  between  art  and  life,  and the  genre  of  performance  art  loosely  known as Happenings.( Wikipedia,2024).

[image: http://dada.compart-bremen.de/imageUploads/medium/09CohenGarden84_2kx2k.jpg]

Figure 3 : Harold Cohen – 1984 - installation, c., Computer-Aided Acrylics on Plywood

http://dada.compart-bremen.de/imageUploads/medium/09CohenGarden84_2kx2k.jpg

3D  STUDIO  MAX  WAS  originally  released  in  1990;  it  is widely  used  in  the  film,  television,  and  video  game industries.  Adobe  Flash  was  first  released  in  1996  and was essential in the early days of the web for creating Interactive Websites, Animations, and Games.

The Third Stage: 2000s-now

THE  2000S  SAW  A  large scale  emergence  of  Connected Digital  Art  Technologies,  Communities,  and  Platforms. Websites  such  as  Deviantart  and  Behance  allowed Artists  to  share  their  work,  Technology  has  shaped  a Creative  and  Aesthetic  Nature,  and  new  plastic  trends have  emerged  based  on  employing  Modern  Technology in the field of Art.Technology  has  also  become  part  of  the  Creative Process,  and  a  contributing  factor  for  Creative  Value  to reach  its  maturity  stages.  

Innovative Technological Additions have derived their sources from the Cultural Movement, and in light  of  Technological  Development, it  has  become  obligatory  for  the  Artist.  He  must  be  proficient  in  using  his  creative  tool  in  a  way  that guarantees  him  a  position  on  this  map.  :(  Aly,  H.M., 2024).

Examples of this Technological Development include Digital Drawing Platforms, for example

	Wave Silk platform

	PairShaped platform

	Incheon platform

	ArtyFactory platform


[image: *]WAVE SILK platform

THE  WAVE  SILK  WEBSITE  platform  can  be  used  to  train children  and  adults  to  practice  digital  art  activity  and create  artistic  paintings.  The  resulting  artistic  works enjoy  freedom  of  participation  in  accordance  with  the Freedom of Creativity License.


Website: http://wwavesilk.com


[image: *]Media Art Canada PairShaped platform

THE  MEDIA  ART  CANADA  platform  includes  a  series  of conferences  and  an  archive  of  the  history  of  media  art, as  well  as  a  discussion  of  art  history  within  the interdisciplinary  and  cross-cultural  contexts  of  art history.

Website: http://www.pairshaped.org/submit/

[image: *]Incheon platform

THE  INCHEON  PLATFORM  aims  to  expand  opportunities  for artistic  appreciation  by  hosting  art  exhibitions  and cultural events.

Website: http://www.inartplatform.kr/english_new












[image: *]ArtyFactory platform

THE  ART  FACTORY  platform  provides  free  lessons  for learning  the  basics  of  design,  illustrated  with  instructions.  It  is  also  a  source  for  exploring  modern ideas  and  methods  to  improve  creative  skills  (Ancient Egyptian Art, African Masks, logos, Color Theory,  Animal Drawing, and Portraiture).

Website:http://www.artyfactory.com/art_appreciation/art_appreciation.html

​EXAMPLES  OF  THE  IMPORTANT  DIGITAL  ARTS  PLATFORMS IN THE MIDDLE EAST

[image: *]Medrar platform for Contemporary Art

MEDRAR  AIMS  PRIMARILY  to  stimulate  interest  in  young artists  and  provide  them  with  networking  and development opportunities by encouraging their activities and cultural exchange between them internationally, as well as  creating  a space for dialogue between  young  critics  through  the  production  of publications and critical research and providing data and information for organizational projects.

Website:http://www.mediaartworkshop.com/1st.html

[image: *]Fine Art Platform: Saudi Arabia

IT  WAS  ESTABLISHED  by  the  Saudi  Society  for  Fine  Arts  with the  support  of  the  Al-Hoshan  Foundation.  It  is  a  platform with  Multiple  Activities  including  a  Free  Open  Studio that  receives  members.  The  site  includes  information and  news  of  activities  and  a  database  of  the  most famous artists, arranged alphabetically.

Website: http://www.gsft.org.sa/news27.html
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