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The Beginning
So called “digital revolution” – 1990s witnessed a technological development of unprecedented speed for the digital medium
· Peak 20th century – hardware/software became more refined and affordable
· Advent of the World Wide Web in mid 1990s added a later of “global connectivity”
· Artists were experimenting with the digital medium
· First digital medium was only exhibited at conferences festivals and symposia devoted to tech or electronic media – were considered peripheral
· By the end of the century, “digital art” had become an established term
· Museums and galleries around the word has started to collect and organize major exhibition of digital work

· Terms for digital arts changed frequently from:
· computer art (since 1970s)
· multimedia art
· new media art (mostly used for film/video + sound art) was used till end of century

· “New” in new media art point to the changing nature of terminology
· What is exactly is supposed to be considered “new”?

· Some concepts of digital art date back almost a century
· Many others have been previously addressed in various “traditional” arts
· What is new is that digital tech. has now reached such a stage of development that it offers entirely new possibilities for the creation and experience of art
· The term “digital art” itself has become an umbrella for such a broad range of artistic words + practices that it doesn’t describe one unified set of aesthetics
· Forms of digital art
· Aesthetic language
· Technological and art-historical evolution
· One of the basic but crucial distinctions made here is that between art that uses digital technologies as a tool for the creation of traditional art objects such as:
· Photograph, print, sculpture, or music
· Art that uses these technologies as its very own medium
· Being produced, stored and presented exclusively in the digital format and making use of its interactive or participatory features
Short History of Technology and Art

· History of digital art has been shaped as much by the history science and technology as by art-historical influences
· In 1945, Atlantic Monthly published the article “As We May Think” by army scientist Vannevar Brush, an essay that had a profound influence on the history computing
· The article described a device called the Memex, a desk with translucent screens that would allow users to browse documents and relate their own trial through a body of documentation
· Bush envisioned that the Memex’s contents – books, periodicals, images – could be purchased on microfilm, ready for insertion and that there would also be possibilities for direct data entry by the user
· Memex was never built but it can be seen as a conceptual ancestor to the potential of electronically linked materials and ultimately to the internet as a huge, globally accessible linked database
· In 1946 the University of Pennsylvania presented the world’s first digital computer, known as ENIAC (Electronic Numerical Integrator and Computer) which took up the space of a whole room
· 1951 saw the patenting of the first commercially available digital computer UNIVAC, which was capable of processing numerical as well as textual data
· 1940s also marked the beginnings of the science of “cybernetics” (from the Greek term kybernetes meaning “governor” or “steersman”)
· American mathematician Norbert Wiener (1894 – 1964) coined the term for the comparative study of different communication and control systems such as the computer and the human brain
· Wiener’s theories formed the basis for an understanding of the so-called man-machine symbiosis, a concept later explored by a number of digital artists
· 1960s turned out to be a particularly important decade for the history of digital technologies – a time when the groundwork for much of today’s technology and its artistic exploration
· Vannevar Bush’s basic ideas were carried to a further level by American Theodor Nelson who, in 1961, created the words “hypertext” and “hypermedia” for a space of writing ad reading where texts, images and sounds could be electronically interconnected and linked by anyone contributing to a networked “docuverse”
· Nelson’s hyperlinked environment was branching and nonlinear, allowing readers/writers to choose their own path through the information
