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Summary:

In light of the scientific and technological progress and the awaken of the digital
revolution, modern design trends emerged based on new foundations and ideas in terms
of form and content that have formed new visions of the plastic foundations and
techniques that the designer could not have reached through their traditional design tools.
Modern technology has been able to prove its ability to reformulate design with new and
unconventional visions and unlock new horizons that were not available in traditional
systems. It has provided great solutions to many of the difficulties that has been limiting
creativity in design. In particular, the effects of technical defect, which is the technology
of image movement on the scanner during imaging and allows the designer to have
unlimited ability to control the movement of the image, in addition to the ability to
generate many ideas for the imaginary movement that is produced through vibration and
disrupted visual image and leads to dynamic movement turning the image into a unique
piece of art. Then, it is formulated and translated into the design, causing it to be freer and
thus expanding creativity to create innovative goals and methods in design treatment.
The modern glitch art technique has opened many horizons to the designer, as creativity
has no limits and the transition to new concepts in design achieves creativity. It has had
an effect on many trends and modern currents that depend on spontaneity, trial and error.
Therefore, the research problem emerged and is embodied in how to uncover new methods
and techniques that allow to stimulate creativity and achieve the dynamic movement of
design images, allowing the designer to provide designs that imitate their global trends.
This can be considered an experimental approach that opens new horizons for creative
design practices.

Finally, the research is concluded with some findings and recommendations. The most
important results entailed are shedding light on modern technological treatments for the
glitch art because of their positive impact on keeping pace with the changes and data of
modern artistic trends. The research recommends the importance of benefiting from the
scientific and technical development of the artistic treatments of the glitch art to achieve
dynamic movement and create new plastic solutions in the design that keep pace with the
global trends.
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Introduction:

Since recent times, a major change has occurred in the field of technology used in design.
This has contributed greatly to changing the concept of art and the methods of dealing
with it. As a result of the amazing development in computer technology and its
applications, new design concepts have emerged, such as the glitch art, smart design,
interactive design and more. In addition, old concepts, such as accusative motion designs
have evolved. Design is a process that requires searching for all that is new in terms of
techniques and media and scrutinizing to reach the best innovative solutions that achieve
the design goals. Recently, designers have not been searching for traditional ideas, but
instead they seek uncommon ideas that reflect contemporary features. This could be
achieved through the designer's permanent search for non-traditional resources and
techniques to generate the design idea, whether it is technological applications or using
the electronic medium in an unconventional way, which works to develop and escalate
the idea, vision and design horizons in a different way.

Some applications and design media processors technology allow a variety of shaping and
rhythm in design, which is reflected positively on the product, design processes and
transforming the image into a unique piece of art. Development in the use of technological
media directly affects the possibilities available for design digital treatments and methods
of formation. The research deals with the plastic possibilities of the glitch art that the
scanner can provide through the effect and manipulation of the image movement during
the scanning process. This affects the creative aspects of the visual output of that process
and trend more effectively towards the use of various new media and solutions that entail
an intellectual shift in line with the successive developments in the postmodernism stage,
contemporary arts and the resulting plastic characteristics and features that move them
from the traditional standard level to the surrealist level in the design image. Then, the
digital outputs of the scanned image are processed, which is considered the beginning of
the creative product of using free image processing technology that carries various
movement rhythms and makes these creative wizards accessible to everyone, as the
transfer of technology to configurations and design structural construction which is a
desirable process due to the urgent need to switch to systems that give more efficient
results, allowing the designer to create new and unfamiliar creative spaces based on the
laws of movement, spontaneity, trial and error. (Jencks 1997)

Research Problem:

The research problem emerged as a result of the development in digital technologies.
Through studying modern design methods and application principles, on which many
contemporary design ideas are based, we find that some of them have new and different
artistic formulas that are linked to the continuous changes in culture and technology,
which are contemporary and easier than before. This would highly affect the design output
to give a wider and greater mental space for creativity, as the image movement during
scanning gives a visual output that reflects the interconnection of technology and skill
with imagination and the ability to pre-visualize the possible shape and ends with new
images that were subjected to changes and transformations during the imaging phase in
response to the designer's adaptation to achieve his new aesthetic assumptions. Creativity
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and innovation are the most important concerns of the designer, who seeks to achieve
them through technology. On this basis, the researcher formulates the problem in the
following question:

To what extent is it possible to develop and uncover contemporary plastic art methods and
techniques inspired by the glitch art that allow stimulating creativity and achieve the
dynamic movement of images in light of the technological innovations and according to
the variables and data of contemporary arts and their global trends?

Research Objectives:

The research objectives could be summarized in the following points:

- Identifying the features of contemporary design in light of technological developments.
- Deepening and developing the technical side of the glitch art dynamic movement and
achieving creativity and innovation in design.

- Extracting the digital treatments of the design image and emphasizing the elements of
formation and the movement of the component from fixed to mobile.

- Drafting design works inspired by the glitch art and reaching new gateways for creative
visions.

Research hypothesis:

The research assumes that it is possible to develop and reveal contemporary plastic
techniques and methods inspired by the glitch art, which achieve the dynamic movement
in the design image in light of the global developments.

Research Importance:

The research is important as it:

- Sheds light on the plastic and technical formulations of the glitch art, the continuous
development in the context of technological treatments of the design image and its data
and emphasizing the research for any updates in the field of design;

- Takes advantage of the technical development to achieve the dynamic movement and
reach new plastic and technological goals in design;

- Adds new vocabularies and tools to the foundations of the formation, on the basis of
which the design elements can be reformulated and new creative spaces can be found.

- Addresses the negative side of the outputs of some technological applications and
creates new plastic solutions in the design.

Research Methodology and Procedures:

This research follows the descriptive, analytical and semi-experimental approach to test
the research hypothesis and give and answer to its question. It deals with explaining and
clarifying the most important technological developments of the design image digital
treatments and the effect of the glitch art or movement during scanning on the design
image, achieving creative and plastic aspects that enrich the kinetic expression in
designing.

First: Theoretical Framework, which includes:

= Studying the general specifications of contemporary design and their global trends.

= Explaining the dynamic movement philosophy in light of the technological innovations
and its relationship to contemporary thought transformations.
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= |dentifying the role of the technological treatments of the glitch art to achieve dynamic
movement in design.

Second: Application Framework, which includes:

= The researcher has attempted to conclude a set of technological treatments for the glitch
art that achieve the dynamic movement of the design image by scanner and some
technological applications, which allows the designer )research experiment students ¢
(Y+Y+/Y+Y4 todevelop contemporary plastic formulas because of their new visual insights
that develop the creative and innovative capabilities of the designer.

Conclusions:
The conclusions of the theoretical and practical study based on the verification of the
research hypothesis were as follows:

— The glitch art techniques provide new solutions to the dynamic movement in the
contemporary design visual image by controlling intellectual and technical capabilities
and technology skills.

- The use of digital technologies reflects a great development in the field of
contemporary design, which gives the ability to produce a sophisticated design that keeps
pace with the updates of this age.

- Tracking motion systems for the glitch art through gradation in the elements
proportions and the proportions of the spaces between the shapes so that the movement
percentage, amount and direction express an aesthetic value related to the actions made
by the designer while scanning the object.

- Transforming the dynamics of plastic elements into aesthetics in order to transfer visual
energy to viewer.

Recommendations:

- Studying the motion systems and linking them with the technological techniques to
provide an entry point to achieve dynamic movement in design.

— Searching for new vocabularies and tools for the formation foundations, on the basis
of which the design elements can reformulated and new creative spaces could be created.

- Inspiring new plastic technological techniques that enrich the field of contemporary
design.

— Shedding light on the new plastic formulas and the continuous development in the
context of technological treatments of the design image and its data, as well as
emphasizing the search for any updates in the field of design.

References:
1. a7md smyr kaml. 2010. "mfhwm almrwnt fy alt9mym mn 5lal mnzwmt altfkyr

alebda3y." rsalt dktwrah. klyt alfnwn alt6by8yt - gam3t 7lwan. 44

2. a’md syd 36a. 2019. "7war fkry byn (al3mart al3'9wyt) w (atgah ma b3d al7datht)
lastnba6 ass t9mym mst7dtht Itathyth al8ra alsya7yt bgnwb syna2." mglt al3mart walfnwn
wal3lwm alensanytYe

DOI: 10.21608/mjaf.2020.42121.1853



Yovy b OSSOl g salad) axall — aslud) alaall — ALudY) agladl g ¢ 93l 5 3 land) dlaa

3. aml 3wys 9abr. 2012. "athra2 al8ym algmalyt 1lm4'3wlt alm6rzt mn 5lal tf3yl 8ymt
al7rkt fy t9mymat mstw7ah mn almfrdat alz5rfyt alaslamyt bastdam al7asb alaly.” 203-
240.

4. an6wan gwky. 2013. "ma b3d al7datht astkmal II7datht nfsha.” 83

5. 7atm 3bd al7myd. 1995. "athr almt'3yrat aledrakyt llwn 3la alwza2f al7rkyt II7rf
alkwfy km9dr lethra2 altdmymyat alz5rfyt." rsalt dktwah. klyt altrbyt alfnyt - gam3t
7lwan. 73-72.

6. ranyasng8.2017.almw'9w3. 8 mars. tary5 alw9wl 25 6, 2020. https://mawdoo3.com
7. s7rm7md 3la wa5rwn. 2011. "athr alm3algat alt4kylyt [t78y8 al7rkt fy alfn aleslamy
3la alfn al7dyth walefadt mnha fy est7dath t9mymyat t917 llt6ryz." 426.

8. s3yd 7sn 3bd alr7mn wabSrwn. 2018. "athr alb3d alrba3 3la téwr altdmym
aldynamyky (al7rka) balt9mym alda5Sly walathath.” 515-528.

9. 6ar8 farw8 abw 3wf. 2015. almbda altdmymy. twzy3.

10. 6lab tgrbt alb7th. 2019/2020. mgmw3t mn 6lab alfr8t alrab3t - 43bt altrbyt alfnyt -
klyt altrbyt alnw3yt - gam3t al8ahrt

11. 3bd al7myd bsywny. 2015. tknwlwgya alwa83 alaftra'9y. dar almnhl

12. 3mr 3dwy. 2012. "afa8 alm56w6 fy '9w2 alfhrst alalktrwnyt (m8arbat fy alt78y8
alelktrwny)." (mglt altrath) 1: 225.

13. m7md a7md slamt. 2017. "ass wt8nyat fnwn al7datht wmab3d al7datht kmd5I ltnmyt
mharat 6lab altrbyt alfnyt fy altdmym alz5rfy." mglt alfnwn waladab w3lwm alensanyat
walagtma3 14: 97.

14. m7md 3bd alwa7d m7md. 2016. "bramg alwsa26 almt3ddt ka7d atgahat fnwn ma
b3d al7datht last7dath r2yt t4kylyt m3a9rt fy mgal altOwyr." rsalt magstyr. al8ahrt: klyt
altrbyt alnw3yt - gam3t al8ahrt <ywnyh. 26:30

15. mrwt 5ald m7fwz. 2014. "altathyth aldably ma byn 7ryt alt9mym walwzyft fy 39r
mt'3yr." alm2tmr aldwly alrab3 Iklyt alfnwn algmlyt . alaskndryt: gam3t alaskndryt.

16. Ardenne, Paul. 1997. Art, I'dge contemporain : Une histoire des arts plastiques a la
fin du XXe siécle. Le Regard.

17. Bell, Daniel. 1976. The Coming of Post-Industrial Society: A Venture in Social
Forecasting Illustrated Edition. Basic Books; Illustrated Edition.

18. Damme, Dirk Van. 2016. Innovating Education and Educating for Innovation the
Power of Digital. OECD Centre for Educational Research.

19. Jencks, Charles. 1997. The Architecture of the Jumping Universe: A Polemic: How
Complexity Science is Changing Architecture and Culture. Academy Press; Revised
edition.

20. Kapitzki, Herbert W. 1980. Programmiertes Gestalten: Grundlagen fiir das
Visualisieren mit Zeichen. D. Gitzel.

21. McKnight, Matthew. 2016. Generative Design: What it is? How is it Being Used?
Why it’s a Game Changer! 04 Dec Mon, Accessed 28 Nov sun, 2016.
doi:10.18502/keg.v2i2.612.

22. Mitchell, William J. 1994. "Three paradigms for computer-aided design.” Elsevier
(Elsevier) 3 (2-3): 239-245. https://doi.org/10.1016/0926-5805(94)90023-X.

23. Mitchell, WJT. 1980. The Language of Images. Vol. First Edition. Chicago:
University of Chicago Press Journals.

DOI: 10.21608/mjaf.2020.42121.1853



Yovy b OSSOl g salad) axall — aslud) alaall — ALudY) agladl g ¢ 93l 5 3 land) dlaa

24. Pedri, Nancy, and Laurence Petit. 2013. Picturing the Language OF Images. Vol.
Unabridged edition. Newcastle upon Tyne: Cambridge Scholares.

25. Pettersson, Rune. 2002. Information Design: An introduction (Document Design
Companion Series). John Benjamins Publishing Company.

26. Rada, Holger. 2015. Design digitaler =~ Medien (Grundlagen  der
Medienkommunikation). Band 14 vols. De Gruyter.

27. Schrickel, Dagobert D. and Harry G. 1946. "Encyclopedia of the Arts." Pholosophical
Library, January 1., p294.

DOI: 10.21608/mjaf.2020.42121.1853



