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ABSTRACT Computer graphics is a field driven by technology. Whereas the

technology has changed enormously in the past 25 years, the way most computer science
faculty teach computer graphics courses has not changed. The authors believe that faculty
should seriously consider changing the content and approach of their computer graphics
courses, and in this paper discuss the rational for the change and recommendation for a
new course. This paper also discusses the role of computer technology as a catalyst for
change in teaching arts and design. Based on an analysis of general aspects in the use of
new technologies in education, the paper focuses on the introduction of computer
technologies in to the teaching of arts and design over the course of the last decades. The
author goes on to analyze the restructuring of art sand design courses in the introduction

of Computer Technology.
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Introduction

In recent decades our society has witnessed a
level of technological development that has
not been matched by that of educational
development. Far from the forefront in the
process of social change, education has been

trailing behind transformations occurring in

industrial sectors, passively and
sluggishly assimilating their
technological innovations. Worse yet,

educators have taken the technology and

logic of innovations deriving

predominantly from industry  and
attempted to transpose them directly into
the classroom, without either analyzing the
main terms of demands from the education a
context or adjusting them to the specificities

of the teaching / learning process.

In the 1970s - marked by the effervescence

of Educational Technology -society

witnessed the extensive prolife ration of
audio-visual resources for use in education,
yet with limited development in teaching the
ories and educational methods and
procedures[1]. In the1980s, when Computers
in Education emerged as a new area of study,
the discussion focused predominantly on
the issue of how the available computer
technology could be used in the school, rather
than tackling the question of how it could be
developed in such a way as to meet the needs

of the educational proposal[2].

What, then will the educational legacy of the
2020s be? In this paper the author focus on
the issue from the perspective of
undergraduate and graduate courses in Art
and Design. In these field, computer
centuries-old

technology coexists with

practices and traditions. This interesting
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meeting of tradition and innovation has led to
daring educational ideas and experiments in
the Arts and Design which have had a ripple
effects in other field of knowledge. The
author analyze these issues based on the
situation in Egypt; despite socioeconomic
differences, it is similar in many ways to that
of North America and Europe in terms of the
way computer technology have entered the

curricula for Arts and Design [3].
From Computer Graphics to Electronic Art

Computer graphics was first introduced into
arts and design courses in the mid-1980s,
when a multitude of schools flocked to this
new technology so eagerly that the process
appeared unfounded and confused. Several
essential question were left hanging, waiting
for research to answer them: how and for
what purposes should this technology be
included in the teaching curricula for such
courses. What were the expected results, and
what was the proposed contribution of this
technology to the teaching I learning process
in Arts and Design?

The plurality of approaches and forms of
utilization of Computer Graphics pointed to
both a variety of lines of thinking and
educational objectives and a lack of
knowledge by leaders and educators on the
nature, potential, and characteristics of this

new technology.

In fact, at the time there were no parameters
or models to adopt, but only experiments in
progress, the results of daring individual
initiatives by a handful of educators. Mostly
self taught, these professionals also faced
widespread prejudice in the Arts and Design

field concerning what was purportedly a
mechanistic, alienating, and inhibiting use of
computers, a model conceived of back in the
1950s and 60s and which apparently had
taken root in the minds of many educators,
who resisted the introduction of this new
technology into the Arts Education field. Even
among those educators that showed interest
in using computers in the arts, many
considered it too much work to try to
reorganize their teaching routines to include
computer graphics, claiming lack of time and

energy to do so.

In many cases, such factors were responsible
for the creation of specific courses in
Computer Graphics, which were allocated in
the Arts and Design schools but did not have
collaboration from other professors in these

courses [4).

Where this alternative was not taken, where
the new technologies were studied within
existing courses, Computer Graphics slowly
but surely gained ground and consolidated, in
most cases as a subject in the curriculum that
was not linked to the others. Computers were
allocated in special laboratories, inside and
outside Departments, but invariably isolated
from the dust. clay, varnish, and paint and
other wastes, materials, and odors
impregnating-and characterizing -other labs

in Arts and Design courses.

The focus of such courses was directed
mainly towards the introduction of computer
technology, in itself a totally unknown
universe for artistic creation. It appeared to
be sufficient to introduce Computer Graphics
technology into the teaching of Arts and

Design as it was found on the market, since it

Research Paper

IJRAR- International Journal of Research and Analytical Reviews | 137




[ VOLUME 2 I ISSUE 4 1 OCT. - DEC. 2015]

EISSN 2348 -1269, PRINT ISSN 2349-5138

was assumed that this technology's mere
presence in the curriculum would be enough
to improve the quality of teaching in these
areas. Thus, the initial stage of Computer
Graphics in Arts and Design courses mirrored
what was happening overall in the field of

Computers in Education.

In the late 1980s-and in some cases in the
early 1990s-as computer technology spread
and became more popular in society, as
expressed mainly by the proliferation of
multimedia resources, it posed new
challenges for educators in Arts and Design.
The terms that had appeared adequate for
labeling various artistic fields - video,
photography, music, and dance - and even
their interactions, like video installations or
digital painting - no longer reflected the
plurality of new interactions between the
various media, as made possible by computer
progress. At this point the term electronic art
was coined, as an attempt to better express
the unlimited pathways taken by artistic

expression in the 1990s.

The introduction of computer technology into
Arts and Design was no longer seen as a mere
novelty or a way of optimizing manual skills,
but definitively as a way of exploring the
expressive and conceptual implications of
this technology in the artistic production

process [5].

Nevertheless, despite these new technological
possibilities, most curricula in Arts and
Design still classified and organized fields of
study in a traditional way, corresponding to
the various media. While theoretically there
was an attempt to utilize computers in an
interdisciplinary way, this was not happening

in practice in most of the academic contexts.

Labs in ceramics, photography, wood,
painting, and computers continued to be both
physically estranged and -worse yet-

conceptually isolated.

This impacted the structure of many courses
in Arts and Design. Rather than questioning
the structural and technological reasons for
this persistent separation in many courses or
the pros and cons of maintaining such an
educationally compartmentalized structure,
Computer Graphics disciplines, which were
going under many names at the time,
assumed the role of linking traditionally
segregated subjects in the curricula. Thus,
media like video, photography, dance,
ceramics, music, and typography linked
together in the projects developed in
electronic art classes, although they remained

separate as subjects in the curriculum.

As we see it, the decision to make the subject
of Electronic Art the main (if not the only)
multimedia locus in the curriculum does not
mean it should be considered a palliative for
the conflicts posed by the inclusion of the
computer field in the arts curriculum. Neither
should it be seen as a finished contribution by
computers to the teaching of Arts and Design.
There is still another role to be played by
computer technology in education. It is up to
the pioneering educators of Computer
Graphics in Arts and Design, whose curious
spirit and questioning attitude opened the
way for the development and consolidation of
Electronic Art, to rethink informatics as a way
of meeting the needs of the underlying

educational proposal in Arts and Design.

It no longer suffices to have access to such
resources, nor to interlink the various media

through computer-related subjects. One must
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also use computers as a teaching resource,
appropriate for the educational objectives of

the various subjects in the curriculum.

The use of computers as an educational
technology has become the main
characteristic of teaching in the 1990s and

may be its main legacy.

New Perspectives for the Didactics of
Teaching

Yet there is good reason for this to happen.
The computer, which in itself is a hybrid
formed of many different technologies, has
now gained status as a communications
medium. The emergence and rapid spread of
international communications networks has
suddenly meant that computers have become
an open channel for receiving and
transmitting ideas and images, in a mixture of
mail, telephone, and fax, a magic carpet
allowing us to soar through countless
journeys in search of necessary information.
Did we say necessary? Thousands of busy
teachers have spent hours on end discovering
novelties (which have not always been
necessary) over the net. Guaranteed free
access in recent years for professionals from
academic contexts has open room for
initiating many collaborative projects among
educators, in addition to numerous
educational experiments in the fields of Arts

and Design [7].

In addition, state-of-the-art developments in
the computer field related to teaching have
been the object of large investments in recent
years by business and research institutions.
Moved by their interest in a consumer market

that is expanding day by day or by scientific

research ideals, daring and creative

educators, designers, and computer
professionals are united in the search for new
teaching alternatives made possible by
Multimedia,

technological progress.

entertaining, and seductive interfaces,
planned for children and adults to rediscover
fun and pleasure in the learning process, have
become an unmistakable characteristic of
such educational software. The purpose here
is not to evaluate the educational or
technological quality of these products. Our
concern is to discuss an interesting by-
product of this process: the phenomenon of
the rediscovery of the importance of didactics
in education, that is, research devoted to
studying the teaching/learning process.
There is a large contingent of educators in
various parts of the world who still lack
access to these technologies, but who can use
the knowledge generated in the field of
didactics based on the interest of
interdisciplinary research groups in the use
of computers in education. Thus, while at first
glance the potential of these new
technologies appears to only take concrete
from when computer resources are used in
the classroom, in fact, development in the
field of educational software has also allowed
for a new perception of traditional

educational practices.

Computer technology has so permeated daily
life in modern society that within a few years
this entire discussion will be history. Even so,
we believe that this is an extremely fertile
moment for evaluating the philosophy,
objectives, and practice of teaching Arts and
Design.
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As we look ahead into the next century, leaders will be those who

empower others.

~ Bill Gates
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