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Abstract:

Advanced technology and virtual reality constitute a new challenge in the field of art and
creativity. Virtual reality and 3D vision have become a global trend in all technical, scientific
and artistic fields and are urgent necessities for scientific research in the artistic field because
of their multiple capabilities that allow the painter to delve deeply into the virtual environment.
It also... It has become possible to produce drawings that the viewer interacts with, such that he
can move within the artwork in infinite spaces of space, limited by nothing but the imagination
of the artist producing the artwork. Hence, the name of the artwork changed from an artistic
painting to a virtual artistic reality. The Tilt Brush application is considered One of the most
prominent applications developed in this field to enable painters to express their ideas and
creativity in a three-dimensional virtual environment, with a variety of brushes and dynamic
effects that respond to the artist’s movements. It has also become possible to use brushes that
emit moving particles or interact with gravity, creating dynamic visual effects that give more
interaction and visual interest within the artwork. Sounds coming from different directions can
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also be heard within the artwork, giving a dramatic aspect that enhances this immersive
experience.

Keywords

Interactive Illustration - virtual reality - Digital Applications

“ 03

r4adda

onS S @ s 61 gl 8 Aali Madae 15k Virtual Reality ol s8Y) a8 sl s sl iS5 2e8y
il 5 eV (ppeniill et A1 il (e apaall i sl s Aol s bl jall Jae e
Tilt Gk Jio plaia W 5 piall 43 jad) 4 jaill 5 Joléill Alade clulSa) Al o3a a3 5 Asiall adl ol) 4pi Al i)
OV )5l e g i sl DAL agd i s a1 4500 Adlide 3y ey (bl mend Google 484 ( Brush
Dseall s s gl jliaaly il s pual Y1 &8 I G ) Canind Jah pad dpial Y Aaliaal) b il
&8sl pey (Bt ) eyt 5 Jrdlly L i) o5 i) SN s LS gum A ssiall A8 paiall o g )l 5 81 52 i 8l
ol iy

L il y ) ol Y gl Jsad Cun S IS La sl iS5 () iVae Leod il ol ol 5 lipdaill s
4oaie)s% )8 s Virtual Reality (sl 583 a8l 18 ¢ ) aguun 5 a8 JIS8 5 a8l 5 ) (e pill (e saall 5 (ladl)
&b il 4y s colandl 5 (V) I L Lay cda 53 360 Fus 3 Adss e st IS Ayt Ldll i JalSIL 5 jale
45 il ey LS pad a8 o 5lla cLalas ey iliay Jaka o el JS ¢ Aaida Ul 53 (g Az 5 ¢iil) Janll
Al 4l Gl Y Jal) s (e 1 00ae Glle (35 o 8155 ST aleny g 0 el alualds (e s sf @Sl (00 Gy
e b seall e ki Al Al (i g sall Jlae (8 e S0 s GBS a1 8100 B 5l il B
336 Y) ramy aladial A (e 4l 4y yaill 238 AT 5 (ALalSie dpeen Ay o etl] LI AS oy Lulsn Y] ae & sl
Aopal V) a8 5l dleal) 028 AlaiY Lagin gedll 5 Slaiin) 3 jeal 5 dpnand) 5 4y il

Gaanl) AlCiia

o Ry add il 53 g smge Gl O Cum ol Y1 @ISl il 3 el o eyl i) 3l
A5 L 5l 935 agaladiinl DA (pulidll 4 ja05 0 8 85 e Y OIS Sl ¢ AY 558 e Ll il o ey
il Jandl o 4@l s alasiind ciluludl 5 cllan¥ s < jaaal) s cilpanil) 4 Lo 48 jral oal yidY)

Caad) J) g
Al )2 s (A8 (8 el (s pand Ao S gu ) ) (8 Cypaall (a1 (o gl ) phaill ay glai 488 1
¢ Akl g gl e W il saa
s 48 el o Jsanll LIt (S sapas ALSIS 23S il 3Y) @l ) jualic JOadul 44 -2
3 5kiay

Dr. Atef Zaki Ahmed Kersha The impact of interactive Illustration in virtual reality applications on the development of artistic
work«.<No25:Fab2025 140



2025 )b G i) ualdd) saad) — Gualdd) alaall — ananaill g & il dlaa
Gall pag
Bl ¢ sl JMA e shaially sV 5 prhanse (S8 (8 Jandl S e Jalail) AISEY Jla oia s Sy -1
L $A (e A e a JS Jlh mesy (Aia ) shiey (ol Sl alle ) oS30 i
(8 Sl e a4l La g aal YY) @l gl Ay JAls (eleaiV) o sghe (3ualai (Say -2
oan LCT 45 clalatl dlag) (b Lehaals L 5 258 8aaa (BEY Aol o gus )V i 5 0A0) (S -3

dual) cilaal
Al 5 A iy el YD a8l o seda o g guall Ll 1
Aaalill z3laill 5 4lall A maa 555 e i) o g jll G a8V &8l Claladin) Jolas 2
Ll Y adl gl Aol gyl aladiind 4a) 58 ) 0 gl g Claadl st 3
Aol o gyl ghat (8 aal Y1 &8 AlaaiaY Al clalady) GliSiu) 4
5

exdiaall 3 a8 o Jseanll agllec (e Gila (50 g ol 38V 281 5 Jga Giladl o) ) Jalas

Gaal) 3gaa
Cpplall g and gl ¢y 8 il o) g o pdiadl ol A ol 2 dila 30 2 sasl)

M\Gg.u
836 aladinl il & pdy Caia gy Ciy pad o 2l dia ol meiall ¢ bl eiall e Canll 138 aiag
bl Jandl o aal S8V «81 5l 8 Ade il o g )l 2l dalal) Raall dpd 1) L o i<l

¢aal) dsand

o3 ils saa s ol Y @Bl gl b Ade i) o g sl Claladinl (Bacl agd b g5 ataa ciag) 138 DA e 1
() 1Y) 5 aadiiall 4y ot e Ayl

sy ) 3 Ly «Virtual Reality (sl j8Y) g8l sl 8 Llelall ol cilabaiin) Je ¢ sl bbus 2
g8l g 1Y) 5 Apdall o g 5l g (stigh) s 1)y ) 5 bl 5 e i) 48 5301 5 ety

Loglifiing 5 L o) 33l 5 call Cilae 4 liids l AS jiiiall ol sl e (o pmill A jp Canl il Jhgis 3
L sl S aladinly Ale 5 o g ) sk () saign (Al () shaall 5 (aanadll s e aall e 455 ) (ary Lae
Virtual Reality o=l y8Y) a8 51l 3 Sisall

s Gl el g cilalbaaal)
336 o aladind sy shi s lgapanal o3 Clinla 5l zal o :Digital applications 4ol il ciliylail
pine 4y pad sl il o3 s o Aus sl 5 e s ASA i gell 5 dpad Bl Cund sall Jia A5 T
Lginpla (b Al )l Clidaill ¢ 35 Aleldy de jun ddlisal)l Claddll s il slaall (N J a5l gy g o5 Ags
Al A )l il aladiul iy ¢ Al gl 5 4l il il s aaledll Jlae (8 aodiig Le Lgiay Leiillagg

Dr. Atef Zaki Ahmed Kersha The impact of interactive Illustration in virtual reality applications on the development of artistic
work«.<No25:Fab2025 141



2025 Oydiad) Gualdd) aaad) — (waldl) alaall — asasail) g & i) Al

Jett 1) 3362 5 il 52V (10 Ao sl Ao gane SO (e 5 ySiae A3 Jlacl ) Lely gais aa HISE e el iliall
Ao sthaall 45 0 Baiad s Adl) 1Y) dglee

Dsmally Glahy Lad Jall g LS e sulall ddand 5 Laidl) Call g8 e8)01 (i) :Digital Arts 4sad ) ¢ s—idl
Ay Al )l () gidll Saatip  alas¥) DA o AU s 1) el s e g pall SIS ) 5 puall el Ada 53 53 Al
Lggelial Gl 5 Lgilala 5 JISEY) ausy (8 a8l 5l LolSlae 48 G (g Ul s Uil Lo g 3 oSl Sy dale

oy Sy Ll g Lein A g ) ALYy

Y g,")Sé olails (!AcLuS\ QAS\} céﬁd\} ‘5:53\ Sanll O Jeladl) LA:; Az (8 sa 5 :Interactive Art g.bl.lfﬂ\ oﬂ‘
Gl ) ealuill () g e laia) Al Jie allansd Caoed a3 (e s sl Al (gl 4ty 8 Jasi 5l 28 Gas ey

@ Jelal) (@l canal il e Ll g (g jaiall

o 5] o3 yalas (8 gt 5 il Al Y Slaall paiiiasy ellaan 5a (oal 58Y) 1 2 Virtual Arteel ) ol
p gl a5 sl 5 ¢ 53 aaSl) 5 jeal JOA (10 1980 culisilaill dilgs 8 La yy shat o3l Al Jailas gl aladinly
<l Uil g LI 5 ¢ el ) s )l <l gal g calaay) SN G geall ol ga g edaad Yl g daad )l GaSlall

SO AN )

A (e Al oy aal 5 pudal 81 allaS i 3R el 81 ) S5 Clilee e 30ke 45 tMetaverse b ¢l s
Al sall (e 4S5 e 5 ke b (sl ¢ MR Bbsall a8l s AR S mall adl gl 5 VR (oual i) @85l <l Ui alasid
Crash aladl Juadl 4 55 & metaverse zlhas L 8y elaia¥) Juai¥) e 3 55 bV 45006 dpal i)

1992 oleSnow

paiay Lo Y5 LS (¢ gidl) e g g3 s Anal Y] il sl G4 1Virtual Media Art 4l 83) Jailu gl ¢
Virtual sl Y1 o)) Jhe o sl Gl 138 (paaty i) il L) 5831 Tl 15 Al Lin ) iS50
B A st GlAl Alelal) 5 A8 jaiall ilu gl 5 (AR) Augmented Reality =l &8l 5l ((VR)Reality
Ol axdion o (Sa Al e 5 Al 48 Jlae] s aaliia BIAT L o Sl Glaty dpaial Y1 Jailis 1) (8 ey
Lid L 58 Al ) Tl gl 0 iy 3 S0 48 o lad LY daaiiall a8 )1 86 Y 5 el ol Jlaall 134 8

g aly ol @Y1 &8N Merriam-Webster o8 <% 1 (VR)  Virtual Reality <l a3 gl
8 Caany Lo (el il il el L aad il 5 53 sl L yd gy ) Apsald) 0l Jasall DA (e Lty oy dpelidaial
AadY) A0 A i saaasl Ao 53 L 5L&3 5 8ISl (e 3 ke (VR) Virtual Reality (ol Y o815l "asul

(100l ilas 5 al ) cile Lo (i danadio Cilaze aladiuly Lgaa Jeliil) (Sa

Dr. Atef Zaki Ahmed Kersha The impact of interactive Illustration in virtual reality applications on the development of artistic
work«.<No25:Fab2025 142



2025 Oydiad) Gualdd) aaad) — (waldl) alaall — asasail) g & i) Al

181 0da Jadi o 858 s Jolilll g (uladd¥) (o s o pL ) ) ad) gl) £ g

Fully Immersive Virtual Reality s ol 5831 a8l -

Ol Apal 8l A ) JalSI JEBYL 05 pmdy Cun QLI 4laa D jad Gpeddiall jelall ol j@8Y) 810 a5
adly Lila) Gl Lae caatiinaall 335 ) Jlae iy 32 5all e Gual g8l a5 Sale ial 58Y) @81 5l (e g 5l 128
il S (e pal Y allady Bl

D ) ) 38 2B gl A ) raSiall

sl s A5y Jlae ae 4820 Adle il -

el o) e 2Ly ey da¥) S e ge Cigea -

O] Gany (A anall ClS ja g Gl I IS jal adal) gl b i -

(ol i) Allall e Jelaill 5 AY) JLaaY) 5 el o 4y sl sl Cilas 5 -

Y eladll 6 Jall A4S ) cMaae aladiul sl Ganes & el cpeadiivall (S -

Ade el il 5 slSlaal) 5 e il s lalY) Jie colipdail Al -

Non-Immersive Virtual Reality sl & &) 58Y) a8 gl ¥

092 (ol SBY) a8 gl 4 4y o (33U 5l Sl el aly Wyl g yrall) palall e el 81 a8 6l a0y
el ) Y gl s g s LulaniVL JalSU i)

P Al S (ol ) a8 ol A )l) gradlall

Ald ape AL e (s ginall (2 e o -

el g dabailly Grerdiiveall mansy Loa S A8 pualiall (any Laiiag -

) g g Ay jlenal) Aylpadill Cali Y1 5 a0 360 (i el adalia Jia ol dsladiul o -
bl Y1 ) g1 5l A4l 5 AAUS 81 5 gl clillaia -

Semi-Immersive Virtual Reality sl 4ud k) 58Y) ad) gl v

Oo Yaina (s sime g Cua Jeliill s GulesniV) Cun (g 5 alell a5 5 el palad) 4k ol Y1 @315l
Sl eV Al A 5 gt aiad (puds Callaty Y Laiy (ulazs)

Bald dud ) i3y A ol A )1l Zadlal)

Al A Al oyl clila g JalSI ulaai¥) G Uan s Sl 2y -

ol pally Cprendiiaal) ddalay Ll sl G el CLELE aadiy -

19) o) Al 5 a5 oLl o) B il 3 oot -

Dr. Atef Zaki Ahmed Kersha The impact of interactive Illustration in virtual reality applications on the development of artistic
work«.<No25:Fab2025 143



2025 Copdiad) (ualdd) dand) — Gualdd) alaall — asaail) g &) il ddaa

: Tilt Brush (ki iy il

ol (a4l (e a2 M1 e g ¢l YD @815l alad) S aas U 3k 4l Tilt Brush Gadsi <o s
& Tilt Brush Gaki b Sy 8358 aw) 48 gl ol JBY1 a8l 5l A 3 padi a3l W) i sanesl) 5 gl
AL alayY) 450 48 Aa ol ) Jasd) sliadll Jy gl ol S8V @l 1) 465 w2iiesy 5 Google A8 Adausl 53 0 9 5k
oI N5 el @S ja aill Oculus Rift « HTC Vivedie (ol 58Y1 a8l sl 3 eal Gaaill axdivy (Jeliil
«The Lab at Google Cultural Institute o 3 sxall 138 & dual W) L) 8 S a5 il ol ) Letian 5ig
s el Ay il Bagaa (3 jka BLIISY e g Y] 5 L 5l 53SAI) e (g peaal] G )l (8 dgaall Jaa daliss Jamy
Tilt Gaki JYA (e (ol 58Y1 &8 gl 8 agy sl GLESILY Clacadill JS (a5 alladl elail puan (o (i) 3 50
(1) JSs @ Brush

#) Tilt Brush

by Google
-1

\.}“\

.Tilt Brush Gahai Y& (e Lealiil &5 Ale i o gyl 23l (V) JS4

Tilt Brush (ki <l jeay gaibad 1Yl

pllad) e Jeldill (e (pladl) (S dlge 5 (e B 8 Aae ) Ay jad el ol yi8Y) &8 6l CLaE Tilt Brush aadiud
(10) dda2a 5 3 ySiine e ADE o gy () agile |yl 5wt ISET Jysat g aal i8N

Cilas 98 ey ods s Alladll Ay pail o3a (3l UL 55 3ea Y] (e dpaal) e aal J8Y) a8) ) L o) 935 adiad
Jeliil) 5 Galud) oY) Gatat] dantia ey ¢y o8 coladlaa 5 cddall ddle Culald 5 AS jall cilulun s A4S jall (e
(Y) J<& Tilt Brush ¢l < jpeall 5 pailiadll (asy b Loy sl cd g

Dr. Atef Zaki Ahmed Kersha The impact of interactive Illustration in virtual reality applications on the development of artistic
work«.<No25:Fab2025 144



2025 Odiad) Gualdd) adad) — (ualdl) alaal) — avasail) g &) Al Al

Cubgll Jaa oubys hulgs | &5lq dypai
Jusairilig doafio E 8polé pualLiol
Time & Playback Advanced E ' Immersive Virtual
Recording Brush Controls 5 Reality Experience
04 P 01
; >
' &oinoll &o Jolaill
L dyio) ds)uiiollg daLadl Qo

Community & Artistic Integration with

Collaboration External Software

05

. Tilt Brush Gk &l jaee s ailad mua g alill elil s 5ii) (V) JS&

o)) dixd JalS IS 5 el a1 @) 5 4y a3 Tilt Brush Gads gy 15 ale o) ) adlg 4y 28 1

aeiSay s oual i) alle ) Gpeadioall Ji5 2y A gasall aSail) Cilas g aladiinl 5 oual y8Y) a8l 5 U

Dzl il iy 5 ) dlae g Gl (e 5 el 130 il pellae e Je il 5 4 o Jiiil) 48
(Y) dSs . O) Al agllac olas yiSH clauily

SRar A G5 Gl s Sl 5aY) (e A5 de gane Tilt Brush Gadai i g rdadiia 3LG 3 byl g 2
selall s asadll Jin g ez sill g laalll Jie dalall e jigall ddlia) oSy WS asaraill 5 aus Ul Laladiia
costlaall i ppetl) G e i) 4880 Jaol suiall odn (S5 Gy e 5l

228 et duidl) agllac am g cpiliall Sy 4ualiny iy Tilt Brush Gudad Jah as g 14l cilin .3
D Al agty ) JaSi (Al Al Hldl) ol (Say Cumg AS jadial) 5 ASLl) Gl g Le g 538 )
il Jaxll Blus 5 e iy Laa cagile gy aladl (i el

Bl L age Aalall an il cluds G (peadiaall Tilt Brush ek miy 1dddilly gl Jiad 4
o 5 (A Ot Al Ol e b 5aall 10y g laY) Adee JalS it Ao ) A5 cila 50

Dr. Atef Zaki Ahmed Kersha The impact of interactive Illustration in virtual reality applications on the development of artistic
work:.<No25:Fab2025 145



2025 Lzl Gl (ualdl) aaad) — (ualdd) alaall — asauaill g &l i) da
a2 Fualal) an )l s Jaadi sale) o Gl ) A8l G pAY) ae dpeladl) eyl AS e i aglee
il aalil 8 a5 3130 Jalall 8 sl dua i g Laa

iy Lae cddlide Cilipusyy 408l JleeY) paaly Tilt Brush Gubd zess 1A JAY mal ) e Julsill 5
Tilt Brush (8 selbee ] J& (liall JalSll 138 ity Jom JA el (A agile ) Slo daall dlial ga (pilidll
ST e b Lemad 5 AS atiall a g 1 LY masll 5 AT claie )

slxd Adline Yl 8 Glinbil) (e 2l 245 A Tilt Brush Gudad aadind rclbawadills ple cliuli 6
el sy Ay el 5 Apanaill o gl e Al GVl 8 2 e JSE daladin) e a2l

OsS by Gl il e slally (s aaisae e Tilt Brush Gudsd o siay 408 48 jLiall g aadaadl 7
Ge Osalay Cun (il Cn aledYly Ol painally ) sl 108 3m aga a5 agilii s 4l agllec
8 jpaia 48 Yiae§ (i yay 5 Aaliiie (ia jlaa Tilt Brush sl WS caa el 8 ()55l 5 aml) aguiany

B g1yl A el S IS aad Lae

(8l alee Jaly ) Jeld g Y h Dshile e )l i ¢ Tilt Brush Gudat Jala e &l 4 gl (V) &

Dr. Atef Zaki Ahmed Kersha The impact of interactive Illustration in virtual reality applications on the development of artistic
work«.<No25:Fab2025 146



2025 Oydiad) Gualdd) aaad) — (waldl) alaall — asasail) g & i) Al

Tilt Brush (G cilaladic) LG

diay asdaill 5 4 5l 5 arenaill y cdll D 8 Ly« ) (e de e de sana 8 Tilt Brush ek aladiul ol
Gk sladll e Jalxill A 8 (Cpaaiivuall sy G ¢ ual Y @8 gl Ay 8 ) el 5 @ 1D 3 8 810 Bl
‘Tilt Brush Gukdl Glalaainy) (s L Lad g 5 Shae g 3aa

pladiuly 5 Sise g B A 48 o g oL G Tilt Brush Gl alasind opiliall (S g M) azanailly CAY-)
DY)yt ety GLESiL daie Tilt Brush Gudad ey Cus dilisall cl 53l 5 ale) DA an )
(¥) dS3 A gale 438 Jlee )

3 gan Janad g dusuia ¢ o gy LAY TiltBruShé.J_gEe‘Ji:\u\OSA:}:SJw‘ M\jﬁ&ﬂ\eﬂj\ -Y
danad Jayl 5 5 Ale W (o lad LY AS jpaiall dill Jlae Y1 5 aaliall s cilpaddll auy cpiliall Sy alagy) 45506

(Y QI sy

peiSay ool Y] a8 gl ol DA caill Tilt Brush Gads alascial oaliall (e salag¥) BE cadl) oY
e a5 5S4 ja Tilt Brush s . jisall s @l 0¥ (e de giie de sane aladiuly Aliaia 5 baiee JISG1 oL
S Al AN Jila oLy o gall g dabliwlly

6 Sl araaill GLISLLY (pacadll Ua b Tilt Brush Gudsd Jis 13041 amaailly o jlarall apanal) -
lalusal 5 Alall daY) AW 73 oL Cpasadl (Say ol Y1 @8l 8 aus  aladiuly Jal) apeall
Loiiall allall 6 laely (8 =815 JS 3ol g o) sall 5 0 V) 4 jad 5 dlalal

Sy Adliall sl 8 paill g aaladll Glilae 3 32380 Tilt Brush Gukd aladiul (Say ey aill g agladl) -0
Alela dpalat kel il g5 g Amall aaaldall maa gl 48N oda aladiul c paall § Cpalaall

Al ) il e il ) DDA 0 B 5 ) i 00 pe e g el Lyl

Tilt kel ey Lol 81 a8 5l 5 Adeliil) o g I S IS5 4 5l 5 Clal¥) delia @ il 1408 a3l g Gl -V
Load s Lee cpal bl ol s (8 gl e U1 et LIS (o (Say (ol S8V @8 5l lall o us ) #53) Brush
el o laiiVl ) gl Al 3000 5 gl 5 A8 jald) aiii ad e LS Auadl 55 I y) S|

i o seanll L Loy 3 Siaa g 5 jale 438 lad +LaSY Tilt Brush aladiu) (e 1dgddll o2 adl -A
Casliall jedl (ga an)s 98 5l 555 8 The Metropolitan Museum of Art ¢ sl Glid s yiall Caaia Jll)

Dr. Atef Zaki Ahmed Kersha The impact of interactive Illustration in virtual reality applications on the development of artistic
work«.<No25:Fab2025 147



2025 Copdiad) (ualdd) dand) — Gualdd) alaall — asaail) g &) il ddaa

e 1 aiie day all o oual Y a8 A (e Al J A Sy ) seand) Calide e sl e Lliadly d8 5 el
(ol Y1 a8 L o) 35 Bac ey Ul 550 (S0 LaS allall 8 (S (sl (0 WalEe jlia y dpalal) i) ) 2
ALY 5 daail) sl L) sale) Ao Loal oaal Y1 adl 5l cilipdas Jand LS cGael (S8 40l Jac ) agd
0525350 pelS 5 i (e AiSaa (S5 o1 A8yl (i) e Je il 5 A HUal) <l yidl) CELESIL gl oy S Aay )
@8 51 bt e LS (AS Ll adaill Bayan Ul gl i 38 ylay (impall Clals agudily (g5 it s ) Jal

(£) IS5 (13) clay) aglee o o jeill g alysha b 5 dia | gla ) cpdl) 05 L) Gaalas )l pe Jeliilly ol yY)

Al Y1 Asd) Jas SEY) e el 3 Tl Brush Gesbs cilaladind sy () JS3

T

~

a1 a8 gl R (e & s 8 b (gl el (Ll The Starry Night 4 sl calisin (€) Jsi

Dr. Atef Zaki Ahmed Kersha The impact of interactive Illustration in virtual reality applications on the development of artistic
work«.<No25:Fab2025 148



2025 b Odiad) Gualdd) adad) — (ualdl) alaal) — avasail) g &) Al daa

Tilt Brush (ki 4 daalud) il ggal) (GG

s Ao i oY) A0 A oL (VR) (ool ) ol ) il (ge 125 5 Tilt Brush Gashad o bS5 LS
35 I 336 e aad) aladiind callay 4 el 028 iial ¢ ol Y1 eliail) b arenaill 5 an il (peddicall
iy Al Y] Al e Jelaill 5 aaal) 48 a ais A ane oS3 Culas 5 ) ALYl ¢ a1 a1 ) ol s i
Lagd s Ail) Jlae W) 5 e g M1 o LiSY a8V alladl e gk 5 iad) a8l gl 8 <l 5a¥) 5 ) A8 pa i
(°) J&& @) Tilt Brush chudai Jee 4 Ll b Kall

T

lyUA
LaAlyioVl &blgJl
VIRTUAL REALITY GLASSES

J=29Jl agay
Aol

HAPTIC FEEDBACK

Tilt Brush Gt dee s &) i Sl e 3 Caalull Sl i) (0) IS

HTC 3 ,U3) e oual 53831 &l 5l <) sy Tilt Brush Gaks dasy 1(VR) (o2l 5831 a8l gl <l U 1

(ol bl g Ayt jh g ol Uil w38 (Windows Mixed R 3Wais Oculus Rift 3 sVive

el Guilay ¢(T) JSE Al il &y A alag) IO Jeliill s an b agd ey Gpeadiall B jale
O)Jad s JalS IS8 Tilt Brush Gudad Juadill dagall 4LaSill jualiall jany ollia

clasll ‘gg iS Al @ﬂ 'B")@A.i < ‘;..'a\_)'.'\é‘)!\ é\_,l\ GU;g (Motion Tracking): Z\SJAJ\ &\:\3 Sjga,i 2
sy rﬂé‘)ﬂ\ ‘5 C'AJS Dl 3ac 8 }i (sensors) PLEN T;‘}ei 3ale 3)'@431\ 0dA (pariall _‘;..'abﬁ\.ﬂ

Dr. Atef Zaki Ahmed Kersha The impact of interactive Illustration in virtual reality applications on the development of artistic
work:.<No25:Fab2025 149



2025 Odiad) Gualdd) aaad) — (ualdl) alaal) — avasail g &) il ddaa
G Leaing Al @l )il e ddlay) oSail 5 jea) aixd (Controllers): 4élal asal claag .3
3 )Uai L « "Vive Controllers” e (risete pSad Jaa g an U5 HTC Vive 3o «JUiall Jass

D51 Jisis aSaill aac 3ale B j¢aYl 224 4055 "Oculus Touch Controllers”. & 55 Oculus Rift
(A«V) & Tilt Brush 8 Jeléll g ol lgadind adlia g

JisnaS Slea ) zlisd e el b JS5 Tilt Brush ek Jusedal rcila gl A8Uay g i g0asl) Jga 4
oo Salall 2 8 il gy A8y clld ) ALY \gaiiinsd i) ol Uaill aUil) cillaie e (381 5 Conlia
ol U8 Aag¥) 4805 JIKEY 5 Cila gua ) (2 e

e boy Of (Say G ¢ a8 &8 1) Ay jad B age ¢ 3 G seall 1 Audio Systems <igall Akl 5
ol (e Tl Cuny TSl alil (e s gl 138 (5% O cang ANy a5 3 5a sl pnd BI8

gl aie G of 28 i) al @Y Gaaal)

Haptic Feedback dxwalll J2dl) 352, .6
Al @Y AaiiY 5 e LiVL sl e cpeadiinad) (K lae dianadd Jad 350 ) Analll 3 jeaY) i

HTC Vive Oculus Rift Oculus Quest

S

Windows Mixed R Valve Index PlayStation VR
Tilt Brush Gk (8 dexiidl (VR) (ool 58Y) o8l 5l ol Ui (1) IS5

Dr. Atef Zaki Ahmed Kersha The impact of interactive Illustration in virtual reality applications on the development of artistic
work«.<No25:Fab2025 150



2025 Copdiad) (ualdd) dand) — Gualdd) alaall — asaail) g &) il ddaa

Poop (push thumbstick down)

—‘
4

£52%

—
b)\
f A
Move Sphere Out-

~Sphere On/Off Poop: :Menu Use Sphere On/Off- i—Toggle Sphere— 6 efRo(ale View

¢ Tracking

Move Sphere In:

(push pad down)
Poop

)1 el jailly ol JS3 Jasi i s Vive 4858 (e Controllers oSa s 3¢l (V) JSs

) 58V &85l 8 Controllers aSaill s jeal (853 s sall ) il 5 pailadll Gany (A) JS3

Dr. Atef Zaki Ahmed Kersha The impact of interactive Illustration in virtual reality applications on the development of artistic
work«.<No25:Fab2025 151



2025 Copdiad) (ualdd) dand) — Gualdd) alaall — asaail) g &) il ddaa

i Aalidal) Al Y Gl e aae LA LINA e S Blal
29 s ol ) e B Ur O

You can choose a number of different virtual environments to paint in

Environments

Dropper dgan jo sy pem b pauadl (gl 5F 8L il apanl 3l

To select the brush and color used for a stroke or the color in a reference image

g | Blaaall sl
3 )ﬁ]d}hc_um]b 3la 3

Eraser .
You can use the eraser tool to erase entire brush strokes.
Sy 4 Galide & ) Gl il Jass sl
Teleport . gD 4
To virtually hop to a different spot in your environment.
4y Cuad el gal ol ol i ghd (AT e aal yill 5l
Undo & Redo A Seldpeshs Al e AT
To Undo your last brush stroke or action.
: 3y aladiuy | Jilae J< 31 yall aa g 5l
Mirror Tools ¢ P el s 6

Use the mirror mode tool to paint symmetrically.

Ot (s dagiivne Lo ghad 8 w1l Aol 4Ll 3 5

(=1 2l B2 B4 K4 1 N B B B2 S b

Straight Edge . L ,
Use the straight edge tool to paint in straight lines between two points.
Aaliag gpa 45LEL Cudd Lo Lasad ) 5l 310
Cameras Gy Ty e e AL 8
Use Cameras to save your creation in various formats.
U (sl s 1o
Recolor HHosl 9
change the color of a stroke
: Sl Galal) agdiall 8 73l g 5 gandl ) S5 5 maadl sl Bl
Selection Tools T g el siio 10
Use Selection to select and duplicate strokes and models in your scene.
. -3 gaill Ly 50 aladily ag fiall b I gl el il 3l
Model Pin , C’“}.“’” T @”“‘],’C Tl
Pin models, images, or guides in a scene using the Model pin.
lacall g agiial) Ala 6l 2 5 Joandl 3l
Backdrop _ = o &2 12
Use Backdrop to modify your scene's backdrop color gradient and fog.
Pol € il saley AL JN g JIKEY) g paaliall o)y 3l -
y Use the Poly panel to import remixable objects and Blocks models uploaded to Poly.
2 ga 9 4y gD § Anudia) el ol ol Jaaal 3oL 31
Use Lights to modify primary and secondary lighting colors and positioning.
] . dalatiall JIKET L) g canSal) 93 SN i ) ol
@ Guides ST 15
Use the sphere, cube, and pill guides to create perfect shapes.

(19 )gslalasind s Tilt Brush Gl Jals 53 sm sall <l sa¥) aal maia s Jsaa () 2

Dr. Atef Zaki Ahmed Kersha The impact of interactive Illustration in virtual reality applications on the development of artistic
work«.<No25:Fab2025 152



2025 Copdiad) (ualdd) dand) — Gualdd) alaall — asaail) g &) il ddaa

Tilt Brush (gzhd sk @ gl
aaiia 8 (Hackett & Skillman) 4S % e Google 4S i 3 saiu) (e 4l Tilt Brush Gudai ) gl adl
Ll (Tilt VR) A4S i caled ¢ aY VY ) 58 Y& 856 VT i © Ld Tilt Brush gl » Jlaal sy Y00
5253 3o L&) Tilt Brush sl o Yo YY Wl cd gl 45, cpeasivall (Oculus Rift, Vive) oo 0S e dalic
Steam Store, Humble Bundle Store, Viveport, Oculus Rift Experiences, Playstation ) J3a
! }‘\:\SPLGIF LleS Lol }‘\:«_\JMAJ\ ;\yL@;\}si;ﬂMJy,ﬂ ﬁmwmosqus(S)(VR

(1)-) .)ds;.(B)

@) sTeaM HumbleStore O VIVE € oculus é PlayStation Store

The RN ;

T - © 9 0): loo PARITY s
; ‘ LT BRUSH 1 " g0 woNT Loo‘ﬁg,i(,”u’;"g NOT AECOMENOED

WRONG S

" EXPORT ATLAS! .~ pmeoom vee

AVITY SKETCH
uNITY Pase GRAVITY SKETCH.

= o - LLFJ
D D B man { H‘IJ

Y WL Look—
uouw:vwm-w“ ;m;r. . )
Woard 007 10000 R 1) 100 o
Bt s T i ‘
B R
')
| NO PARTICLES, THEY Ex No PAR\»:L;S

o THEY Exprg
<NO ANIMATION NO ANIMAT, XPORT 1 "
To 8¢ A¢-UNKED |f “NO CoLoms ™™ S QUADS

=100 AR :
o T >
Eplsode 2k izt Wo S .

.
ORT IN 3p "°°ELU

(8) slay¥) 45 dosne JS3H e J smsll Gravity Sketch gl o= Tilt Brush Gk Jelés (1)) <&

Dr. Atef Zaki Ahmed Kersha The impact of interactive Illustration in virtual reality applications on the development of artistic
work«.<No25:Fab2025 153



2025 Copdiad) (ualdd) dand) — Gualdd) alaall — asaail) g &) il ddaa

Tilt Brush (gubil Al Gilal) ; Ll

e o guny o) o 4358 Cuy 8l Jans gl) 8 alaia W) o LESH Tilt Brush ek canS) 3 8 &l sad)
Joinis Jaghad o A o ghad S ¢ g da gladll Jie ALKE jealiall (e manl)l AaU JMA e Alda g5l
G 5 oyl Lyl 5 cgmgadn JISET 6 Baaae dpuain JISET S ) gus Gl Lgadiigy 30 JISEY) 5 g5 6y gaac
Gula 8 il Ll slikae s salae ol gl 48 5 5 Al 3 )1l @D (IS o) s S8 Jaal) Jals dlle dpuliany Uiy
Gy N ddlza) | A8l Jaall o) Jal) g J80I0 4l e WS (gaa e e 3 IS Jl o) ety (LSIE apdaiil) o o 5Sll
a5 U 3l g bl CaAl At allae ) (pe cildadlll (e aadl 330 (e L) aelus Tilt Brush Gk ol
Ledla) oy Bagas ol jae s Clipand ) seda aa ¢ saal 5 4le Ll 4 jad JOA (e Al Jlee W) o a2l UL ey Las
30a A8yl (il g Al Al JISEY) 3 gan wdag e A il B BT el WU

bl el 3 s sl g a5 S 5 a8l 1) Ll e Al Cadlu) (e daed) seda aaid (VY) JSE a8
o i laa &l s aally el 5 3 ) s gl g A il o Y1 @l a5l o lel) aadall culd sl
il alee LY apuliall 4l a8l 85, Ghll ol 4y jad) dyselly il sl aes A ekl 4l<a)
2oseead adlls ) duasi

TILT BRUSH gl o dalall s jal s 4l ) g 5 (VY) S

Dr. Atef Zaki Ahmed Kersha The impact of interactive Illustration in virtual reality applications on the development of artistic
work«.<No25:Fab2025 154



2025 Odiad) Gualdd) adad) — (ualdl) alaal) — avasail) g &) Al Al

de sana aladiuly dla) O ol sell (b sl (il (Say Cus Tilt Brush chadat llSa) jelas (V1) S5 45
4 el d5el ole) ya ae Ol el s laalll Jie de giiall 5 ddliaall b gl s (5A) 5 <53V (e de e
W50 e (0o LIS ASa) Tilt Brush (8 W sbis) oy 3 sl ds gl o LS, o) g sadl) o sl
ALYl 5 a5 5y 58 eI 4B 48 Jleel oLl (e aall 5 cpilidll (S il 5 cdiliae iy ) saaliall

Al 4 pailly wiaill (g pAY) e LS i g )l Sl s Sy ol

Tilt Brush Gaki olasiuls Peter Chan bl gl (e caila (V1) JS&

Dr. Atef Zaki Ahmed Kersha The impact of interactive Illustration in virtual reality applications on the development of artistic
work¢.<No25:Fab2025 155



2025 Copdiad) (ualdd) dand) — Gualdd) alaall — asanail] g ) il dldaa

z ol Jedl e Tilt Brush  Gudad sy oS5 Jall Wy 6 deaad) Cila gl 2] el 2325 0 a2l
U gl 1 ka3 2235 3 el ) Jgsl e g Wil 5 a8V a8l 5l 8 Ale il o g 31 Jlaa (8 deaadiall
Do g Jelill 5 LdlaSiul (S ALalS Al g o L) AplSa) puiliall ol G| Al iall 48y 5 4008500 gl
J3& Tilt Brushcssks lede doas ) 5 sal) e naall L Laid s @81 1) Gial gl 5 (om0 sl Manea YL

() £) J<& 8) dail) < i)

= - ‘-EE’ SXSWI

2018 2017 2017
Best of VR: Interactive, Game or 2 Gold Lions (Innovation, Digital Best of Innovations: Virtual Interactive Innovation Award for
Real-Time Craft), 1 Silver Reality VR/AR

.Google 48 ,é Tilt Brush Gub lele daas Al 30 all (0 2aall meaa g (1 £) JS

D ol Y ad) ol Ay et Jga Gl ¢ ) 1ludla
: Hana Auerova B 5l Ul -)
sl Mo 5 LUl sSuiT o il j 8 TBU (5 5aawiial) Lailas o] oY) 4S5 o) ) 5350 Finly 5 A3L8) 1 5 5 f Lila
L) Jlee ) (e 23l 3535 e 02 )G (2020 siw 27 .05l (A o) 58Y) a8l oll 5 LLSal] 285l jmall
Tilt Gl Jie 4 pual) ¢y 538l1 ouml y8Y) @81 5l) el 2 (S15 ¢« Unrealsl Unity Jie gl sall alasialy b)) 45306
& GO Y g5l (g g g sl AL aed i G Ailise 4 yaty (il mandi Google 48 3 = Brush
8058 55 il gaall s il gl liaaly il pmanss uial S8V ) gl Ly () ) e Jah g Al Y1 dalisdl)
ol ) @ aey Bt ) Ll gy Jrdlly Lo 5] o5 ) IS i gl 0 gam A susal) S paall o syl
Aiay 5 cslandl s ¥ b 8 Lay a3 360 4l 3 lss o oo IS A pad ol ey a8 81 1" s LS
S e s Al el s alasiud 5 (VA Gy 8 G seal] g lan s dAdlida bl g ) e Ay s ¢l Jandl 8 ol

: Alina Cyranek &) pu Ui -2
Eua ¢ (Zlin Film Festival Slaissd! (0l Ols sgs 5 Auerova s s/ g Cilae 2206 4o jie ) Sl o Ll

sl tise 3 5) Jlee | e cdSaudS 4l Jlae Y1 ) e 310 2 525 Of (S Wil adal 581 280 1) o 5l of cild
JUREA [0S PPL{ D R AL PPN PS{ N s SO P i I 1 KV PRI B NP A [P CS b EQ P S E PN
LS ¢pednall (alad ala IS8 Claa el 8 5 63 pud) aa Baan all o a5 ¢ udal SBY) a8 gl) 6" A0 il
Sl Je V) ae Jeliill (e ) seandly Ll (S Ll Bagas <l jia udal SV &) ) aa

Al e OY) i 2l ST MRle s Cilalioe LSl da ) 360 Glaby s adalia 3 jae Cul Ll clld LS
Gaxaall daludl b ol 5 ) geall 3 el b ) geall A s aed ol il al 8V a8) 5l 8 Qi) o oal yi8Y)
B L 250 Y G b cllin 4wy U8 raay 5 Lo Joanil) ol 3 ) gucall s andiiunall adatin aSail) 3aa 5 aladiuly
Dol alle A ol @Y a8 ) Lelady o

Dr. Atef Zaki Ahmed Kersha The impact of interactive Illustration in virtual reality applications on the development of artistic
work«.<No25:Fab2025 156



2025 Oydiad) Gualdd) aaad) — (waldl) alaall — asasail) g & i) Al

:Artur Sychov < gdiu g -3
Ol 5 (ala i mavs oual @YV &8I N Somnium Space 4S il s38iill (i Ml 5 (ss pall) o a3 )
O (g (B L) (B g oo (gl el (B el s Al (pady (S US 8 ags Aaldl) <l ga¥) e Jgeanlly
La3 4 dadlly Gl ey a5 (1) Somnium Space (e Gl il Wle Sychov <o sdiaw Ll "4 gy 5
A2V A ) sa gmalpall o A Blial) QU Jaw e Lia Cll (e Baae 53l L J 5l G| al 5i8Y) a8 4
Ly ) e Somnium Space Jasi s o8 (s yre 8 dall sa LS 4 gled) 4l 8 ) geall (2 yra ol 3 juadll
el Y &8 o LS A agillie e o siSaly Y a8 Al el ol Aala callall eladl auan (e ol (Al e

(10 @lEs (e (8 4038 (1 jlae Ay Gl s

:Alice Krajéitova g sdil S (¥ -4

W oual S8Y) 080 1) sl | (Prague (5 s psall (i) LadlSY Lelil] o jalil] 5 Laisead) 4w p2a S 4lLl)
3lal adl sy oA i) Jaadl A j)) Apadil) Al S JSS V1 2alia)) mual Cum ¢ 22V delia e 1250
Cun ¢ gt gt g 4 yahy (il many O (S (ol V) @10 0 8 5" 48 83 5 sl e Ll g () agdl daplae
gy O LI Sy A Al Akl ) (e g 5 atsall 8 @llin ()5S 4l 3 JaY1 e 2 53 any
psmy slilY a bl (e sl e KrajdiFova s mind S calee LS ¢ M yaiy @3l Call 138 JA1 (e 4agiy
2l S35 (aladY) e el (i yall 5l aalie Liead Lgia (81 ¢ julall o jusall 5 udal V) 1) L AS jaia

:Frank Popper_:s: <l 2 -5

Sy il Cradler Cilpa s clin ol 5iSi g Gill &g ¢ il el il ale g Jland] ale (S i) 550 Sl 3
e denho i (odl)) "ol ) GA) ) Sl QA e S 8 (Y dl) e (5 S
Gll s eupaall yignasll (b A G el s Jeliill paal) Jailgll (8 ) skt ad aily o(Lea o/ iHlS s guilinlo
ol il 5 casmiall Jailas )y ASLEN (g ¢

G b e pdiall A AT A o sl sl Gl (g ealaal) oal @Y1 Qi o Popper i g s
@l Y Gl e Lddd sy Jae LaS (ul gl Boaniall dliaida g pualaall (oual V) Gl 3 apaall e 4a 5 A
Ol i Lo b esr sy el e L) wldall slia) s clelal) e oo 3S iy o a8l gl
laliia )5 el sall g lld  illleall 5 s o1 iS00 a1 ) 5 58 ol S8 Q1 () g jlay 31 (il 5 ol
casil Popper i il ade S5 L sa s «Jua) damias al ) sils (52 ol 81 Ol iy LS Al
sl Hlaiden s e g QLN laidga 5 (g LY o ASH o) el ) Call 3 Al Adleal ) seda 5
. (12) Jolgiall aglledl 5 an IS8 8 Gansliall

Dr. Atef Zaki Ahmed Kersha The impact of interactive Illustration in virtual reality applications on the development of artistic
work«.<No25:Fab2025 157



2025 Oydiad) Gualdd) aaad) — (waldl) alaall — asasail) g & i) Al

o AR ES

&85l jeac 8 Ld ) g e (o) e Al Bl 5 o gl 5 ) gaaall (o €Il a2al 13gd (i) (m ya () sy o
Lex (oiy ) A8 plall oyt o U (e Camg g 3 Y) Gl il DA Ao sy seall dlle it Cua ol SBY)
Ge S 858 Jie e ) dilgy L sl Sl aas 8 il g 8y pal) 03 agma M5y saall ()2 il () silidl
Cile g ) Dl g1l 08 1y G dielica s Gll (e dal s Ve o i T 35 it je ) 5 AY) ) gucaall
i Y Laas 3 geaall g Gl by s o 3 plasall (8 (i Y (5 Aol dll 5 gl 5 AS jadiall o g sl 5 3 saaSll
oalis dald pun s 5 e Jae Aelia o 3,08 gad Zilad ) 5 snaaSll 8 sal) dpal Y g ) 3 spam 4
A A L sl 53S0 5 Gl G et (A Alalaall 038 (385 Tiilt Brush gadad glaiud 285 ¢ aaall gl 8 slally
Al Alinlaill G dall A aladiudl mloai LK maal 5 sLally 4l 4lels

: Results caal) gl
aladial oSy didl) & el 5y j s Aol o gu )l o LE 8 G gn 15 99 canly ol 58Y) &8 ) o il a5 -
sk i o @dsial) a8 g Y]y cu il g aaleil) g daad 1) ClalY) o as ) Jie ddlide <Y laa 8 Al o2

el )l 5 bl gl Bapaa B e o lad 515 4 pad) Ll delia Jysad (8 (oal yiY) £8) 1)
Al cloadll yaell aa gl Lgalatinl Gpeads el o ) Jlae 3 ol 53Y) £l 5 UKL Cada g of -
Lol (5 sy 28V ) (ool Laa qdinall o W pilis Lgilindat (3 DAY Sl ) AdlaYly cdaapensill
A0 el JMA (e )
Al 38V ) aladin) A e 4y pead) @l a5 Cila g ) B3 sa Gand ]
(8 il (G S LN i) SO e dae ) BLA Ga deal sl (a5 A8 Ll 5 Jeldill 305 2
o) Y a8 gl LSl alasiial (e Aailil) Al Jlee W) (ial yaind IS (e g shaill s & o) lee (pand 3

:Recommendations <txa sill

8 3¢l 5 S el jlaill Jia o oudal 81 @8 gl A e A Aediieeall 33620 5 L ol S Jae A4S mua i 1
el e e Leilinad &5 (S g duaiadiia aSad

Cliaaddy saaaie Cilaladl e kil dals iy oLl 3 ol 81 ol ) ilSa) e g gl £E) 2
Ly e Y5 ¢ smtll 5 eyl 5 adail g e liall apaail) (g jlenall aranaill Jio dalide

sl 45 ad (ppeatl al Y1 &8 ) alasind A4S e 38 jill @iy A jeadl 4 il Jeliil) (puaas 3
Aaadly Sl Jelsi yibgig
ol Y gl sl Jals Al il o jlatl g Ailnall Ay paaal) ol 00 5 a1 4B o gus 1 550 350
83 (e o s ll Jlae 8 al Y ol gl) Gaadat 8 ) s 55 o8 ) papancatll y dgiil) cilpaail) Al
Al iy s Jelal) LDl g 32 sl Alle il guy Jaiids e 3 5l

Aaadl 55 Aol ST lad 55y dafiinall 8 58117 50 Guali 38 L3l a8 &8 115 jeal s il 0kl 6

Dr. Atef Zaki Ahmed Kersha The impact of interactive Illustration in virtual reality applications on the development of artistic
work«.<No25:Fab2025 158



2025 Oydiad) Gualdd) aaad) — (waldl) alaall — asasail) g & i) Al

o JLaiV) o aml 8 a8 gl Je el sl Sl Aasiuy GEEN 5 delaal JBY) Aidba 7
Allall e Lo Jelis S ol e il s cad s o) cleliall Jle syl duelaa¥) &l
Lol

-

:References <aull aa)
") I apeil Jlae (o8 Lgie 538Y1 5 al S8V 28l sl 5 ) glaiall LGN A de desa deal 5 gee 3 1
— Y0 2aall — S alaal) — ) A 5 ALK ¢ 5l Alaa Lial) daals — (Ruldas G s A )
2018 il

d eamrw aihmad muhamad eabd allah "altagniaat almutatawirat lilwaqie alaiftiradii

walfadat minha fi majal altasmim thulathia al'abeadi" (dirasat wasfiat tahliliatin) -
jamieat alminya majalat alfunun altashkiliat waltarbiat alfaniyat - almujalad althaani -
aleadad alawil - yanayir 2018

"l ) a8 ) e alle ) Adatal 5 jleally Jomy e i) G s 5l Cppeen () el gl 32
Ay o hall g il ale — A S el Alanl) ¢ il B

du. 'ayman salih aldiyn husayn alruwayni "alfin altafaeuli yasil bialeimarat aldaakhiliat
iilaa ealam min alwagqie alaiftiradii almukhtaliti" -kuliyat alfunun aljamilat jamieat
al'uskandariat - majalah alfunun waleulum al'iinsaniatu.
Ol — g 4B Lly) p glall ) Ala "c ) apenail) b poaal Y1 A8 ) Gada” Gema U3
2019 13 aaiaw

lina hasuwn "tatbiq alwagqie aliaiftiradii fi altasmim alfny" majalat aladib waleulum

al'iinsaniat althaqafiat bayrut - lubnan 13 sibtambar 2019
Gert Wastyn, Steven Malliet, Bart Geerts: (2021)-“ Painting With Light: Artistic .4
Experiments Into The Use Of Virtual Reality As An Animation Production

Environment”
International Journal Of Film And Media Arts Research published in the
Y oYY s Y e https://tiltbrush.com/

Y oYY uaSIVY https:/www.tiltbrush.com/air/

Y oYY ad g V/https:/www.tiltbrush.com/air/artists/peter-chan

[ IS e NI

Vhttps://www.youtube.com/watch?v=MqXPux6wilLw&ab_channel=TheSpatialCanvas

Y. VY ).\Aﬁ}.\
YoYY SN /https://blog.google/products/google-ar-vr/tilt-brush .9

oy O/ /https://www.artfinder.com/blog/post/turning-virtual-art-into-virtual-reality .10

Yovy

YoYY yad e Y/ https://www.acadecraft.com/blog/creative-uses-of-virtual-reality .11

Dr. Atef Zaki Ahmed Kersha The impact of interactive Illustration in virtual reality applications on the development of artistic
work«.<No25:Fab2025 159


https://tiltbrush.com/
https://www.tiltbrush.com/air/
https://www.tiltbrush.com/air/artists/peter-chan/
https://www.youtube.com/watch?v=MqXPux6wiLw&ab_channel=TheSpatialCanvas
https://blog.google/products/google-ar-vr/tilt-brush/
https://www.artfinder.com/blog/post/turning-virtual-art-into-virtual-reality/#/

2025 Copdiad) (ualdd) dand) — Gualdd) alaall — asaail) g &) il ddaa

YoYY yadgi Y /https://www.artdex.com/what-is-virtual-art .12

YoYY d o) /https://www.acadecraft.com/blog/what-is-virtual-reality .13

) https://www.youtube.com/watch?v=dGHAugivsVc&ab_channel=MetaverseSummit .14

YoVY P tn
https://support.google.com/tiltbrush/answer/6389713?hl=en&ref topic=7074683&sjid .15
YoYY i 0 Y=16018711407909604570-EU

Dr. Atef Zaki Ahmed Kersha The impact of interactive Illustration in virtual reality applications on the development of artistic
work«.<No25:Fab2025 160


https://www.artdex.com/what-is-virtual-art/
https://www.acadecraft.com/blog/what-is-virtual-reality/
https://www.youtube.com/watch?v=dGHAugivsVc&ab_channel=MetaverseSummit
https://support.google.com/tiltbrush/answer/6389713?hl=en&ref_topic=7074683&sjid=16018711407909604570-EU
https://support.google.com/tiltbrush/answer/6389713?hl=en&ref_topic=7074683&sjid=16018711407909604570-EU

