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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.
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Interactive Illustration - virtual reality - Digital Applications
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