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The American Heritage Science Dictionary defines “digital” as “representing or operating on data in 
numerical form.” Computers today depend on digital processing to translate information into binary 
numbers—a system of using only the digits 0 and 1 to code a language understood by these 
complex machines. And though part and parcel to our daily lives, this is the extent to which a 
majority of us understand how digital technology actually works.   
 
Like it or not, we are living in a digital age—arguably the digital age, for who knows what 
technological frontier lies ahead? Biographer Walter Isaacson describes Microsoft co-founder Bill 
Gates and the late computer icon and Apple founder Steve Jobs as “binary star systems of the digital 
age.” He spoke of their “digital age relationship.” Arguably two of the most influential individuals 
of the 21st century, they made their mark with computer technology by demystifying it to be 
something affordable, accessible, and mainstream. You need only reach into your purse or pocket, 
revealing a cell phone, iPod, or digital camera, to know this is true. 
 
While some purists might take issue with the use of digital processes in the realm of artistic 
production, its numerous applications in the art world present limitless potential. Technology is a 
tool for artists in the same way that a paintbrush, loom, or chisel are. Most of the work represented 
in this exhibition assumes the visual form of traditional media like painting, weaving, sculpture, 
with technology assisting the concept to fruition as part of the artistic process. A few works rely 
entirely on digital technology and materials. Every generation and every discipline strives to create 
and be defined by something new. Just as the advent of photography in the mid-19th century was a 
revolutionary aid to portrait painters, technology provides an opportunity to explore new ways of 
recording and storing information and interpreting ideas. Contemporary audiences will recall that 
director James Cameron put his science fiction film Avatar (2009) on hold for 12 years until the 
technology for computer-generated imagery had advanced to a point where his ideas could be 
articulated.  
 
The artists in this exhibition were brought together from around the state of Ohio not for their 
shared perspectives, media, or techniques; rather, they all utilize or reference digital technology in 
the production of their work to varying degrees. Some of the imagery may appear to relate in 
composition, style, or subject, but artists were selected based on their innovative uses and different 
applications of digital technology. To the artists represented in this gallery, technology affords them 
a venue to explore new ideas and relationships not possible with traditional media. Most of them 
utilize digital technology as a process, to facilitate their production in some way. For a few of them, 
digital art is the actual product, and can only be viewed effectively on a computer. For one artist, 
digital technology is solely the subject, and absent otherwise from the process or product. And for 
another, it is an essential tool, providing the only means of an artistic outlet.   
 



The gallery visitors will be exposed to multisensory experiences through audio, interactive 
components, and even playing witness to a work in progress. The artwork as a whole ranges in 
theme and tone from scientific, political, conceptual, and whimsical. It references literature, history, 
sociology, and popular culture. The exhibition aims to relieve the stigma that digital technology is 
something to fear or dismiss as somehow irrelevant in the art world, and to instead fuel your 
imagination in realizing the myriad opportunities for creative expression in this digital age.       
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