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Foreword

The intent of this book is to clearly communicate how to create art on mobile devices, with multiple techniques taught by multiple experts. The reader will experience the art-making process through the eyes of seventy different artists so you too can apply these various techniques, and become inspired to make your own mobile art.

This entire book will require that you spend a few minutes getting familiar with the various apps, to know the basics of each app in each tutorial. This information is contained within each app, and since all are simple to learn, we will use the space in the book to instead teach each artist’s techniques and how he/she applies these new tools to create original art. While app developers can build the tools, it is the combination of said tools and the talent these artists each bring to the table that makes the art vital and relevant. It is sometimes difficult to express in words the creative process of painting, step by step, or the thought process involved. So each artist also reveals some motivation or inspiration that will help you see their art in context to the world of art you already know and understand. Combining information about each artist, their influences, and their background will help fill in the blanks.





INTRODUCTION
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I’d like to quote from the book Paris in Our Time (Albert Skira, Paris: Editions d’Art,1957).


Nothing is more striking in the history of art—and indeed the history of culture in general—than the sudden breaks of continuity which take place when after a slow, sedate advance “from precedent to precedent” a more adventurous generation comes to the fore, eager for new worlds to conquer. In the case of art these bloodless revolutions are often the work of a quite small group of rebels or even a single man in whom the smoldering unrest of several generations bursts into flames.



The author was describing the transition from Realism to Impressionism around 140 years ago, when the artists of the day were freed from the constraints of their studios by the new technology of its day, paint in tubes! They went outside to paint what they saw in the real world. Their joy of discovering freedom of expression unleashed the powerful, most universally loved period of art, Impressionism. One needs only to spend some time in the Musée d’Orsay in Paris, or the Impressionist wing of the local museum, to feel the exuberance that this freedom of movement released in this prolific group of artists.

Yet this quote could describe the movement of making mobile digital art that has arrived all around the world simultaneously. The Impressionists were friends who shared their works with each other, exhibited together, shared the same philosophy, and were wholly rejected by the Salon in Paris, the art establishment of its day. It took them twenty years to gain recognition from the art establishment. iPhone artists, separated by distant locations and different languages, have found a home together on the photo-sharing network Flickr, where they share their work in groups dedicated to iPhone and iPad paintings, photos, and collage. Over the years they have established amazing friendships and collaborations. Despite their worldwide separation, since 2010 they have exhibited together, in shows dedicated specifically to mobile art, in New York, Las Vegas, San Francisco, Chicago, Washington DC, Connecticut, Wisconsin, Maine, Toronto, Hamburg, Milan, Herzegovina, and the UK. It seems that in this day and age of instant communication, it will take mobile art considerably less time to become an accepted art medium.

But the art establishment is another story. Like any institution, the art world profits from the sale of works of established artists, whose work has a market, and a high market value. Where does the work of new artists and their new forms of art fit into this equation? With rare exceptions, it doesn’t. New visions take some time to gain acceptance, and art history has taught us that it’s not unusual for an artist to spend a lifetime creating art in obscurity, only to get recognition after his or her death. Today, obscurity doesn’t exist for anyone with computer access or a smartphone. You have the freedom to publish your work in an ever growing number of blogs, photo-sharing networks, social networks, or your own web portal. Now, the cream rises to the top in an extremely democratic fashion.


Mobile Art—It's Not All About the Apps

The art world changed with the opening of the iTunes App Store. There have been 800,000 apps and over 40 billion downloads since the opening in July 2008. Most iPhone and iPad users acquire apps to help them find their way around, make them laugh, or amuse their friends in some way; some find apps to be useful tools they use frequently in their daily lives. Then there are the artists like me, who have hundreds of art or photography apps that they use depending on the image, the mood, and the vision. The apps “Brushes” and “SketchBook Pro” have a huge presence in this book as most of these artists came to mobile art and these popular apps from traditional painting. In 2008, the translation to this new canvas was painless and mostly playful. Since then, this art form has produced many masters and works that will no doubt one day be considered early 21st century masterpieces, as you will see in the following pages.

The App Store still provides the kid-in-the-candy-store experience for all artists and aspiring artists as new tools with new functionality appear daily, to the delight of endusers. Obviously, tools are important, but they don’t do anything by themselves in the same way as a computer, a pencil, or a paintbrush doesn’t. A computer is just a box and a pencil is graphite in a wooden case; like the iPhone or the iPad, they’re moot without human interaction. It is the artists who extend their thinking, apply their skills and sensibilities, adapt to these new kinds of tools, and make them sing. Gauguin said, “The Painter is not the slave either of the past or the present, either of nature or his neighbor: he is always himself.” In this case, each artist brings that “self” to these devices and, with the help of thousands of specialized apps, creates mobile art.



Mobile Digital Art/Art History

New art movements usually are torn from others, Realism giving way to Impressionism over the course of twenty years, Surrealism and Pop art spinning off from Dadaism five years and then fifty years later. Marcel Duchamp’s readymades and Kurt Schwitters’ elegant collages gave way to the Surrealists, who returned to reclaim the importance of technical proficiency. But it didn’t matter, since the changes in thinking had already occurred. Now there were no rules. The Dadaists and Surrealists gave way to the Abstract Expressionists, Pop artists, and Conceptual artists, and again, there were no rules. If freedom for the artist was fundamental to these art movements, the mobile art movement in the 21st century takes artistic freedom to a whole new level. Through the sheer power of the web, which is the glue that holds it together and the fuel that drives it forward, this movement has levels of interactivity and communication that artists of the past could not have even imagined.

Some art movements are born from wars, like Dadaism, which reflected the human condition after World War I, Abstract Expressionism, which followed World War II, and the Pop/Psychedelic art movements during the Vietnam war. Mobile art was born of technology, but in a post-9/11 world with wars in Iraq and Afghanistan. Although it’s technology that’s the binding force here, the movement takes place in a time when the prevailing mindset is that anything’s possible, anything goes.

In the past, one could produce a chart that linked one art movement to the next, but art made on the iPhone and iPad is influenced by the diversity in the world and in the world of artists who are all sharing the same studio space. The iPhone art movement has Realists, Impressionists, Dadaists, Cubists, Surrealists, Abstract Expressionists, Pop artists, Conceptual artists, technical artists, musical artists, video artists, process artists, and is inclusive of all styles of art generated by artists worldwide. The common thread is that each artist picked up the iPhone or an iPad and made art using whatever skill set he/she brought to the iDevice.

The mobile artists’ impact illustrates an important aspect of modern art, the unexpected unity created when two dissimilar concepts are combined to create a new relationship, in this case ubiquitous cellphone and fine art. For the viewer, this departure from the norm is as liberating as Duchamp’s drawing a mustache on the Mona Lisa, maybe easier because he/she already has the technology in his/ her pocket.

Sometimes the construction of a new art movement requires the destruction of another one, but here there is no destruction, just a new toolbox, with app developers vying for the masses to create with their latest and greatest tools. New technology has a long history of creating new art. In 1841, the American artist John Rand patented the first collapsible metal tube, made of tin, for artists’ oil paint. Before that, artists had to be their own chemists, grinding colors and mixing them with oil and paint-thinner. To work outdoors, they had to transport their paint mixtures in leaky pig bladders, which allowed the paint to dry out quickly. Paint in tubes was the new technology of the day that drove the Impressionist artists outdoors and facilitated the creation of the most beloved movement in art history. Renoir was quoted years later, “Without paint in tubes, there would be no Impressionism.” In mobile art, the leap in technology wasn’t pig bladders to metal tubes, but the introduction of the iPhone and App Store.

The introduction of photography was another monumental technological shift in art history, not just as an emerging art form unto itself but to facilitate various applications within the art world. Painters used photographs as a source of accurate perspective, some even projecting the images onto canvas as reference. Then there were those who saw different possibilities for this new medium, using photography as a way to combine incongruous elements to achieve unexpected emotional content.

The Berlin Dadaists coined the term photomontage just after World War I. They wanted a word to describe their new technique of introducing photographs into their work and took the position that photos, text, drawing, and found scraps could all be considered a photomontage. John Heartfield, an icon in the history of photomontage, said, “A photograph can, by the addition of an unimportant spot of color, become a photomontage, a work of art of a special kind.”

This kind of out-of-the-box thinking is pervasive in mobile art, where elements of photography are easily combined with text, painted elements, and anything you can find on the web. A Dadaist finds a scrap of paper on the street and uses it in his/her collage. One hundred years later, the mobile artist searches Google, pulls the relevant image off the cloud and uses it in his/her collage. It makes me wonder what the artist will be doing a hundred years from now …



What Defines Mobile Digital Art?

Usually when you try to trace the history of any art movement, it’s impossible to pinpoint the exact moment it began. In the case of mobile digital art, the second the iTunes App Store opened, the mobile digital art movement was on. In July of 2008, the App Store opened with a few thousand apps, some dedicated to painting and some to photo manipulation. Artists began gravitating to this new computer platform, making art from day one. As the App Store grew, the number of apps to make art and photography multiplied exponentially. The media started to recognize the work that began popping up in different visual forums, but it was Jorge Colombo’s New Yorker cover and David Hockney’s iPhone sketches that brought worldwide attention to this new medium. Talented artists began making art exclusively on the iPhone. Although one could describe the work as an extension of digital art, since many iPhone artists began there, many more traditional artists who had never touched a computer began making art on their iPhones in droves. The introduction of the iPad further established this mobile platform as a tool for content creation because its size makes it more acceptable to a greater range of artists.

Mobile digital art includes any works made by any artist on these devices. This includes music, video, and animation, but of course it would be hard to feature any of these mediums here in this book for obvious reasons. It is important to recognize that these alternative forms of artistic human expression are also represented, with a vast array of developers, artists, and apps to make it happen.

An art movement from the past would be defined as when a group of artists, together, create a similar style of art. Here we have a movement that is stylistically diverse yet banded together by the use of common technology. For this reason, this book has been divided into three sections that represent different stylistic approaches to these devices.



Section 1: The Painters

The painters represent the largest group of artists worldwide to pick up the iPhone and iPad for artistic reasons. Their diversity would be hard to represent, even though this book attempts it by presenting over forty traditional painters. At this point in time, it leaves out many, many talented mobile artists, easily enough to fill another book.



Section 2: Photographers, Collage, and Photomontage

Photographers were selected for their distinctive iPhone-centric approach to this new art form. Collage and photomontage artists use mobile devices to create complex compositions. This section also includes some “iPhone mash-up artists” who use multiple apps to create their mobile art.



Section 3: Abstract, Background, and Conceptual Art Apps

Art apps like kaleidoscopic apps, fractal art generators, and abstract art generators are apps many mobile artists use in the creative process. These apps are used by many artists to create stand-alone art, but are also used as part of a multi-app approach to making art. For conceptual artists, this is a new arena where the app is the art.






Mobile Art Observations

Mike Nourse
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Illinois, USA
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When I was first asked to write about iPhone art in 2009, whatever iPhone art meant to the larger art world was up for debate. Now, in 2013, the song remains the same, although with thousands more apps, the growth of mobile art in general, and the explosion of online sharing, it would be hard to doubt the impact of this tool and its powerful effect on the world as we know it. Some continue to see the iPhone as a powerful art-making tool while others still see nothing more than a phone with bells. While the debate goes on, fine artists everywhere are making, sharing, and selling iPhone, mobile, and iPad art in increasing numbers. You can find iPhone art on the cover of print publications and inside online magazine articles, in galleries and in private collections, and the quality of mobile art has increased to the stage where point-and-shoot cameras are fading into the background. After a few years of international use, there’s a strong case to be made that the iPhone is at worst a flexible, powerful, and convenient new tool for contemporary artists.

When I curated the first international exhibition of iPhone art in 2009, there were more doubters than believers. The artists represented the minority but, in my opinion, a very powerful one. It was relatively easy to find strong work from around the world and, more importantly, strong momentum which implied that this movement was only going to grow, which it has. Today we see a more powerful iPhone leading to incredible works of all kinds, the iPad has emerged as an outgrowth with record sales and dominance in the market, and rival phone devices have all evolved designs to feature touch-screen interfaces, access to applications, and many other iPhone characteristics. In short, the world has shown that the iPhone had it right, and today there are countless more believers than skeptics.

The iPhone, iPad, and mobile art movement will continue to impact our lives. After teaching digital media for years and an iPhone Art course in 2009, I have seen many tools and trends come and go, and the iPhone certainly falls into the category of “legitimate”, if anything for the foreseeable future. Below you will find some of my thoughts on how the iPhone fits into the newer art landscape of the 21st century.


Historical Relevance

Photography is a strong example of a tool that took time to be accepted inside the world of art. What were early photographs but cheating the representational painting process? I had read about this history in college, and saw similar developments first-hand in a couple of areas. For example, music software (is digital editing a viable tool for music? many people didn’t think so), then image editing software such as “Photoshop” (are digital images worthy? many people initially had doubts). I have learned that asking the question “Is this a viable art tool?” often declares the answer by itself. Yes, it is. If it were not an option for artists, we would simply not be asking the question to begin with. The iPhone and iPad’s development mirrors many tools of the past, which makes me think that these devices are in fact legitimate ones for 21st century artists.



[image: ]



Sharing Art

Let’s face it, if the art never reaches an audience, then what is the point? Mobile devices allow the user to experience sharing art in new ways (even in 2013), which provide options for artists to reach their audiences: direct communication between individuals, posting to social networking, sharing through new apps such as “Instagram”, uploading to specific sites such as YouTube, Flickr, and Vimeo.

These things are all possible with mobile devices in 2013 and allow a conversation to happen, which is what defines art at its very core. In addition, artists today are responsible for all aspects of communications when it comes to their practice. Sending images or work via the internet or phone network is half of the game. The other half is following up, connecting with people, and it just so happens this tool allows you to communicate in countless ways, meaning more ways for artists to meaningfully connect with their audience.



Inspiration Leads to Creation

A tool that can capture inspirational moments can be extremely valuable. Desktop publishing allowed users to create close to home, and laptops took this a step further with portability. The iPad has built on the iPhone’s success, but an iPhone (like most newer mobile devices) allows users to take a digital studio wherever they want, one that works with phone networks meaning easy access to communication. Unlike most computers or even iPads, people often have to take their creative device with them (because it is also their phone). This last distinction separates the iPhone and mobile devices from other digital tools.



Artists Love Saving Money

With so many apps, the artist can spend time customizing the tool for his/her needs without spending hundreds or thousands of dollars on full-blown software packages. I’ve personally spent about $25 total on apps since acquiring my iPhone in 2009: that’s a fraction of what most creatives spend on desktop software. Even as a part-time iPhone artist I’ve made more than twenty-five times that selling some of my iPhone art.



Art is Enjoyment

At the end of the day, artists in general seek to enjoy their own process, and in addition to being powerful the iPhone is playful and fun to use. If you’ve ever enjoyed playing a video game, navigating your satellite television guide, or engaging with interactive museum exhibits, chances are you are 21st century friendly and would also enjoy an iPhone/iPad/mobile device interface. It is fun, easy to use, and can take art projects as far as you can imagine, sometimes farther.



Documentation is as Important as the Art

With a built-in camera for high-quality stills or HD video and apps for editing content, iPhones and iPads can create, edit, and document! Apps such as “Photoshop” allow the iUser to master still images with professional tools, as does “iMovie” with video. And using the iPad has only enhanced the experience, allowing for more space to see more details. The iPhone and the iPad present an all-in-one package that make them prolific tools, fitting perfectly inside the 21st century “do-it-yourself” culture.



The Future is Now

If anything, the proliferation of touch-pad phones over the last few years points to more options for portable artmaking devices, something that keeps communications components at the forefront while adding to creative tool sets. With the Droid, Google Phone, and Fender collector phones, we see more and more companies diving into a valuable market. The iPad is also a game-changer, pushing past communications devices into its own category (although we can now connect iPads through phone networks). Armed with the same operating systems and the same sea of apps as the iPhone, it creates a new space between phone and computer to facilitate art.

In the long run, the iPhone might not maintain its place as a market leader in this area (who knows?). However, it has clearly established itself as a pioneering tool and currently sits at the head of the pack. With many years under its belt and other phone companies copying as much as possible, it is clear that this device has changed the art landscape. With so much creative potential, it’s no wonder that artists in 2013 often go days without making a phone call. This tool is too powerful!
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Around us small bookstores shutter their windows, libraries desperately install coffee shops and newspapers crumble. In the meantime, each one of us, with what is commonly known as a smartphone, holds the sum total of all human knowledge and experience in the palms of our hands. We carry these tiny windows with us everywhere, hold them to our heads and stare at them, either in crowds or alone. There is an unwritten covenant that comes with these devices, an implied agreement. The covenant is one of connection. It is expected that with these devices we will never be alone and will always be able to broadcast our message to the entire world.

This book represents another aspect of the phones, pods, and pads we use to entertain ourselves with or to simply make calls with. It represents a way we can use our devices to actually make things. In this manner, we become the entertainers instead of the entertained. We can actually use our devices to connect and interact with our immediate environment. We can use our devices to locate and collaborate with like-minded individuals in different hemispheres. Hidden in many of our mobile apparatuses are music studios, video studios, and art studios. The keys to unlocking these studios are very inexpensive and sometimes free apps that can be downloaded from the devices themselves.

When I first got my iPod Touch I didn’t really know what to do with it. I spent a great deal of time just looking at it. It seemed to look the best in early morning light held parallel with the ground against a bright blue sky. It was beautiful. I dutifully placed songs on it, as this was the one act I was certain I should perform. The box it came in was beautiful, too. I couldn’t get rid of it.

It never occurred to me that I could make anything with it. Then a funny thing happened. It’s the same epiphany that happened to many of the mobile digital artists in this book. I saw the June 1, 2009, cover of The New Yorker. That cover had been created entirely on an iPhone with the “Brushes” app. After dowloading “Brushes”, “SketchBook Mobile”, and some other apps, I got rid of all the music on the iPod Touch. It would become my mobile studio. An iPhone and an iPad later, apps and devices and Wi-Fi and Bluetooth and swiping and iOS are all part of my art vernacular.

With each medium I work with, my concern always gravitates toward specificity. What can paint do that clay cannot? What can a pencil do that a paintbrush cannot? What can you do on an iPhone that you can’t do on paper? While a great deal of mobile digital art leans toward emulation of more traditional methods, there are a number of aspects to working with an iThing that are unique to it. It could be argued that all of these things can be accomplished through traditional methods or on a desktop computer. But those things do not fit in your pocket. These are just a few points I’ve found that are helpful to my own pursuits:


Collaboration

From prehistoric people working together in caves to the Surrealists sitting in their smoke-filled parlors making exquisite corpses together, artists have been collaborating


[image: ]
Kara jansson Kovacev and I call our collaborative art “Coalfather Industries” (coalfather.com).


for ages. It’s different on an iPhone, though, because you can collaborate immediately with another artist on the other side of the globe. Not every app allows for this. A newly introduced app called “Sketchshare” allows artists to work at exactly the same time in exactly the same spot on a piece. This is an advantage over traditional media, where two artists could not physically be drawing exactly the same line at exactly the same time.



Symmetry

Some apps, like “SketchBook Pro”, allow you to create perfectly symmetrical designs. Again, there is nothing new about symmetry in the art world. But what “SketchBook Pro” allows you to do is create a line and/or form and its mirror image at exactly the same time. The ease with which this can be accomplished is remarkable. Combined with sets of different layers, this means that in a manner of minutes incredibly complex and engaging designs can be created.


[image: ]
Three examples of symmetry using the app “SketchBook Pro”.




Fluidity

There is a fluid sense of motion and response that is absolutely unique to the movement of a finger over glass. When you are working with a well-made app, there is nothing like it. Of course, this brings up all manner of arguments that compare the familiar sounds of a pencil dragging over paper fibers to the warm sounds of dust and scratches on a vinyl record. But I don’t think we need to view mobile digital methods as replacements for traditional methods. They are different. They are new tools to be used in our daily practice as artists.



Spontaneity

Ask any artist. Very often the best things happen entirely by accident. How, then, to produce accidents consistently?

“Harmony” is an online procedural drawing tool developed by Ricardo Cabello aka Mr. Doob. The great thing about “Harmony” is that it works in Safari on both the iPhone and the iPad. Its resolution depends on the size of the screen being used, though—so anything produced on the iPhone will remain quite small. The best thing about “Harmony” (and other procedural drawing tool apps) is that it is at once controllable and completely uncontrollable. As you draw, other elements or lines will spontaneously grow, form the line you are creating, and connect to lines nearby. There is no undo in “Harmony”, which adds to the immediacy and sometimes frenetic nature that is inherent in it.

There are different ways to approach making art on an iPhone or iPad.
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