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Abstract: Background: Everybody knows how the use of new media tools in the arts
has changed not only the new forms of production but also the new trends in curation
and exhibition. New media technologies like Virtual Reality (VR), Augmented Reality
(AR) and Artificial Intelligence (Al) have opened up opportunities to further explore
the conventions of the traditional art categories of artistic artwork and create new
possibilities for interactive and generative art forms. Caregivers have to find new ways
of curating these new forms of art, which are digital installations that come with
immense solutions for exhibiting, educating, and conserving them. However,
the aggregation of digital art presents issues linked to the artwork's technical aspects
and the world's cultural shift regarding the audience. Objective: The central research
question, to which answers are sought in this paper, is the following: How does digital
media affect contemporary art curation, especially regarding new curatorial
approaches, audience involvement, and digital artwork conservation? The study also
explores relative concepts such as hybrid physical and digital exploration, completely
virtual exhibitions and ways through which the confluence of blockchain and non-
fungible tokens (NFTs) can be used to store and provide provenance to digital
compositions. Methods: This work uses a qualitative research approach, case-study
analysis of digital and virtual artwork and curators, and semi-structured interviews with
digital artists. The methods included in the data analysis are thematic and comparative
analysis of the results of curatorial activity and audience interest in exhibitions. The
case studies were mainly concerned with hybrid exhibitions, virtual and augmented
exhibition making, and the application of NFT's in art exhibitions. At the same time,
the interviews offered angles of the difficulties and solutions curators encountered in
incorporating new media in exhibitions. Results: The results reveal optimism for new
media since it is making audience engagement more lively due to various technologies.
Such hybrid models are also beneficial, allowing one to communicate with guests who
visit the exhibition physically and those viewers who only attend its online equivalent.
Virtual exhibitions offer greater ease of access to worldwide viewers, while non-
fungible tokens allow the original owners of the digital artwork to have long-term
control over them. The authors establish that contemporary curators are implementing
diverse approaches to incorporate technology into museums; however, several
questions imply limitations: how to maintain digital artefacts’ sustainability and how to
preserve them as technologies change. Conclusion: New media appears to influence
contemporary visual art's creation and presentation and present beneficial possibilities
for artists and curators. The study focuses on benefits that can be potentially achieved
from increased use of digital technologies in improving audience experience,
accessibility of artworks and finding new approaches to protecting digital art.
However, technology, as an ever-changing factor, continues to pose future problems
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in the preservation and accessibility of published material. Subsequent investigations
will tackle questions of continuity and preservation of the new media artwork and the
broader question of rights and wrongs in curatorial practices facilitated by the latest
technologies.
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1. INTRODUCTION

Integrating digital media and the visual arts has resulted in a revolution
in art-making and exhibiting. For the last twenty years, digital technology
has greatly impacted artists when creating their art and curators when
organizing art exhibitions (Kopp, 2023). Modern artists can work with
many computer applications besides the usual means of painting and
sculpture. This includes digital imagery, interactive software, videos and
installations, virtual reality (VR) and augmented reality (AR) that enable
entirely new types of art (Paul, 2023). With these tools, artists can
communicate with their audiences in a new way, improving the overall art
experience. Earlier, it was the curators’ role to identify, arrange and exhibit
artworks in locations like galleries and museums. Recognition is thus given
to the notion that the position of the curator has shifted
contemporaneously with shifts in art making. However, in the age of new
media, a curator does have to present works that may not be physical
objects, as 1s frequently the case with digital or Internet art. This puts
pressure on curators to develop new ways of presenting their collections
that will make the most of these technologies (Grau, 2004). Furthermore,
the opportunity to showcase exhibits online and perform various art-
related activities through Web presence in sites and applications has taken
art beyond the physical gallery, making it possible for worldwide viewers
to enjoy multiple works of art in real time (Bishop, 2023). However, new
forms of curating are enabled by digital media for art displayed on the
Internet. Instagram, Facebook, Twitter and other similar platforms have
replaced the traditional methods of sharing art by the public.
Contemporary artists have an opportunity to avoid some intermediaries
like galleries and museums promoting their work to the general public
(Manovich, 2017). Consequently, curators became part of this newly
emerged context to develop artists’ trajectories more dependent on
digitalization and decide on exhibitions to arrange (Thomson et al., 2013).
This kind of democratization of art curation has advantages and
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disadvantages. However, it owes the curators to hold the two other
components to the same level of openness and transparency and keep the
critical standards of art presented within these platforms intact. Digital
media interactions have also influenced audience participation because of
the expansion of the media. Individuals can engage in full or partially virtual
art exhibitions from the comfort of their own homes; this would eliminate
physical barriers that would have previously restricted one’s ability to
attend significant art shows (Vi et al., 2017). Altogether, incorporating
technologies as installations 1in galleries makes the atmosphere
participatory, where the audience is an active subject, in contrast to mere
spectators. This shift requires new curatorial strategies that include
participatory aspects of curatorial practice and envision the audience
differently (Robinson, 2020). Therefore, it can be seen that there is a gap
for new curatorial outlooks that would connect digital media to the exhibits
of contemporary art. The present research aims to reveal how the use of
digital media affects the area of art curation and what novel approaches in
the synergy of technology and art are being introduced at the present stage.
This research, therefore, seeks to give insight into the future of
contemporary art curation and the place of digital technologies through an
analysis of case studies and current trends. One might confidently say that
no other means has spread into the context of contemporary art as quickly
as digital media have done. For numerous years, digital technologies have
opened the floodgate for artists to explore uncharted territories in aspects
of art while creating challenges for those in curatorial positions. The
conceptions and practices associated with traditional curating, especially
the physical curating of objects within physical spaces, are even more
suffocated by new digital artworks that demand different ways of display,
maintenance, and audience addressing (Post, 2021). Furthermore, with
increasing numbers of virtual exhibitions and representations on the
internet, it can be challenging for curators to address the aspect of, for
instance, interactivity with the audience (Taylor & Sloane, 2021)Such a lack
of apparatus and clear guidelines concerning the presentation of digital art
suggests it is high time for contemporary curation theories and practices.

This study addresses the challenges and opportunities presented by the
intersection of digital media and contemporary art curation. Specifically,
the objectives of this research are:

o To explore how digital technologies have transformed the role of
curators in contemporary art exhibitions.

o To identity innovative curatorial practices that have emerged in
response to digital media in art.
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o To examine the impact of virtual exhibitions and digital platforms
on audience engagement and accessibility.

« To investigate the challenges of preserving and exhibiting digital
artworks in physical and virtual spaces.

« To propose strategies for curators to integrate digital media
effectively into contemporary art exhibitions while maintaining the
integrity of the art and the curatorial process.

The following research questions guide this study:

1. How has the role of the curator evolved in response to the increasing
use of digital media in contemporary visual arts?

2. What innovative curatorial practices have emerged to accommodate
the unique demands of digital artworks?

3. How do virtual exhibitions and online platforms influence audience
engagement with contemporary art?

4. What are the primary challenges of preserving digital art for future
exhibitions and public access?

5. How can curators balance the demands of digital media with
traditional curatorial practices to enhance the art-viewing experience in
physical and digital spaces?

The relevance of this research stems from the analysis of the paradigm
shift in curators' position in today’s digital media context and its impact on
art shows. At the same time as digital technologies are transforming the art
world, curators experience new conditions and possibilities. This research
will be helpful in filling a gap in the literature where there is limited
information on curating digital media art, given that most researchers
demonstrate more emphasis on the technological facet of this subgenre
(Gere, 2008). This research applies insights from VR and AR technology
and interactive installations into art curation, providing a reference that
curators can consult on how effectively to work with technologies, as
mentioned. This is especially crucial as more people seek online access and
extended virtual experience, especially during disrupture such as COVID-
19 (King et al., 2021). Knowing how these technologies may also engage
the audience and open up art to more people is, therefore, essential to the
future of art exhibitions. Furthermore, this study will shed light on
conservation by creating guidelines for digital art. As more artworks are
created in digital format, more efforts are being put into discovering how
the artworks will be preserved in the future. This research will benefit
curators and museums since it will help them learn more about the
processes necessary to maintain digital work accessible and whole for the
next generation (King et al., 2021). Finally, this study will significantly add
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to the current literature on curating in the digital age, consisting of
strategies concerning curators’ use of new media techniques to design
diverse, liberal, and sustainable art experiences. The study seeks to enrich
curatorial theory and underline the significance of contemporary art's
ongoing shifting terrains. The rest of the paper is organized as follows: The
Introduction provides the background by exploring new media's role in
present-day art and exhibition. The Literature Review looks at prior
findings on digital technologies and curatorship. The Research
Methodology outlines the features of the qualitative research approach,
such as case studies and interviews. The Results outline findings relating to
art, creativity and communities in the context of digital media. The
Discussion explains these results, while the Conclusion outlines what the
presentation offers and proposes potential research directions.

2. LITERATURE REVIEW

2.1. Overview of Digital Media in Visual Arts

Technology, especially over the last few decades, has drastically
influenced the presentation of visual art through digital media and
electronic art. The emergence of new technologies and the possibilities of
digital image—digital photography, video art, computer-generated imagery
(CGI), virtual and augmented reality, etc.—has produced art that is not
only interactive and constantly changing but often involves the viewer
(Cole Chocka, 2021). This shift has created more opportunities for artists
and spectators and made the art more engaging and interactive. The
interaction of multimedia with the visual arts has also given birth to what
has been recently described as “new media art", that is, works of art
generated by or dependent on some form of digital application. As
software, hardware, and the internet have been introduced to the world,
artists have started using them in their artworks and artworks to express
issues to do with the digital world like identity, surveillance, virtual space
(Thomson-Jones & Moser, 2015). Consequently, the internet has become
one of the best mediums in which artists can showcase digital art since
galleries in different parts of the world do not bind it (Giannini & Bowen,
2022). Another factor that has made digital media special in the visual arts
is the capability to defeat the conventional connections between art and. In
the context of contemporary art, individuals engaging with digital media at
least partially traverse multiple fields, including design, computer science,
and engineering (Candy & Ferguson, 2014). This broadening of the
definition of visual arts has enriched creative possibilities in the area. It has
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enabled many unique and stimulating artistic products that can bring
significant aesthetic value to audiences. Digital art also fosters a more
involved population as several art pieces compel the audience to touch or
modify the art piece. These changes mark a transition toward audiences
being more active, which corresponds to a general tendency in post-
industrial society to embrace the share of user-created content and
collective platforms (Shanken, 2009). This has significant implications for
how art is viewed and experienced in artworks, departing from the
traditional passive reception of art to an active encounter with the work.

2.2. The Role of Curation in Contemporary Art

An important and very adopted function in the program, where
curatorial concepts markedly concretize themselves, is constructing how
contemporary art is seen and re/mediated in digital media. These new
reforms shaped the role and task of curators as society advanced through
times and as the art world embraced technology and addressed it through
the prism of digital art. In conventional learning, curation was resorted to
choosing, arranging and displaying artworks in physical domains such as
galleries and museums. Nevertheless, with the advent of the digitization
age, it has also become broader, and it involves the management of web-
based exhibitions, collections and digital art commissions (Rutanen, 2017).
Digital art has brought a set of new challenges to curators it has changed
the way artworks are presented and even preserved because many are
digital rather than physical and tangible. Curators now find themselves
trying to organize how to exhibit works, which often can only exist in
digital formats like video art, net art, or interactive installations. This raises
several preservation issues regarding the technological part of the work and
guaranteeing the future availability of the work (Muller, 2008). Moreover,
digital art is usually created in several versions or versions that cannot be
clearly distinguished; therefore, curators struggle to decide how the works
best fit the context. Alongside existing technical difficulties, contemporary
art curators are also faced with the conceptual questions of society
regarding technology. Admittedly, digital media not only impacts the
process of creating art and how art products are experienced but also brings
about new emergent questions of authorship, originality, and copyright.
Therefore, curators face questions of ownership and originality of the new
media art; for example, if the work is disseminated across various platforms
and if the work of the audience is incorporated into the art (Kwastek, 2013).
In addition, the internet and social media use has affected how art is
disseminated and can be viewed by the community. Blogs, Instagram, and



Cultura. International Journal of Philosophy of Culture and Axiology 21(5)/2024: 1-26

Twitter have created a new form of ‘digital curation’ — people arrange
artistic works and represent them outside of galleries and museums (Gere,
2008). This democratization of art curation has privatized art, allowing
artists and curators who do not have affiliations with galleries or museums
to reach the world. But it also throws problems to professional curators,
who also face more contenders in curating and exhibiting pieces of art
(Lopes, 2020). This is not entirely shocking since the part of the curator as
such, or their role does change parallel to changes that occur in the art
world as a whole in general, and which involve the blurring of the role of
artist, curator, and viewer, which is not altogether unimportant here. This
seems to have shifted drastically from curators being strict controllers and
arbitrators over artworks and their access to the public and more or less
becoming organizers or mediators of interaction between audiences and
artworks. This shift shows that curation is a process that is not static but
relatively progressive and is still in the process of healthy evolution to
manoeuvre correctly with time, given the existing environment of
contemporary arts.

2.3. Innovations in Digital Art and Technology

Over the last few years, new digital tools and platforms have come to
light to create more digital art innovations as most artists introduced new
types of practices and performances. These innovations begin with tools
for generating digital artwork, such as painting and utilizing software, and
then extend to more realistic technologies, such as augmented reality,
virtual reality, and artificial intelligence. Such developments have not only
opened new kinds of opportunities for artists but have also changed the
ways people confront art (Flego & Franco, 2023). Interactive art
installations addressing AR and VR are among the most significant trends
in digital art of the present day. These mediums enable artists to construct
entire spaces where users can navigate and engage with digital materials in
the first-person (F Popper, 2007). For instance, using leading-edge
technology such as VR, artworks allow viewers to interact with spaces,
which may be impossible in real life, providing a highly immersive
experience. AR, in contrast, implements computer-generated graphics onto
the real-world environment to generate a simulated environment where
part is physical and part virtual (Modena et al., 2021). Al has also gradually
transformed the idea of digital art. Nowadays, artists apply Al algorithms
to create artwork or work together with machinery to build an artwork that
contains human and artificial elements (Modena et al., 2021). In this way,
combining human inspiration in concept design with artificial intelligence
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has led to different kinds of art, including generative art, where the
algorithms are used to generate individual and developing digital art. They
propose an entirely new concept of authorship, which poses new questions
regarding using artificial intelligence in art. Another great advancement is
the concept of blockchain in digital art and, more specifically, with non-
fungible tokens or NFTs. NFTs have transformed the existing art market
space through the capacity it has provided artists in authenticating, selling
and distributing digital art with the potential to generate value (Wang et al.,
2021). NFT has also stimulated debate over art and property. These tokens
can create an absolute, verified, and tradable asset and offer possession
over a piece of art that can routinely be copied through the Internet. The
advanced technologies of digital tools, immersive technologies, Al, and
blockchain have transformed artistic creation and reception. They are
opening up new frontiers of postmodern art and challenging the practices
of curating such art by redefining how it may be archived, catalogued,
contextualized, and displayed.

2.4. Conceptual Framework

Based on this understanding, the conceptual framework for this study
revolves around art and technology, curation, and how digital media affects
the artistic practices of artists and curators. This framework is anchored by
the theory of remediation whereby new media transform the older media,
which in the case of digital art entails turning paintings into virtual ones
(Dobson, 2009). These tools and technologies discussed in this theory can
be used to parse out how painting, sculpture, and photography—and other
artistic mediums—are being recontextualized and reframed in the digital
era. However, it has tried to integrate an additional participatory culture
theory with an understanding that apart from producers, cultures involve
the consumers of these products. As for the theory in question, it is worth
mentioning that it fits well into the approach to digital art because many
digital artworks are designed to be touched, even though touching is done
with curatorial gloves on (Jenkins, 2011)Participation is not only a factor
that extends to the mode of art reception but also concerns curators, who
have to consider these interactivities while creating exhibits. Another
concept explored in this framework is post-internet art, which may describe
artwork that engages with the internet and digital technology as
background media. Post-internet art captures the growing hybridity of the
physical and the digital and their interactions with new media culture and
Internet based platforms and content (Vierkant, 2010). The trends
identified in the dissertation are paramount in describing how digital
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technologies are reshaping curatorial practice, especially when curators
have to deal with a physical and digital gallery space to present and
contextualize post-internet art. Moreover, the proposed framework relies
on the concepts derived from the theory of affordances in terms of the
ways technological tools define the range of actions in the given
environment (Gibson, 1979). In digital art, affordances enable analyses of
how different media technologies such as VR, AR, and Al open up
possibilities of producing art in a new way and engaging with art in a new
way. Knowledge of such affordances is vital for curators who must design
new and distinctive approaches to using the galleries and museums
profitably and effectively in digital media. Bringing these theoretical
concepts together, the present research conceptual framework provides a
clear and holistic view of the interconnections between art, technology, and
curation. It offers a premise for understanding how technology changes
the tendencies in arts and curation.

3. RESEARCH METHODOLOGY

This section presents the research method to investigate how digital
media relates to curating contemporary art. Methods of research: The
principal methodology of this study is and will be the application of
qualitative research techniques, and more specifically, case—studies of
digital art exhibitions along with interviews with curators and digital artists.
This mixed-methods approach allows for an investigation of how thinkers
in curatorial studies integrate digital technologies into their work and what
difficulties they may be experiencing in this nascent field.

3.1 Research Design

The study design strategy is informed by a qualitative paradigm, and case
study research forms the centerpiece of the methodology used in the study.
This approach enables a closer analysis of concrete cases where new media
and art collection and display converge. Organizing episodes by diverse
cases — from the purely digital venturing into virtual exhibitions to the
integration of digital into physical exhibits — the study reflects a wide
sample of today's curatorial practices. Moreover, curators' and digital
artists' interview questionnaires help to get the utmost first-hand
experience of clients and practitioners and find out how they solve the
problem of presenting digital art in both the physical and digital context. A
conceptual flowchart illustrating the research design is shown in Figure 1.
It visually summarizes the research design, from case study selection to data



Yiqing Yan / Exploring the Intersection of Digital Media and Visual Arts: Innovations...

analysis.

Case Studies Selection

« Digital Art Exhibitions
» \irtual Exhibitions

Data Collection
= Analysis of Exhibition Content

s  Semi-structured Interviews with
Curators and Artists

Data Analysis:

« Thematic Analysis
= Comparative Analysis of Case
Studies

Results
+ Curatorial Challenges

« Innovations in Digital Art
Exhibitions

Figure 1: Research Design Flowchart

3.2 Data Collection Methods

This study employs two primary data collection methods: schedule of
case study analysis and semi-structured interviews. These methods are
selected to provide a broad view of the innovations and opportunities in
curating digital art. This includes viewing specific digital and virtual art
shows. It enables a critical analysis of how such technologies have been
integrated into curation as exhibited through design and audience
interaction and the degree of technology incorporation. Respondents’
interviews offer first-hand information on their occupations, problems
solved, and skillful approaches to curating digital artworks. Dream’s
flexibility from the semi-structured approach while, at the same time, it is
possible to make sure that certain areas of discussion are explored in each
interview. Table 1 provides a clear overview of the two data collection
methods used in the study, summarizing their purpose, participants, and
focus areas.

Table 1: Overview of Data Collection Methods

Data Collection Method Purpose Participants Focus Areas
Case Study Analysis Explore Digital and ~ Exhibition design,
curatorial virtual art technology
approaches in exhibitions integration
digital art
Semi-Structured Gather insights Curators, Challenges,
Interviews from curators digital artists ~ strategies, audience
and artists engagement

10
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3.3. Sampling Techniques

The study uses purposive sampling to identify participants and case
studies. This technique guarantees that only the most suitable exhibitions
of digital art and professionals in the sector will participate. To select the
target digital exhibitions, purposive sampling examines new-age curatorial
creativity in digital exhibitions and individuals with professional experience
in curating and creating digital art.

It is particularly applicable to qualitative research since it makes it
possible for the researcher to choose cases or people who will give him/het
a lot of information on the study questions.

3.4 Data Analysis Techniques

The case study analysis, as well as the semi-structured interview data, are
analyzed through the application of thematic analysis. This approach entails
pattern searching and analysis, or what we also term themes, to provide
a detailed analysis of typical concepts concerning digital curation, audience
participation and application of technology in art among the participants.
The case studies detailed above are also open for comparative analysis,
which allows for comparing the various approaches and technologies used
in the exhibitions. A thematic analysis of the qualitative data created the
tramework for a comparative analysis spanning the three curatorial themes,
thus offering a broad perspective of the new dynamics and issues of
curating digital art.

3.5 Ethical Considerations

The present research also follows high ethical principles to minimize
research biases and safeguard participants. Ethical issues of interest
include. Potential interviewees are fully informed about the study's
objective, the methods to be used and the interviewees’ rights; therefore,
choosing to participate is voluntary. The names of the participants and
other information provided throughout the interviews are not disclosed.
Information cannot be disclosed due to privacy concerns, so it is de-
identified.

All collected data is secured in terms of storage and access, and
audiotapes and the transcriptions of interviews are only accessible to
researchers who meet the requirements of the study. Ethical research
procedures ensure that the information is deleted at the end of the research.
These practices ensure that a study is done correctly without infringing on
the rights or privacy of the participants.

11
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4. RESULTS

This section provides the present study's findings by discussing the
impact of digital media on art and curators’ strategies for handling and
curating digital art. The conclusion from the case analysis and curators' and
artists' interviews focuses on the significant issues and new trends in
curating digital artworks.

4.1 Digital Media's Impact on Artistic Expression

Digital media's possibilities have significantly extended the possibility to
express oneself. The study shows contemporary artists use diverse digital
technologies, including VR, AR, and Al, to create engaging art installations.
These technologies allow artists to step away from realistic and/or
conceptual complexities and produce artistic forms of expression that are
open, engaging, and malleable to location. The technology of VR and AR
provides viewers with completely immersive environments where they can
engage with digital landscapes and objects.

This has shifted the focus of receptions from passive observers to active
contributors. Al is employed to produce generative art since algorithms
create different outputs that change. This alters the conventional notions
of art and authorship as the artwork evolves depending on the subsequent
engagements. Most digital art annotations are interactive, allowing viewers
to moderate the art and contribute to the changes. This transition from a
consumer mode to an active one is perhaps one of the extraordinary effects
of media on art. The digital media’s impact on artistic expression is
summarized in Table 2.

Table 2: Summary of Digital Media's Impact on Artistic Expression

Impact Area Description Example
Immersive VR/AR create fully immersive,  Virtual reality installations
Experiences interactive art environments
Generative Art Al algorithms generate evolving, Al-driven generative art
unique artworks pieces
Interactivity and ~ Audience engagement transforms Interactive digital
Participation the artwork through real-time installations
interactions

Figure 2 illustrates the relationship between the technologies used (VR,
AR, Al) and their corresponding effects on artistic expression, showcasing
how digital tools enhance audience engagement and creative output.

12
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Figure 2: Digital Media’s Iﬁf:luénce on Artistic Expression

4.2 New Curation Practices with Digital Innovations

In response to increasing numbers of digital artwork, curators have had
to adapt by engaging technology on both the exhibition and viewer sides.
The results discuss several new curatorial strategies that have recently
appeared as the role of digital media grows in contemporary art. It is now
expected that the real and the virtual often come hand in hand with
exhibitions, and many exhibits can be viewed physically and online. They
create environments in which artists have integrated elements such as
projections, touch screens, and virtuality with object art. The result of the
study shows that there is a shift towards completely virtual exhibitions.
These environments enable the placing and creation of artworks in
extraordinary contexts for virtual art and the dissemination of art to a
cosmopolitan audience outside enclaves like sets of galleries. Today’s
curators have honed in on the long-term storage of digital art and use
blockchain technology and sophisticated archiving to keep these art pieces
accessible and perimeters for future use. This paper has established that
Museums have taken advantage of new technologies in curating exhibitions
tfor the audience in the following ways. These tools further associate the
exhibited arts, enable the audience’s direct engagement, and contribute to
the further promotion of exhibitions.

13
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Table 3: Innovative Curatorial Practices in the Digital Age

Curatorial Practice Description Example
Hybrid Exhibitions ~ Combines digital and physical Art installations with
elements in exhibitions AR/VR elements

Virtual Exhibitions

Digital Preservation

Audience
Engagement Tools

Entire exhibitions presented in
digital/online environments
Use of blockchain and
archiving systems for the
preservation of digital works
Use of apps, social media, and
interactive platforms to
enhance engagement

Fully online art galleries

Blockchain-based
authentication of NFT's

Interactive apps and
digital tours

Innovative
Curation
Practices
Hybrid Virtual Digital Audience
Exhibitions Exhibitions Preservation Engagement
Digital and : Blockchain Social Media,
Physical D"""f P::g“”"‘s Archiving, Digital Apps for
Elements or Art Engagement

Figure 3: Innovative Curatorial Practices in the Digital Art

Figure 3 provides a clear relationship between digital innovations
in curatorial practice, paying much attention to how curators work under
the current trend in digitality. The findings suggest that digital media is not
only how artists create but also how curators organize and present art.
Technological advancements and interaction with nonlinear generative art
exposure, interactive screens, and tools have opened up wvarious
opportunities. At the same time, curators have introduced more ways of
approaching artworks using hybrid and virtual exhibition approaches.
These outcomes recommend that both artists and curators remain
emerging for present-day and emergent changes in the technological world
to ensure that the DA art is optimally reachable for everyone together with
the future generations of the online world and optimally memorable for
tuture generations.

14
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4.3. Case Studies of Contemporary Art Curation

Three cases were examined to gain an understanding of how and what
kind of digital media curators are implementing into present-day art
curation. All of them describe different strategies towards curation in the
digital sphere; hence, they reveal difficulties and possibilities connected
with the display of digital arts.

Case Study 1: "Virtual Reality Art Exhibition": This exhibition was web-
only, which means that none of the traditional gallery space was given over
to the show — instead, VR was used to simulate a gallery environment in
the online context. Audiences could move within the space wearing VR
headsets or watch on 2D screens. Some of the artworks in the exhibition
allowed the audience to capture them through the changes that occurred
when the audience was in front of them. This format made the exhibition's
physical reach broader than possible through a physical location.

The key curatorial strategies are:

o Fully immersive VR environment.

« Interactive digital installations that responded to user input.

« Global accessibility via online platforms.

Case Study 2: "Hybrid Exhibition: Physical Meets Digital": In this kind
of show, selected artists showed both conventional tangible artworks and
AR fixtures. Over the years, the visitors have had to employ their mobile
applications and, in turn, transform their smartphones into handheld
scanners that would bring a digital overlay onto their displayed physical art
pieces. This approach combined a tangible aspect of physical artwork with
AR, where the individuals get to interact with the AR art.

The key curatorial strategies are:

o Integration of AR to enhance physical artworks.

« Use of mobile applications for audience interaction.

« Hybrid approach combining physical and digital spaces.

Case Study 3: "NFT-Based Digital Art Show": This exhibition was
devoted exclusively to digital art supported by NFTs. It used blockchain
technology to make it easy to determine the ownership of the displayed
works. In addition to having a physical exhibition that a buyer could walk
in and examine, the artworks could be bought online. The case also
exhibited the functions of NFT's, combining digital arts with decentralized
tinance.

The key curatorial strategies are:

o Use of NFTs for digital artwork authentication.

o Dual online and physical exhibition spaces.

« Direct engagement with blockchain technology for art sales.

15
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The case studies in contemporary digital art curation summarized in

Table 4.

Table 4: Summary of Case Studies in Contemporary Digital Art Curation

Case Study Curatorial Technologies Audience
Approach Used Reach
Virtual Reality Art Fully immersive Virtual Reality,  Global (online
Exhibition digital gallery Interactive access)
Installations
Hybrid Exhibition: Combining Augmented Local and
Physical Meets Digital ~ physical and digital ~ Reality, Mobile digital
Applications audience
NFT-Based Digital Art  Blockchain-based NFTs, Global (online
Show art sales Blockchain, and physical
Online Platforms access)

4.4. Findings Related to Audience Engagement

In incorporating digital media into art exhibitions, the audience has
engaged better than before. The study guidelines indicate that
implementing VR and AR into the media and interactive augmented
elements can alter the perception and interaction with artwork. Three main
themes emerged regarding audience engagement: Hence, exhibitions that
are adjoined with the help of VR, AR, and interactive installations let the
audience be more engaged. It becomes evident that the original viewership,
where the spectating viewer just looks at the art, is replaced with an
environment where the viewer is confronted with work that can be moved
or changed entirely. This interaction made us more connected to the
presented art. The wuse of technology has, therefore, increased
the possibility for people to access the arts being exhibited. The general
public could appreciate contemporary art internationally without physical
boundaries with virtual exhibitions and NFT platforms.

This, in turn, expanded the audience base, thereby encouraging a vast
population to practice art culture. Computerized exhibitions provided
individually tailored solutions to viewers' inclinations. For instance, the
application of AR in the show within the show presented a more pluralistic
form of interpretation by the kind of interface that was yielded to the
technology. Likewise, NFT-based exhibitions provided an opportunity to
own some sort of digital property while watching an exhibit—a closer
connection felt throughout the whole experience. The key findings on
audience engagement with digital art exhibitions are summarized in Table

5.
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Table 5: Key Findings on Audience Engagement with Digital Art Exhibitions

Engagement Description Example
Factor
Immersion and Audiences interact with and VR installations, interactive
Interaction alter the digital artwork AR-enhanced artworks
Expanded Global access to art Virtual exhibitions, NFT-
Accessibility exhibitions via digital based galleries
platforms
Personalization Art experiences customized AR interactions, NFT's
through digital tools and allowing personalized
ownership ownership

The Figure 4 shows that technology raises audience involvement by
extending it further to make the artwork more captivating, available, and
relevant.

Audience
Engagement
VR AR NFTs
Immersion Accessibility Personalization

Figure 4: Audience Engagement Through Digital Art Technologies

Even if viewers are passive and artists embrace the kinetic potential
offered by moving image technologies, the case studies and audience
engagement analysis prove that digital media are opening new expressive
opportunities and shifting essential parameters of art consumption.
Engagement, interactivity, and episodic experiences can be noted from a
global perspective and are meaningfully positioned within the context of
cultural identification in the digital age.

5. DISCUSSION

This section discusses the implications of the research's key findings,
providing an in-depth analysis of how digital media is reshaping
contemporary art curation. It will also compare these findings with existing
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literature to highlight similarities, differences, and potential contributions
to the field of art curation.

5.1 Interpretation of Key Findings

The result of this study demonstrates how digital media has
revolutionized not only the art-making but also the art curation processes.
Three major themes have emerged: the growth of installation art, the
evolution of live and web performances, and the growing use of technology
in spreading art. New media, in particular, using VR, AR and Al as
examples, has broadened the idea of art in the given traditional sense. To
just focus on art is to ignore a massive shift from what were once static
creations to experiences that reach out to engage viewers and listeners
completely. In contrast with most artwork, which—for the most part—
must be watched and can be changed minimally, digital artwork is
interactive, where viewers can change an artwork. This is aligned with the
tindings of (Thomson-Jones, 2021), who emphasized the participatory
nature of digital art and its capacity to engage audiences more deeply. The
emergence of generative art, in which Al produces evolving works,
presents a shift in the authorship of art. The co-creation between humans
and machines challenges the traditional notion of the artist’s sole
authorship, echoing (Wang, 2023) the argument that Al is redefining
creativity. The study's case analyses revealed a strong trend toward hybrid
exhibitions that combine physical and digital elements and entirely virtual
exhibitions. Hybrid exhibitions merge physical gallery experiences with
digital interactivity, such as AR overlays on physical artworks. These
formats appeal to traditional gallery-goers and technologically savvy
audiences, enhancing the visitor experience. Fully virtual exhibitions
provide global access to art, extending the reach beyond physical
boundaries, which is particularly useful for artists and curators during times
of restricted physical movement (Black, 2020). This finding aligns with
(Lopes, 2020), who highlighted the growing popularity of virtual
exhibitions, particularly in response to global events such as the COVID-
19 pandemic. This trend also goes well with (Respini, 2018) the conclusion
that the operation of social media and other digital platforms has made art
more accessible to the general population and globally beyond galleries.
Thus, the integration of digital media has been found to bring art closer to
the people. Exhibits 3 and 4 prove how, through online shows or by having
an online presence, people around the globe can see what has been
displayed that could be situated in a particular region. This means offering
possibilities for a more inclusive approach to arts engagement, especially
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for those who might not otherwise be able to experience a highly
tormalized space (Kopp, 2023). Based on similar literature, this work agrees
with the presumption of expanding the conception of democracy in digital
media by addressing the issues of space, price, and time (Kwastek, 2013).
Furthermore, NFTs help organize digital collections and simultaneously
change the economic interaction between the author, the work, and the
collector. Decentralized sales and ownership of artworks through the
application of NFT-based exhibitions raised a new question about the
traditional art market model (Siafaka, 2022). This development lies at the
intersection of art, technology, and finance, creating an exciting
opportunity for buyers and creators.

5.2 Comparison with Existing Literature

The results of this study align closely with existing literature on the
impact of digital media on contemporary art and curation but also
contribute new insights, particularly in the areas of hybrid exhibitions and
the use of NFTs. The findings on immersive and interactive experiences
through VR, AR, and Al are consistent with previous studies. (Frank
Popper, 2007) discussed how immersive technologies have enhanced the
ability of artists to create works that engage the senses and provoke
emotional responses from viewers. The current study supports these
conclusions but also expands on the notion of interactivity by
demonstrating how digital media can transform passive viewers into co-
creators of art. While the literature acknowledges the rise of virtual
exhibitions (Zhang et al., 2024), this study offers a more nuanced
understanding of hybrid exhibitions, which combine physical and digital
elements. While previous studies have focused on either fully virtual or
traditional exhibitions, this research highlights how curators increasingly
blend both formats to appeal to a wider audience. This hybrid approach,
not extensively discussed in prior literature, represents an innovative
middle ground that benefits both physical and digital audiences. The idea
that digital media democratizes access to art is well-supported by previous
research (Peach, 2011). However, this study introduces the concept of
NFTs as a tool for further democratization and decentralization of the art
market. While (Dalai, 2022) touched on NFTs’ potential for altering the art
market, this research delves deeper into the implications for curation,
showing how blockchain technology is becoming a curatorial tool for
verifying, selling, and preserving digital artworks. This highlights an
important shift in contemporary art's economic and curatorial landscape.
Nonetheless, some of the study’s recommendations are unique, given the
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gaps identified in the literature for paper-based assessments. For instance,
much literature is on the practicalities of exhibiting digital art. Still, there is
meagre information regarding how the creative direction of curators
resolves the matter of incorporating such technologies into art exhibitions.
This study helps fill this void by offering specific case studies on how
curators implement emerging digital technologies in actual practice. The
comparison with the literature of the current study indicates that this
research enhances the literature and is in concordance with the existing
publications. Of course, the opportunities of immersive and interactive
technologies and the ‘democratizing’ character of digital platforms are
already widely discussed; this study also yields novel understandings of how
hybrid exhibitions function and how NFTs might be incorporated into
curatorial logic. Collectively, these observations attest to the emergent
dynamics of art curation for digital media and imply that art curators need
to evolve throughout their procedures to enhance the technologies and
global access at their disposal.

5.3. Implications for the Art World and Curation Practices

From the germ of this research, the conclusions reached bear great
import to today's art and culture sphere and curatorial practice. Artists and
curators are experiencing the important shift of digital media as a play area
for creating artistic content and the space to exhibit it. According to the
authors, one of the most apparent consequences is the change of the
curators’ functions. It seems now that curators are no longer simply those
who arrange the exhibit or collection in a given location; they are now
intermediaries between artistic digital technology and the public. The
effects of the growth in virtual exhibitions, NFTs, and other digital
platforms mean that curators need not only technical skills but also control
and present digital art while preserving its creativity. This calls for new
competencies within new media and digital civilization, as well as the
understanding and applicability of blockchain in the certification and sale
of digital art. As it focuses on digital art progress, it will be seen that
curators will have responsibility for requiring ability in the digital and
physical planes. The second is the modified scope of audience interaction,
which is also a consequence of this move. Web-based exhibits are more
engaging than traditional ones, mainly because the latter do not involve
much more than looking; one can touch or listen. With this shift towards
creating interactive art, the curators can develop more engaging content
that incites reaction. For instance, VR can create fully digitized showings
in an exhibition space, whereas AR in an exhibiting context prompts
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engagement with both real- and digital-life environments. To achieve the
goals in question, curators will have to explore further how members of
the audience can be treated as both observers and performers, making
them constructive participants in a story being told and, at the same time,
preserving the cosmetic unity of a show. Some digital features create the
opportunity for expanded access to art for the public, where people can
participate in exhibitions online. This democratization of curating art
broadens the sphere of influence of museums, galleries and artists, making
it possible for many more people to be reached. However, it also poses
challenges to maintaining the cultural integrity and richness of experience
in digital vessels. However, they have to find out how they will be able to
develop socially productive virtual operations that will be as efficient
as physical presentations even though they have to consider the rest of the
world. New to notions of preservation and sustainability is a new kind of
artwork that belongs to the digital realm. Digital art is, by nature, often
based on technologies and software that might become outdated at some
point. Blockchain and other tools for digitization must be essentially
employed by curators, museums, and galleries, for which strong
approaches to managing digital pieces are required. It will be necessary for
future generations to be able to protect the ‘longevity’ of the artworks as
most preceding techniques are not compatible with pure digital media
platforms.

5.4. Limitations of the Study

As such, the following limitations are seen in this study regarding the
effects of digital media on art curation: These restrictions point out the
directions for future studies and possible improvements in the method.
About the textual material, qualitative analysis is conducted on a limited
number of cases derived from recent digital exhibitions. Even though these
particular case studies illuminate general trends, they provide only a
snapshot of the art world. Due to the growth of a new approach, some
aspects of digital curation may have gone unnoticed in this study and may,
thus, have a limited view of curatorial practices being pioneered in various
places and cultures worldwide. It is also recommended that future studies
recruit more participants not only in the number of exhibitions and
curators but also from different areas or fields of curatorial practice where
possibly different approaches to digital art might be found, especially in
areas where curatorial of digital art is relatively new. The paper focuses on
the technological factors of digital art curation, including VR, AR, and
NFT. Although these are significant innovations, it seems that by focusing
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on context, such aspects as cultural, social, and political aspects of curating
digital art might have been neglected. For instance, how digital curation can
be linked with matters of diversity, representation and inclusion in art needs
further research. On the same note, the study did not explore curators in
enough detail to determine how curatorial processes might evolve to
accommodate ethics, for example, on issues of digital media, data privacy,
or commercialization through NFTs. Although the study explored
audience engagement with digital art, measuring the depth and quality of
such engagement is complex. Metrics for evaluating interaction with digital
exhibitions, such as time spent viewing, level of participation, or emotional
impact, are still developing. This study relied on qualitative data from
interviews and case studies, but more robust quantitative measures of
audience interaction could provide a clearer picture of how digital
technologies affect engagement. Future research might benefit from using
analytics tools, surveys, or experimental designs to gather more precise data
on how audiences interact with digital art. Given the fast-paced
development of digital technologies, the findings of this study may quickly
become outdated. As new digital tools emerge, curatorial practices must
adapt accordingly, potentially rendering some of the current innovations
less relevant. This study offers an idea of what is currently happening in
the context of art curation, but subsequent research will be needed to
capture a more timely view of the technological development in this field.

These findings call for numerous reflections when it comes to curators’
positions, interactions with the audiences, and the art’s availability across
the world through digital media. Nevertheless, we can list the following
sources of limitation that may indicate the necessity for further research —
the study is based on the experience of definite organizations and
concentrates on definite endowment items; the speedy evolution of
technological advancement makes further study essential. Overcoming
these limitations will contribute to a better understanding of how digital
media could interact with some aspects of curating contemporary art and
how curators can develop new ideas and approaches appropriating the use
of digital technologies.

6. CONCLUSION AND FUTURE RECOMMENDATIONS
6.1 Conclusion

In this last section, the main research findings are summarized, the
study's methodological and theoretical contributions are outlined in
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the contemporary art curation field, and potential recommendations for
curators are presented. The study also gives possible future research
recommendations in the still relatively young field of digital art and its
preservation. The study shows how digital media is disrupting art by
changing the ways that art is created and exhibited.

Technological advancements have forced the diversification and
evolution of traditional art forms, including protracted transparency in VR,
AR, and Al Contemporary artists are incorporating computers and new
technologies into interactive, real-time and constantly changing art. Several
media technologies can be considered as providing unique possibilities for
producing collaborative interactive and, most importantly, open works;
among those already discussed, VR and AR appear to be particularly
significant here. The curators are responding to the phenomenon of digital
art by practicing curation that supplements elaborate physical installations
with digital displays. There are also more exclusive, entirely virtual
exhibitions, which help bring art to a more international level beyond
galleries. Further, Blockchain, mainly with the help of NFTs, is changing
how digital art can be censored and sold. The study also reveals that digital
media makes audience involvement superior and more participative in
interactive content. As much as social media continues to shape the art
market by momentarily reducing geographical barriers, it is indeed
widening the art experience horizon for audiences of almost any
background. Despite this, the research also outlines some issues of digital
art preservation and sustainability but acknowledges the existence of
curatorial practice problems needed to preserve digital artworks.

0.2 Contributions to the Field

In this connection, this research contributes to
understanding contemporary art curation. It brings new ideas to the notion
of hybrid exhibitions, which means an exhibition that combines a real space
and a virtual environment to be more accessible to a wide range of people.
Whereas prior research mobilizes physical and virtual exhibitions as
separate entities, this research presents the curators’ insights on how both
can be combined on-site. This study also examines the use of NFTs in art
curation, which, unfortunately, is an area of research that has not been
empirically investigated. Thus, by studying examples of using NFTs to
attach identity and sell digital art, the work contributes to understanding
the blockchain’s application for future curation. Furthermore, the study has
applied implications that might be useful for enhancing the degree of
audience interaction in the wider application of technologies such as VR or
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AR for exhibition curation.

0.3. Application of the Findings to Art Curators

This study gives the following recommendations based on the findings
of the art curators practicing in the digital age. Personally, what is important
at this point to note is that curators are advised to employ both fixed and
floater exhibition kinds. This strategy provides the opportunity to be more
accessible and attract more people by including in-person or virtual events.
The art context seems to be shifting more and more towards digital media,
and for this reason, curators also have to be digitally literate and familiar
with blockchain, VR, and AR technologies. These will be the requirements
tfor handling digital artworks, producing virtual exhibitions, and, crucially,
preserving these artworks. Another by-product has to do with extending
access through technology-based networks. In her view, curators should
use ordinary things like apps and social networks to help people from
different countries get closer to art. Virtual exhibitions create chances for
viewers to interact with other groups of people since they are not fixed on
geographical locations or expenses. Furthermore, curators need to work
with technologists and archivists to create proper strategies to maintain
newfound digital artworks in the context of their preservation and further
usage.

0.4. Suggestion for future research

These findings yield useful information and present room for future
research. Future research should examine the differences in practices that
artists and curators engage in when they post and share digital art in
different parts of the world, especially in obscure parts of the world. This
would help to better understand how different populations utilize digital
media in art. Further, there is a gap in longitudinal studies that would allow
researchers to examine how the strategies of engaging the audience with
digital art change. Evaluating user engagement with digital and hybrid
exhibitions over a longer period would present a better understanding of
the sustainability of new technologies. Also, questions related to the ethics
of NFT and digital art can be discussed further. Further research should
aim at the main concerns like Intellectual Property Rights,
Commercialization of blockchain, and the effect on the environment. Last,
more research must be conducted to address the emerging problems of
technological updates in digital art. Given the nature of digital artwork,
which involves using technology whose applications change so quickly,
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future research will need to develop ways of archiving these works for
tuture purposes. Overall, the study offers a meta-synthesis of how digital
media is reshaping the paradigms of curating contemporary art. It also
emphasizes creative approaches that are being tested and formed regarding
digital curating tools, possible interactions with spectators, and the
problems of digital artworks’ conservation. With these findings, the study
provides important contributions to academic knowledge and real-world
curatorial practice and reveals key directions for future investigation in this
still-emerging field.
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