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Digital media art mainly studies the methods and techniques of using information technology for artistic processing and creation.
Through theoretical study, professional skills training, etc., people can master the use of digital media software and have the ability
to use digital technology to perform artistic processing on various types of works. This article is aimed at studying the art analysis
of digital painting media based on wireless networks. In the past few years, as the country pays more and more attention to it, the
level of science and technology in our country is constantly improving. At this stage, it has entered a new media environment
using digital media. In the method part, this article proposes wireless network technology. It is believed that digital painting
and traditional painting are very different in expression form and artistic concept. Digital painting transforms the static
expression of traditional painting into digital form, so that they are no longer limited to the static expression of the plane. In
the algorithm part, this article uses the algorithm of virtual technology to make a long-term plan for the development of digital
painting media art. The experimental results of this paper show that the proportions of digital media art materials in practical
technology, visual experience, and Chinese painting are 50%, 61%, and 73%, respectively, and their proportions are constantly

increasing, occupying an important role in the field of digital media art.

1. Introduction

It is undeniable that the image created by traditional image
creators based on the world they see cannot exist forever,
because it cannot surpass the original material, and will
eventually die in a long river that may be far from perfect.
At the beginning of the century, the emergence of digital
imaging technology was full of people’s growing visual
desires, creating the art of photography; creating unrealistic
essential fore way of presentation is also very different from
before. Its advantage lies in the expressive power and techni-
cal beauty provided by computer technology, as well as its
popular appearance, ims, and becoming a new way to meet
people’s visual needs. When did digital media come into
existence? Traditional creative art groups are becoming
more and more tired of computers and digital media. For
this special, the connotation is often expressed and described
in a modern and popular way, together with the gradual
expansion of the use of digital images. This newly developed
computer design system is intended for the creation and
development of digital images. With a strong technical foun-

dation, digital image art continues to follow its postmodern
and postindustrial steps. With growth and development,
many graphic designers have overturned previous concepts.

With the development of science and technology, people
have entered a new media environment based on digital
media. Digitization involves all aspects of our lives. In this
context, the development of digital painting has injected
new vitality into traditional painting art. Its form has been
digitized into a new format, which has become vivid and col-
orful. It can also participate in and interact dynamically in
real time, instant response, and many dimensions. What
we have to do now is to combine digital technology with
painting in a more reasonable and better way. This is already
one of the most important topics in contemporary painting.

Many domestic and foreign scholars have done extensive
research on the analysis of digital painting media art based
on wireless network. The limited number of gallery buildings
where Sugiarto et al. display works of art has become an
obstacle to art appreciation and learning. The development
of digital media has not been widely used as art learning
media. Their research is aimed at using virtual galleries as
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learning media based on digital technology to analyze the
development of art students learning painting [1]. Mi-
Nam’s research is aimed at exploring the expressive charac-
teristics of digital media that children use most easily in their
daily lives. For this reason, we have studied the different
characteristics of children’s photographic expression and
painting expression and how different children’s photo-
graphic expression characteristics are different [2]. Kim
and Jung’s activity theory provides a broad conceptual anal-
ysis framework for HCI. As media art matures and is
accepted as an art form, a theoretical and conceptual frame-
work is needed to analyze and evaluate it. Activity theory
studies the level of connection between individuals, commu-
nities, and society in a broad sense and uses different human
practices as the philosophical basis to study the development
process of this connection [3]. For Gao, with the develop-
ment of science and technology, digital painting has further
shortened the distance between the artist and the audience.
This article studies the application of digital art in traditional
painting and analyzes its art form. The interactivity of digital
technology makes the information transmission between
creators and viewers more timely [4]. Darraji computer
graphics processing technology not only solves the artistic
difficulties of traditional painting simulation but also gains
more gains from the extensively modified artistic style and
form in the teaching of artistic features and tasks, saving
money, manpower, and a lot of resources [5]. Among the
potential applications of Sharma et al., an important appli-
cation area is dynamic spectrum sharing (DSS) in wireless
systems, especially 5G networks, where FD can provide
multiple benefits and possibilities, such as concurrent sens-
ing and transmission (CST), concurrent transmission and
reception, improvement of sensing efficiency and auxiliary
throughput, and alleviation of hidden terminal problems
[6]. Babu and Saminathan’s article describes wireless sen-
sor network technology. Some of the research work here
includes sensor network applications, reliable transmission
protocols, and congestion control schemes; these are com-
pared, bridged ,and compared in different parts [7].

The abovementioned scholars are not comprehensive in
their analysis of digital painting media based on wireless net-
works, and there are still some parts to be corrected and sup-
plemented. Therefore, the innovative points of this article
are as follows:

(1) This article expands the new fields and new forms of
the future development of digital media painting art

(2) The research of digital painting technology and wire-
less network technology helps us to use digital media

(3) This paper provides a foundation for the develop-
ment of digital painting art

2. Digital Painting Media Artistic Analysis
Based on Wireless Network Method
2.1. Wireless Network Technology. Wireless network technol-

ogy refers to a network that can connect various communi-
cation devices. Wireless network technology covers a wide
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range, including global voice and data networks that allow
users to establish long-distance wireless connections [8]
and infrared and wireless networks optimized for short-
distance wireless connections. Radio is a frequency technol-
ogy. Information security technology allows everyone to
understand the basic principles of computer information
security and current popular information security settings.
Security vulnerability strategy and implementation of fire-
wall principle hacking and prevention enable people to oper-
ate, operate, manage, and manage information systems,
maintenance, and other related tasks [9]. Because of the
dynamic nature of “new media,” it is difficult to provide a
clear and unified definition of an idea. From the perspective
of media technology, new media refers to a form of commu-
nication based on electronic information technology. Inter-
net technology, mobile data communication technology,
and other technical means provide the public with life and
entertainment information through the Internet, computers,
and mobile terminals, and new media combines interper-
sonal communication. The creation of painting art is also
an activity that interacts with the audience. “A work created
by an artist in accordance with the aesthetic concept of the
receiving is not a finished product [10]. On the contrary, it
is a message that the recipient must explain. Without the
recipient’s participation, the meaning and value of the art
message are only necessary. Therefore, on the one hand,
the artist and the recipient work together.” In the art world,
artists use their artistic skills accordingly. However, no mat-
ter how extraordinary the artist’s skills and artistic thinking
are, he can use his experience to perfect his art. He has to
face the society and the public. He must express himself
through certain media in order to gain recognition or
sympathy, as well as the exchange and communication
between the artist and the audience to understand each
other. Therefore, creating art is to create contact with
the audience [11].

In terms of technology, most new media are based on
electronic information technology. Mobile data communi-
cation technology and Internet technology are direct and
universal interpersonal communication in terms of com-
munication. It can transform the communication between
people from reality to virtual. New media is also called
new digital media. The purpose of so-called digitization
is to convert relatively simple numbers, images, text, or
audio data into the simplest numbers; create a digital
model [12]; and then convert the digital model into code.
It is usually binary, and finally, these binary codes are
invisible transcoded through computer technology, which
basically completes the digital transformation. The applica-
tion of new media technology has led to the transfer of
rights to the media. This has greatly reduced the standards
and channels for disseminating information. Newspapers,
portals, and other professional news organizations will no
longer monopolize the source of news, and the main body
of dissemination is no longer just newspaper editors and
reporters. In the real world, anyone who uses new media
can become a publisher [13], and the public spreads what
is happening around them. Current mental state and opin-
ions and views on information are provided through new
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media tools such as computers or mobile devices. These
undoubtedly increase the public’s participation in informa-
tion dissemination. Change the original static mode, and
the main release content is limited to specific people or
organizations [14].

2.2. Digital Painting Media Art. The rapid development of
computer technology has created conditions for the creation
of digital art, which has many artistic uses. It includes appli-
cations for the production of dynamic 3D artworks, 2D
images, and movie animations and special effects [15]. There
are many digital artworks with realistic painting effects.
Some scholars call these “computer art,” “digital art,” or
“digital painting art.” The petroglyphs used to record hunt-
ing activities and depict animal forms in primitive times
have the function of recording and communication. When
entering the era of slave society, with rich painting styles
and painting styles, silk paintings and bronze decorative
paintings became tools for disseminating ethical information
such as emperors and loyalists. After the feudal society, the
dissemination function of painting was strengthened [16],
and the main body of dissemination was transferred from
the government to the public. Topics such as agriculture
and entertainment that reflect the lives of the masses in the
content of exchanges are also increasingly appearing in the
paintings. Drawings have been an effective medium for
spreading information from ancient times to the present
[17]. The visual language as a medium of artistic expression
of painting is the schematic diagram of painting art. Graphic
symbols in the creation of artistic painting can not only refer
to the realistic reference objects in the artistic conception. It
is also a beautiful image that can stimulate the viewer’s inner
thinking and emotional reaction to the art of painting in a
specific artistic way. The first reason why art painting has a
communication function lies in the communication function
of its internal symbols. The evolution of human society is
closely related to the development of information dissemina-
tion activities. As a symbol of the creative product of human
society, it is a tool for humans to express their emotions. To
exchange ideas and understand the world, humans can only
communicate through symbols. In the real society, the com-
munication between people is the process of the exchange of
spiritual content. There is no way to communicate with the
intangible spiritual content to complete the information
exchange only through tangible or obvious substances and
only people who understand the meaning. Under the influ-
ence of economic globalization, the design of media image
of market globalization and technology globalization also
shows an international trend. So how to balance the
dynamic relationship is between famous national culture
and world culture. This requires an allegorical design of
multimedia images. Metaphors in multimedia pictures can
reveal the elements and symbols of multimedia pictures in
a way familiar to people’s perceptions and concepts. If an
appropriate metaphorical multimedia screen is designed on
the multimedia screen to interpret the national culture, it
will help to promote the inheritance and development of
the national culture [18]. When using the multimedia
screen, whether the user has a successful experience, the

important thing is whether the information in the multime-
dia screen is accepted in a way that conforms to the user’s
perception, that is, the expression and transmission of the
multimedia screen. Whether it matches the learner’s habit-
ual thinking ability, as a metaphor for bridges and links,
learners can better understand the information on multime-
dia screens. “Multimedia lesson interface metaphor is to
compare interface architecture and methods based on
learners’ past perceptions,” said Xu Huaping. “Interactive”
learners’ past knowledge and experience are the foundation.
The multimedia screen architecture and the way it interacts
are the key in the design of scientific fables that constitute
the symbol system or interactive method of the multimedia
screen. Students will have a successful experience through
the use of multimedia screens [19].

With the rapid development of information technology,
people’s aesthetic ability has also been greatly improved.
Compared with traditional animation design, people are
very willing to accept and like digital animation design.
The main reason for this is that digital media art can use
its own advantages to improve the dynamic effects of anima-
tion design. The designer should make the animation design
more innovative and dynamic and make the animation
design under the digital media format more in line with
the aesthetic needs of modern people. The development of
technology and communication changes will inevitably lead
to the transformation of culture and aesthetic thinking, and
the freedom, openness, and postmodernity of the digital
media context gradually evolve and strengthen the expres-
sion of video art to deal with destruction and reconstruction.
It also expands the aesthetic dimension of the public’s sight
as an aesthetic object. The original value of video art is to
provide people with specific auditory and visual fields. By
separating them is from the constant stimulation of hearing
and vision in normal life experiences [20]. To achieve spiri-
tual beauty experience, the boundaries of traditional aes-
thetic concepts from form to content and from aesthetics
to objects are clear, whether it is a movie shown in a movie
theater or a TV show on a TV channel. The traditional
closed and inaccessible screen separates the world of visual
beauty from reality. Visual art is considered different from
everyday life. The aesthetic experience is also a serious,
meticulous, analytical, and meaningful “spiritual aesthetic.”

2.3. Algorithms for Artistic Analysis of Digital Painting
Media Based on Wireless Networks. In the era of text media,
irreplaceable media images have become clearer. In many
new art media, artists particularly like to apply advanced
image stitching technology to the shape and structure of
the external walls of art exhibition halls [21]. At this time,
the media will produce images. There will also be many algo-
rithms, as follows:
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Today’s digital paintings also respect the exhibition
nature of the works. But the display medium is not limited
to its intended material. Digital painting is created in a virtual
platform. It is copied indefinitely and nondestructively in the
media. Xinxing is in the era of digital copying. “This kind of
impression value is not very popular with viewers” [22].
Therefore, after calculating with virtual technology, we can get
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Because painting technology hits the audience’s “use”
value in the virtual world, coupled with the production
method, through the connection and interaction of new forms
of art media, it causes harassment and becomes “worthless”,
and the centrality between them calculates the number of
times that a node is the shortest path bridge between two other
nodes [23], as follows:
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Compared with traditional painting, the internal defini-
tion of digital painting has undergone a qualitative change in
the “reciprocal form and common object” of digital painting:
it is the object of hobbies or entertainment, that is, the source
and object of its creation [24]. As a communication tool and
the basis for creating new commercial value and commercial
value, it is the interaction between creators and works. The
interaction between the audience and the interaction between
the creator of the work and the audience and even the interac-
tion between work and work, diversity, chords, anonymity,
centrality, and its form contribute to the “participation value”
of digital painting. A node with a high degree has many con-
nections, and a node with a high intensity has a strong connec-
tion. The nodes with high proximity are on average closer to
other nodes in the network [25].
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3. Experiments on the Artistic Analysis of Digital
Painting Media Based on Wireless Networks

New media has joined the field of art, and the choice of new
media for artistic creation is a sign of the renewal of artistic
creation methods. New media undoubtedly brings the possi-
bility of developing new art, and these new developments
may include computer graphics. It can be said to be com-
puter interactive media, digital video, movie animation, net-
work art, laser art, holographic imaging, robotics, virtual
reality, electronic music, biotechnology, genetic technology,
and so on. It can be said that new media art is the art of
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interacting, using, and understanding these technologies
between artists and audiences [26]. As you can see, new
media technology is a great way to expand art. Nowadays,
more and more artists are beginning to communicate with
new media.

3.1. Experimental Description and Experimental Procedures.
Digital media art is an art form that uses digital technology
and modern media art. It combines human rational thinking
and artistic perception [27]. Compared with other art forms,
the biggest feature of digital media art is the digitization of
the creative process and expression form, which basically
eliminates manual production. Since the late 1990s, digital
media art has been frequently used on the historical stage.
It has ideological connotation and new audiovisual language.
This has had a transformative impact on the existing human
art. Digital media art is a product of the combination of
technology and art under the background of the develop-
ment of the information age. Therefore, digital media art
resonates between science and art, which not only amplifies
the creativity of human art [28, 29]. It also adds the unique
charm of digital media. With the support of new media, dig-
ital media art has produced a special sense of immersion,
interaction, and other characteristics that generally surpass
traditional art forms. Digital media art uses a computer plat-
form. And everything related to it is done on a computer
platform. The continuous integration and development of
digital media platforms and computer technology have had
a huge impact on the development of digital media art
[30]. It has also changed the production methods of anima-
tion art. Two-dimensional animation technology and three-
dimensional animation technology have replaced traditional
animation production methods. It has become a new way of
making animation today. The development of art has always
been closely related to the development of science and tech-
nology. At the end of the century, information exchange
technology and innovative consciousness jointly promoted
the integration of global network tools and network commu-
nications. People have created a new audiovisual language.
By connecting and surpassing a series of traditional cultures
and ideologies such as society, system, experience, and
thought, the use of these advanced technologies is the main

tool and application in artistic practice. As a result, a new
media art form was born, and electronic video media has
begun to penetrate all aspects of social life. The first genera-
tion of young media artists accepted the political ideology
that changed mass television culture and began to use video
equipment to produce experimental images in various for-
mats [31]. Photography, television, and even film and televi-
sion have changed from popular culture to the medium of
popular art creation.

3.2. Sample Collection for Experiment. With the development
of new media today, digital news media has gradually
replaced traditional media and has gradually become a basic
information release platform. In current designs, people
increasingly rely on the visual information presented by
images. People seek to express and receive not only informa-
tion but also a higher level of spiritual nourishment. In this
article, we are talking about the important role of hand-
drawn illustrations in the media. As one of the important
illustrations in the new era, hand-drawn painting attracts
unique and dynamic characteristics. To a certain extent,
people’s eyes have quietly conveyed the idea of their unique
values [32, 33]. The study of media change art on the trans-
formation of video art is no different from the development
of media. Digital media is included in the context of new
media. Therefore, we must first distinguish the concept of
new media. The expansion of new media is very wide. If
the new media is set on the axis of history as long as it
develops over time, the newly produced media that did not
exist in the old era are called “new” media. Here is a concept
related to the “old” concept. From this perspective, the print
media is new to the spoken media. Compared with print
media [34], broadcasting is a new media. Compared with
movies, television can be called a new medium. If the defini-
tion of new media is based on an era full of “present” conno-
tations, then new media can only refer to media that have
just emerged. Defining new media from these two levels
obviously has many limitations and is full of many uncer-
tainties. From the era of traditional media to the era of dig-
ital media, among many uncertain factors, video art
illustrates the changing nature of the times in terms of tech-
nology [35], expression, and presentation. The visual
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aesthetic transformation has become one of the most subtle
links in the media transformation [36, 37]. It reflects the
profound dimensions of spirit, culture, self, and society.
Looking at options and changing thinking lost the ability
to discern in the era of traditional media. Comparison with
the grand and clear narrative style is in traditional video
art. The video art in the process of digital communication
is full of contradictions. The unprecedented prosperity of
material and the disintegration of spiritual culture have been
highlighted. At the same time, the aesthetic personality is
fully promoted, and the traditional concept is subverted.
The concept of public video art also shows the aesthetic
aspect of the conference [38, 39].

3.3. Experimental Results and Data Analysis. According to
the data report published by China’s Internet Information
Center, the number and frequency of wireless network usage
are constantly increasing, as shown in Figure 1.

Due to the development of science and technology,
mobile media and network media based on Internet technol-
ogy are developing faster and faster as mass media and have

TasLE 1: The development of the image age.

Film image 254 Postproduction 466
Digital mastering 154 Digital technology 523
Material 325 Correction process 145
Video art 405 Digital painting medium 369

gradually become important media to promote the develop-
ment of information technology and the dissemination of
commercial activities and entertainment activities, as shown
in Figure 2.

The value of art is increasingly used in the media field,
and sound, light, and shadow are indispensable. In this era
of horizontal unification of art, we are fortunate to be able
to appreciate many great works of art in various forms. In
science and technology, people are more and more aware
of the infinite attractiveness of interactive art brought to
people. Among them, illustration, as an important form of
expression, is getting more and more attention, as shown
in Figure 3.
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With the advent of the intelligent age, people can
become creators of images and painting art. This shows that
people are gradually building a way of thinking and living
habits centered on digital media, as shown in Figure 4.

When we look back at the long history of the evolution
and development of video art, we can save the mediocrity
of any art form, and this mediocrity is the key to opening
the art treasure house. With the continuous development
of technology, the method of displaying video art continues
to innovate, as shown in Figure 5.

Every new technology seems to cater to certain experi-
ences that people could not get before. In video art, visual
experience is most directly related to human sensory experi-
ence. From several surveys, since Edison’s three-dimensional
model can only be viewed by one person, media technology
has enriched people’s visual experience. Personalize your liv-
ing room style with movie projectors that many people can
watch in public places. From small screen to giant screen,
people’s visual experience in the virtual world is constantly
upgrading, as shown in Figure 6.

Digital painting art, the upgrading of visual experience in
traditional visual art, is based on the real world and is purely
“visual.” It expands the application of “experience upgrade”
and new digital technologies in image art to create a
brand-new sensory experience, as shown in Table 1.

Under the new media technology, the development
trend of painting art is getting better and better, supported
by new media technologies such as network printing in our
country. The industries of commercial advertising, anima-
tion, film, game, film, art education, etc. can provide good
digital painting, as shown in Figure 7.

To explore the characteristics and charm of digital paint-
ing in a variety of new art media, it is necessary to conduct
an in-depth comparison and analysis with traditional easel
painting in terms of aesthetic trends. Create skills, commu-
nication media, and artistic value, and try to analyze the dig-

TaBLE 2: Value in the age of digital simulation.

Number Trend Percentage in art
Aesthetic tendency 6541 542 56%
Creative skills 2365 365 78%
Art value 4559 487 64%

ital painting art under the new media and the future
development trend of China. Analyze the artistic and com-
mercial value of the digital simulation era, as shown in
Table 2.

With the advent of the digital age, the study of digital
culture and digital art has become the leading education of
its era. New media art, which has been growing and develop-
ing over the centuries, has begun to enter new brands. The
digital art stage is undergoing rapid development and rapid
changes in the creation of digital art during this period.
New mature media art forms are beginning to appear, such
as virtual reality, online games, and online media. Sports
art, digital animation, art, interactive art, etc. have opened
up the world of traditional human art. A new branch started
an unprecedented artistic revolution, as shown in Figure 8.

The study of mixed pure fractions is purely a product of
mathematics. The infinite image generated by the algorithm
calculated by the computer through the data formula is only
partially enlarged. When the area is expanded to the color
space, these spaces will become these beautiful art forms.
This art form is called “fractal art.” Fractal art is presented
to people in the latest art form and makes people realize that
this kind of art is like traditional painting art. And it is more
harmonious and symmetrical than traditional painting art,
as shown in Figure 9.

Although computer technology truly imitates the
appearance of traditional painting and provides ease and
speed that traditional painting has difficulty achieving, it is
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TaBLE 4: The development of new media technology.

The specific drawing method of fractal art

Function Interactivity Immediacy Popularization
Digital media 26 45 39
Mobile data
communication 254 368 749
technology
i Emerging media 65 44 71
|
The crystallization of 12
modern science and technology
10 4
L
8
: 2 ’ "
= 6
> »
4 3 ¢
»
Traditional paintings Textile printing and painting 24
FIGURE 9: Fractal art. 0

TaBLE 3: The visual form characteristics of painting.

Types
Traditional Painting Art @ Interactivity
painting materials exterior » Immediacy
Practi = Popularization
PN 45 6987 50%
technology FiGure 10: The development of new media technology.
Chinese painting 65 5784 61%
Visual 32 4569 73%
experience

The emergence of digital painting is the inevitable devel-
opment of the times and history. New media is an indispens-
able platform for creating painting art, which greatly
difficult for creators to enter a state of selfless, happy, and  enhances and expands the art of painting. At present, there

free creation. According to the experimental results, the pro-  is still a gap between my country’s digital painting art and
portions of digital media art materials in practical technol- ~ Western countries. The development of digital painting also
ogy, visual experience, and Chinese painting are 50%, 61%,  requires many new experts, not just the legacy of traditional

and 73%, respectively, as shown in Table 3. painting. It not only requires advanced artistic achievements
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TaBLE 5: Simulation comparison algorithm.

NE- Algorithm Greedy Mapping
DCB description algorithm algorithm
G-SP 456 541 6544
CL 478 458 9874
NE-D 328 569 4785

but also needs to understand new media technology, be
familiar with computers and technology, and also curious
about new things, as shown in Table 4 and Figure 10.

The evaluation criteria used in this article involve many
algorithms, such as NE-DCB, and G-SP, as shown in
Table 5.

4. Discussion

The full integration of art and technology allows the core
content of digital media art to be presented to the audience
with more complete functions. The continuous development
of digital technology has promoted the development and
progress of digital media art. Therefore, the style of ani-
mation design has been fully improved and innovated.
And it adds vitality and upgrades to the animation design.
Therefore, the full integration of digital media art and ani-
mation design has become an indispensable means of
developing animation design. Because the digital media is
a product of the modern information technology era,
therefore, digital media formats are diverse. This is insep-
arable from the advocacy of technology. At this stage, dig-
ital media can be divided into five main forms:
transmission media, display media, sensory media, storage
media, and performance media. In order to have an in-
depth understanding and mastering of effective digital
media usage strategies, participants should have an in-
depth understanding of the five media formats and make
better use of digital media art.

Digital media art can effectively change the design style
of traditional animation. And the perfect integration of
sound and image makes the animation design change from
a single image format to a more diversified animation for-
mat, and the animation design is also more diversified. In
the current animation design, many modern popular ele-
ments can be added to the animation design through digital
media. It is not only more interesting, but it can also attract
people’s attention, such as the use of color in animation
design. Digital media art can effectively replace the tradi-
tional monotonous black and white color scheme. But
the rich colors are cleverly blended together, making the
animation design screen more colorful and beautiful. At
the same time, in digital animation design, scenes and
soundtracks can be more replaceable, which highlights
the role and influence of digital media formats on anima-
tion design.

With the development of new digital media technology,
science and technology are changing our way of life in all
aspects. They ushered in a new era of technological trends
characterized by digitization and modernization. New media

technologies that are constantly changing and evolving make
it easier for people to obtain information in an unprece-
dented way. The media age dominated by digital technology
is called the new media age. The advancement of new media
technology has had an all-round impact. It is not just food,
clothing, housing, and transportation. And people’s lifestyles
have also quietly brought about visual changes, a brand-new
way of visual communication, marking the arrival of a new
era of visual reading and affecting people’s aesthetic inclina-
tion in visual art.

5. Conclusion

With the continuous development of economy, society, and
science and technology, people’s living standards and quality
have greatly improved. And digital media art not only pro-
motes economic growth, but it also significantly improves
people’s data transmission speed. Under the influence of
digital media art, the mode of communication through
media such as movies, TV, books, newspapers, and periodi-
cals has all changed. Digital media formats are also getting
more and more attention. Therefore, the animation design
is more complete. Designers should combine animation
design with digital media art to promote the development
of animation design. Digital painting is a new situation dif-
ferent from traditional painting. Although this is not a new
and independent drawing method at this stage, its multidi-
mensionality, dynamics, popularity, and interaction make
it a convenient way of artistic creation. The future develop-
ment of digital culture should not only be limited to imitat-
ing the visual language of traditional painting but should
also explore broader development areas.

Data Availability

No data were used to support this study.

Conflicts of Interest
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References

[1] E. Sugiarto, J. Julia, R. A. Pratiwinindya et al., “Virtual gallery
as a media to simulate painting appreciation in art learning
virtual gallery as a media to simulate painting appreciation in
art learning,” Journal of Physics Conference Series, vol. 1402,
no. 7, pp. 1-7, 2019.

[2] K. Mi-Nam, “A comparative study on developmental charac-
teristics of children's digital photography and drawing,” Jour-
nal of Research in Art Education, vol. 18, no. 1, pp. 41-68,
2017.

[3] H.C.Kim and C. Jung, “The designing and realization of dig-
ital interactive media art based on activity theory,” Interna-
tional Journal of Multimedia ¢ Ubiquitous Engineering,
vol. 11, no. 8, pp. 271-278, 2016.

[4] L.Gao, “Research on the application of digital art in traditional
painting,” Boletin Tecnico/ Technical Bulletin, vol. 55, no. 11,
pp. 145-150, 2017.



10

(5]

(6]

(10]

(11]

(12]

(13]

(14]

(15]

(16]

(17]

(18]

(19]

(20]

(21]

K. Darraji, “Graphic digital techniques in the fine arts design
and processing,” Journal of Theoretical and Applied Informa-
tion Technology, vol. 96, no. 13, pp. 4147-4156, 2018.

S. K. Sharma, T. E. Bogale, L. B. le, S. Chatzinotas, X. Wang,
and B. Ottersten, “Dynamic spectrum sharing in 5G wireless
networks with full-duplex technology: recent advances and
research challenges,” IEEE Communications Surveys ¢ Tuto-
rials, vol. 20, no. 1, pp. 674-707, 2018.

D. Babu and M. R. Saminathan, “Sensors working process on
wireless network technology,” International Journal of Scien-
tific & Technology Research, vol. 9, no. 3, pp. 1775-1778,
2020.

C. Chu and J. Moon, “Analysis of new media art works related
to privacy leaks: focused on the (secret),” TECHART Journal
of Arts and Imaging Science, vol. 7, no. 4, pp. 5-8, 2020.

M. Erdt, A. Nagarajan, S.-C. J. Sin, and Y.-L. Theng, “Alt-
metrics: an analysis of the state-of-the-art in measuring
research impact on social media,” Scientometrics: An Inter-
national Journal for All Quantitative Aspects of the Science
of Science Policy, vol. 109, no. 2, pp. 1117-1166, 2016.

L. Avila and M. Bailey, “Art in the digital age,” IEEE Computer
Graphics & Applications, vol. 36, no. 4, pp. 6-7, 2016.

Y. Liand S. G. Jahng, “Analysis of digital new media art work
"eyes",” TECHART Journal of Arts and Imaging Science, vol. 6,
no. 2, pp. 6-8, 2019.

X. Ma, J. Kim, and J. Paik, “The digital application of ink paint-
ing techniques: interactive media art using interactive devices,”
TECHART Journal of Arts and Imaging Science, vol. 4, no. 4,
pp. 18-20, 2017.

L. Yin, “Design and implementation of digital ink animation
based on decorative style,” Paper Asia, vol. 2, no. 2, pp. 6-12,
2019.

S. Svr, “Resim sanatinda dijital ortamlar tizerine inceleme/A
study on digital media in painting,” International Journal of
Interdisciplinary and Intercultural Art, vol. 6, no. 6, pp. 173—
182, 2018.

Y. Ran, “Application of digital image processing technology in
painting art design,” Revista de la Facultad de Ingenieria,
vol. 32, no. 14, pp. 532-537, 2017.

L. Scalera, S. Seriani, A. Gasparetto, and P. Gallina, “Waterco-
lour robotic painting: a novel automatic system for artistic ren-
dering,” Journal of Intelligent ¢ Robotic Systems, vol. 95, no. 3-
4, pp. 871-886, 2019.

H. A. Usman and F. A. Z. Abidin, “Digital image analysis of
immunohistochemistry KI-67 using QuPath software in breast
cancer,” Jurnal kedokteran dan kesehatan Indonesia, vol. 12,
no. 1, pp. 34-43, 2021.

H. Chen, “Research on the application of digital media art in
animation control based on Maya MEL language,” Acta Tech-
nica CSAV (Ceskoslovensk Akademie Ved), vol. 62, no. 1,
pp. 499-507, 2017.

Y. C. Feng and H. G. Kim, “The application of ink painting
in a new media art environment - {soul),” TECHART:
Journal of Arts and Imaging Science, vol. 7, no. 4, pp. 35—
39, 2020.

M. Bouaziz and A. Rachedi, “A survey on mobility manage-
ment protocols in wireless sensor networks based on 6LoW-
PAN technology,” Computer Communications, vol. 74, pp. 3—
15, 2016.

Y. Ma, “The influence mechanism of financial and monetary
policy on economic restructuring based on wireless network

(22]

(23]

(24]

(25]

(26]

(27]

(28]

(29]

(30]

(31]

(32]

(33]

(34]

(35]

(36]

(37]

Wireless Communications and Mobile Computing

technology,” Journal of Intelligent and Fuzzy Systems, vol. 37,
no. 3, pp. 3335-3346, 2019.

K. Xiao, “Construction of embedded secure terminal and mul-
timedia database based on trusted computing technology and
wireless network,” Alexandria Engineering Journal, vol. 60,
no. 5, pp. 4223-4230, 2021.

A. Cf, B. Yp, and A. Hs, “Research on non-destructive testing
technology of hydraulic engineering based on improved ALO
algorithm and wireless network,” Alexandria Engineering
Journal, vol. 60, no. 5, pp. 4505-4515, 2021.

R. Charles, A. Almasarani, and M. A. Majid, “5G-wireless sen-
sor networks for smart grid-accelerating technology's progress
and innovation in the Kingdom of Saudi Arabia,” Procedia
Computer Science, vol. 182, no. 4, pp. 46-55, 2021.

S.A. Azeem and S. D. K. Sharma, “Convergence in future wire-
less network technology,” Oriental Journal of Computer Sci-
ence and Technology, vol. 10, no. 1, pp. 41-46, 2017.

T. Sui, D. Marelli, X. Sun, and M. Fu, “Multi-sensor state esti-
mation over lossy channels using coded measurements,” Auto-
matica, vol. 111, article 108561, 2020.

L. Weng, Y. He, J. Peng, J. Zheng, and X. Li, “Deep cascading
network architecture for robust automatic modulation clas-
sification,” Neurocomputing, vol. 455, no. 2, pp. 308-324,
2021.

Y. He, L. Dai, and H. Zhang, “Multi-branch deep residual
learning for clustering and beamforming in user-centric net-
work,” IEEE Communications Letters, vol. 24, no. 10,
pp. 2221-2225, 2020.

X. Zheng and Z. Cai, “Privacy-preserved data sharing
towards multiple parties in industrial IoTs,” IEEE Journal
on Selected Areas in Communications, vol. 38, no. 5,
pp. 968-979, 2020.

Z. Cai, Z. Xiong, H. Xu, P. Wang, W. Li, and Y. Pan, “Gener-
ative adversarial networks,” ACM Computing Surveys,
vol. 54, no. 6, pp. 1-38, 2021.

M. Jahanbakht, W. Xiang, L. Hanzo, and M. Rahimi Azghadi,
“Internet of Underwater Things and Big Marine Data analy-
tics—a comprehensive survey,” IEEE Communications Surveys
& Tutorials, vol. 23, no. 2, pp. 904-956, 2021.

S.Yang, B. Deng, ]. Wang et al.,, “Scalable digital neuromorphic
architecture for large-scale biophysically meaningful neural
network with multi-compartment neurons,” IEEE Transac-
tions on Neural Networks and Learning Systems, vol. 31,
no. 1, pp. 148-162, 2020.

B. Yang, X. Li, Y. Hou et al., “Non-invasive (non-contact) mea-
surements of human thermal physiology signals and thermal
comfort/discomfort poses -a review,” Energy and Buildings,
vol. 224, article 110261, 2020.

J. Qian, X. Cheng, B. Yang et al., “Vision-based contactless
pose estimation for human thermal discomfort,” Atmosphere,
vol. 11, no. 4, p. 376, 2020.

I. You, C. Choi, V. Sharma, I. Woungang, and B. K. Bhargava,
“Guest editorial: advances in security and privacy technologies
for forthcoming smart systems, services, computing, and net-
works,” Intelligent Automation & Soft Computing, vol. 25,
no. 1, pp. 117-119, 2019.

Z.Y. Du, “Personal data security and supervision in the age of
large data,” Intelligent Automation and Soft Computing,
vol. 25, pp. 847-853, 2018.

A. Kelec and Z. Uri, “A proposal for addressing security issues
related to dynamic code loading on Android platform,”



Wireless Communications and Mobile Computing

(38]

(39]

Computer Systems Science and Engineering, vol. 35, no. 4,
pp. 271-282, 2020.

Z. Fang, J. Cai, and L. Tian, “Security of chip bank card in
remote payment based on risk feature,” Computer Systems Sci-
ence and Engineering, vol. 35, no. 4, pp. 299-305, 2020.

J. Vijila and A. A. Raj, “Ameliorate security by introducing
security server in software defined network,” Computers,
Materials and Continua, vol. 61, no. 3, pp. 1077-1096, 2020.

11



	Study of Digital Painting Media Art Based on Wireless Network
	1. Introduction
	2. Digital Painting Media Artistic Analysis Based on Wireless Network Method
	2.1. Wireless Network Technology
	2.2. Digital Painting Media Art
	2.3. Algorithms for Artistic Analysis of Digital Painting Media Based on Wireless Networks

	3. Experiments on the Artistic Analysis of Digital Painting Media Based on Wireless Networks
	3.1. Experimental Description and Experimental Procedures
	3.2. Sample Collection for Experiment
	3.3. Experimental Results and Data Analysis

	4. Discussion
	5. Conclusion
	Data Availability
	Conflicts of Interest

