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 The definition of art is seen as widespread, subjective and controversial. An agreement between artists and historians does not exist, which is why there are so many definitions of art. The concept of art continues to stimulate controversy (Maraviglia, 2010). With changes to the definition of art over the years, the range of art history has grown and developed to allow audiences to categorize these changes in the field. 
The relationship between traditional and digital design techniques are recognizable but how does this engage with interior designers and the idea of space and purpose? As years pass traditional art and digital technology have become deeper connected, enhancing human interaction. Interior design is the system of shaping how interior spaces are viewed, through use of spatial volume alongside surface treatments (Mihai, n.d.). It is documented that the interior design of your house can affect your emotions and perceptions, often the philological effect on the subconscious is forgotten. Aesthetic appearance is not the only thing to be considered with interior design but designing must consider communication with the user and user experience: how spaces work and how individuals respond to that message (Bailey, 2007). Interior designers play a key part in building and defining the spaces in which we choose to live in, for that reason they have the liability to design spaces that will meet those requirements (Perolini, 2011). 
 “We have no other means of recognizing a work of art than our feeling for it. The objects that provoke aesthetic emotion vary with each individual (Bell, 1987)”. Traditional art is beautiful and relatable with elements that please the eye, making the audience connect with it. Viewers feel an attachment towards the art and therefore their response to it is a positive one. 
William Morris (1834-1896) was a remarkable designer of home furnishings and was recognized as the father of the Arts and Crafts movement (Stark, n.d.). His designs are still being produced 100 years after his death which proves how successful and influential they are. 
TRADITIONAL:
Traditional art is arts which stem from skills, knowledge and culture within a generation that usually are associated with a historical era. Such art forms encompass art created with the hands, for instance, painting, printmaking and sculpture (differencebetween, n.d.). This art style displays the art forms of former generations, their thoughts, beliefs and lifestyle. Artists of this generation do not focus on materialistic views or concepts, but on the creative intention behind their work. Work of traditional artists are established from the past but are being introduced, developed and refined by technology. 
The origins of art history could have been science, with clear techniques and principles rather than guesswork and assumptions. Opinions and judgements make up a large part of art history but the personal element within in should not be overrated (Roskill, 1976). The art work produced is considered part of the society from which they originate, and you cannot learn about one, without the other. This connection is mutually informative. Intellect, social background and religious belief all affect the understanding of a painting and for that reason are a part of the history of art. Even though it was fairly expected for a great period artist to maintain constant standards in their work, it wasn’t always the case that they did. Momentum would drop, and other factors would come into play, this is where digital technology comes into place (Roskill, What is art hisory?, 1976).
DIGITAL:
Digital art is a creative and expressive practice that applies digital technology as part of the design process (Ligon, 2011). These design processes when combined with digital technology change the way in which we generate, and encounter art. Digital art can be created and constructed entirely digitally and still portray an artistic and traditional interpretation but in a computerized manner. Moreover, (Ligon, 2011) states that digital art is now easier to access than traditional art. If this is the case, we need to ask ourselves what is so inspiring about digital art and technologies; Is it that it offers us a world of freedom and possibilities with limited boundaries and restrictions? Or is it that digital practices and technologies condition and empower us to push limits and to carry out ideas, issues and factors through mock ups and visuals?
Digital art and technology not only blurs the boundaries between mediums but has the potential for continuous development and modification. A big attraction to digital designing is that it allows you to constantly duplicate work with no loss in quality. This highlights the importance of the designing process and minimizes the preciousness of the initial original design (Ligon, 2011). 
However, digital art is not a shortcut, the ability to navigate around such software is crucial. Composition, perspective and colour theory are just a few important things to take into consideration when using digital software. Software like photoshop is not the easy way out, it can be highly time consuming with and without the knowledge and skills applied. 
Software concerning designing is rapidly becoming simpler to adopt and use but also exceedingly more available and easily accessible. It varies, some programs and software are free, others can be high in price and terribly professional (Shillito, 2013). Designers should grasp and adopt advances in technology where the potential to enhance and expand practice and ability is available. Realistically, designers want to use digital technologies in the exact way in which they would use traditional tools and processes to create and generate ideas. Evidently, there is a  clear contrast and difference with traditional and digital art, but with technology development the resemblance and relationship between the both is becoming less apparent. Digital software can now recreate processes and styles of traditonal art, imitating media such as watercolour, charcoal and even markers. Many things that are learnt regarding traditional education can be applied within digtial art, but that isnt necessarily the case for the other way around. 
Traditional art is more universal and widespread but digital technologies are slowly being popularized all over the world. Without a doubt traditional art and digitial have undeniable similarities, but an abundance of differences. The two forms of art initiate from an artists views, ideas and concepts and both are viewed by an audience. By this time much of the world has already adapted and developed, but the capabilities of the world make it hard to determine where design could go. Designers can influence, educate and provoke all through their work, everything should evoke and arouse some sort of feelings or response (Capper, 2013).
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The design family tree
Source: David Walker (1989)

David Walker designed this linear drawing of a design family tree which includes historical development and is useful for understanding the full range of interrelationships between design methods (Press). From the roots which is traditional craft skills based, such as drawing, designing and modelling, design has developed and become even more specialised. Top branches of the tree represent the combination of science and art, involving new specialisms such as CAD, which regardless of its technological status originated from traditional methods. Walker’s tree helps explain the diversity but also the interrelationships and development between craft, art and science (Cooper).

WALLPAPER:
In the past wallpaper was a poor relation to that of the decorative arts as it is fragile and short lived (V&A, n.d.) Wallpaper has often been thought of as being minor and part of the background rather than the foreground. Nonetheless, it plays a fundamental role in the overall aesthetic, mood and purpose of a room. Wallpaper can be suggestive, and indicative of a rooms function and might generally reflect the age, gender and personality of its occupants. William Morris an English textile designer associated with the Arts and Crafts Movement acknowledged the significance of wallpaper in a previous lecture;
Whatever you have in your rooms think first of the walls for they are that which makes your house and home, and if you do not make some sacrifices in their favour you will find your chambers have a kind of makeshift, lodging-house look about them…'
Differing opinions and ideas about wallpaper were obvious from the early years (V&A, n.d.). People considered wallpaper appealing, durable and simple, but many thought that the trend for wallpaper replaced and undermined other approaches to wall decoration. Pattern is the fundamental and underlying construction that coordinates and organizes surfaces. Pattern can often be defined as a repeating element of form or shape, sometimes seen as the “skeleton” in which it constructs elements of a composition. Patterns have many meanings and components in the aspect of design. Artists and designers use pattern as a form of decoration, part of a composition and as a stand out entire piece of art. The pattern created helps establish a theme, style and overall aesthetic. Pattern can arouse and evoke positive and negative responses. (Neilson, 2007)
Patterns create rhythm within a piece of art, think way beyond stripes, geometrics and floral wallpaper. Patterns have been around since ancient times when art was discovered and created. William Morris, an artist and designer associated with the British Arts and Crafts Movement, confessed that “it is easier to design a big hand-made carpet, in which the artist is free to do very much as he likes, than to plan a small repeating pattern” (F.Day, 2013). His designs are still being produced 100 years after his death which proves how successful and influential they are. 
Design should tap into emotions and feelings and an artist who believes strongly in this concept is Michael Angove. Besides the beautiful detailed florals and nature inspired designs, Angove produces work from memories and experiences from his childhood, some hard hitting. In a recent lecture Angove spoke about how his art work has hidden elements for the viewer to discover. This may be in the form of a drawing dress pin; this hidden pin represents homage to his textile past. Photography and drawing are heavily used within Angove’s designs, then manipulated using digital software like photoshop. 
Jonathan Ball is the creator of Poked Studio, a creative company committed to expanding visual ideas using graphic software. He stated (Maraviglia, 2010) “Digital art has been brought up on photoshop and other tools, whereas earlier generations used pen and pencil”. This statement is undeniably true, the use of photoshop and other digital software is flourishing. Despite digital art developments and progress, it is still in its infancy. 
The places people chose to spend their time in whether it be their homes or places of work have a massive impact on the mood, feelings and thoughts they portray. For instance, a house surrounded by landscape and nature is going to be much more calming and relaxing than a busy urban city view (People, 2016). These same principles apply within interior design, especially wallpaper. The wallpaper designs must be fitting for the style of room and mood that you require for that individual space. A design too busy will be too much for the brain to process and might make the individual in that environment feel a bit chaotic. It has been proven that (Spot This Space, 2017) the use of natural prints and designs are considered the most calming. The importance of incorporating elements inspired by outdoors is crucial for a calming space, which will result in a better mood. Within these designs colour plays a fundamental part and affects the mood more than any other factor. Such as yellow plays the role of being a happy uplifting colour for the mind, red is identified with emotions like love and anger. Recognizing that these factors are so important within design, it should make the use of traditional design and digital software much more harmonious.
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