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There has been very intense competition between the works in the Interactlve Installation
category in this year’s Digital Art Awards. The works entered this year are all more mature
than last year’s; showing that this event has encouraged the development of this field with
good results. Among the entered works, there are two works from students of the Yuan Zhi
University Graduate School of Information Communications which stand out. These works
show that the style of our digital arts creation has completely escaped the realms of
traditional art and has formed an inter-disciplinary artistic style.

The winner of the top prize in the Interactive Installation category, “Urban Journal,” features
the interaction of cell phones and the Internet and the interaction of different regions and
times. It displays the form and characteristics of digital media with intentional actions,
forming a new style of social relationship. The work shows a boundless expansion of time
and space, winning it the approval of the jury. It allows our national new media arts to
completely escape from aesthetic theories of art museums and performance centers, climbing
over the walls of Academia and into the community, changing the shape of society through
intentional interaction.

New media itself has intense social significance, drawing on the massive energy of
“incidents”. It is hoped that the winning of “Urban Journal” can attract more outstanding



works, and make people think about the significance and expansiveness of new media,
leading to even more discussion and even greater creative energy.

AR Goang-Ming Yuan
i PR B PACITR
Lecturer of Graduate School of Arts & Technology, Taipei National University of the Arts

R

r‘iﬁ%‘?%f?‘effffﬁlﬁﬂiﬁflfiﬁféﬁﬁ\ﬂ# JEEGHREA N U B iﬁ@ﬁﬁﬁﬁfj};@é J%ﬁ‘ﬁ%ﬁwﬁj -
Bt POEET o BT PR FSEEES (computer game ) f9 BT f‘eﬁ#,ﬁpy@ﬁ%ﬁﬁfm
b f% Pk o LRy 2 7 R CD-ROM 102 s e o futtioig

ﬁ&?ﬁ& T2k J*r‘ﬁ%& TEREE 0 80 [N [V T g F'@Eﬁlu“\ BT
F'*‘ﬁ*‘“i e SE Jl‘z‘&\[fkb* PR, P PO g Hu;cjugg;[g;lgaﬂm[ . FF
## S (Lyhn Hershman ) ]Ezj};ri_éﬁj ﬁ%{]ﬂ Q“F;’,;f ﬁﬁ‘ﬂllﬁﬂl AufgE e '* BN R
(BT 1978 &F Aukidfh (Lora)

PLEL A A ?

S I o = A STIOR fo » B 1 SR (AR 1 e BT - F 50

fylf'EJiFh[ R AR T AR Jﬁﬁﬁlfﬁfq: e Jﬁﬂj (5o HRLP IFI— VT I EIRRE R B R

IOl pIETR T T Eﬂ%—‘nrwﬂi £ %@ﬁ%ﬂjr*? o AW [RF Ul‘%ﬁfﬂrﬁ HRUARYED b T

5 WA SRR T RS ey o [ I%:fﬁ]ﬂi' Py oA B
R

JE’ﬁ ARG g *HJ‘%*@JEW I T E':m [““EFF, 5~ AR K r‘*“{:ﬁﬁh

Y RS R ARV R TR R

Interactive Art?

In the field of media art, interactivity has a different meaning than in traditional usage,
referring to a more narrowly defined quality. As digital computation is derived in essence
from the "play™ of computer games, a work of interactivity requires the intervention of the
viewer to become complete. Interactivity can be presented in many forms, for example as
interactive art on a CD-ROM, as an interactive website online, ] or as an interactive
installation involving space. As the Digital Age formally began in the late 1980s, art also
evolved in its forms and thinking, in line with the changes in the tools available to it, to make
use of non-linear and interactive concepts. Specifically, the American artist Lynn Hershman
is considered by European critics to be the first outstanding interactive artist who used
computers to control her works, the most representative of which is the 1978 piece, "Lorna."



How to Interact?

Sometimes, when dealing with interactive art, it may seem that the imagination and
interactivity contained in the work are diminished rather than augmented, especially when a
wide range of different kinds of interaction have been attempted and found to lead to the
same result. In other words, the question of how to get closer to the spirit of interactivity
through the thoughtful application of new interfaces is of pivotal importance in interactive art.
The works nominated for the DAF award this year have all attained a high standard in terms
of quality, with "Play" being the most mature and complete, though more design oriented.
The matching sound and almost real-time interaction in "Doubles" are very impressive, but in
its combination of the mobile phone and Internet, the winner, "Urban Journal” presents a
more profound interpretation of the spirit of "remote controlled"” interactivity.
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The works entered in the Interactive Installation category of the Digital Art Awards Taipei
this year cover a diverse range of forms and styles, from the minimalist "Water Drama," the



Wii game-based puppet theater piece, "Play," and the Tom's World-inspired audio "Doubles,"
to the exploration of interaction between illustration and physical existence, "Cheerful,” and

the first prize winner, "Urban Journal”, which treats the city as its playground. Each of these

works offers a response to "Open Play," the theme for Digital Art Festival Taipei 2007 (DAF
'07).

What is particularly noticeable about the works entered for this year's exhibition is the
appearance of inter-departmental, trans-disciplinary collaborations, the involvement of more
(and younger) artists, and the application of a wider variety of technology and production
methods; all of these developments reflect the healthy state of digital art in Taiwan today. In
particular, the presence of works that have germinated from local thinking (such as
"Doubles") further illustrates the ongoing emergence of a unique style and thinking in
Taiwan's digital art.

Deciding who to award first prize to was a very difficult decision for the jury, as "Play" and
"Urban Journal™ both triggered extensive discussion among the members. Having worked in
the video game industry for many years, | am fully aware of the breadth and depth of
technologies integrated in these two pieces, and the amount of reflection on the
human-machine interface that went into achieving their high level of fluidity. Although in the
end all of the judges were won over by "Urban Journal”, with its concept that expanded the
arena of interaction to the entire planet Earth, | would like to use this opportunity to point out
the immense effort that went into "Play,"” in the hope that, rather than just looking at these
works, visitors to DAF '07 will also think about how they were produced, and become more
tolerant with regard to the minor glitches that often affect works involving technology.



