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Among contemporary digital art, Internet art arguably has the greatest potential for reaching a
geographically diverse audience and the widest expressive potential. Although the works entered
in the Internet Art category of the second Digital Art Awards Taipei are few in number, they
nevertheless explore a variety of issues in a variety of forms, something for which the artists are to
be congratulated. "Newspaper Vending Machine" looks into the issues of pseudo-news and
consumption behavior in the form of an online interactive installation; "Not one Less" is an
information installation that picks up lost IP packets in representation; "Citynoland" uses a web
browser platform to construct a community Utopia. "Image - It Solo Exhibition" is an interactive
installation that sees life through the third eye, and "Toy Play" produces online experimental play
on a web gaming

platform incorporating traditional Taiwanese toys.

Although Internet art in Taiwan is already one decade old, the number of Internet artists is still
relatively small. We hope that in the near future, we continue to see a growing number of
exhibitions and forums focusing specifically on Internet art to stimulate the ongoing development
of this art form.
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Manager of Academic Affairs, Xue Xue Institute / Internet Artist
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By 2007, the number of Internet users in Taiwan had risen to 13.3 million. The average
Taiwanese Internet user spends 43.2 hours online per month; Taiwan ranks fifth in the world
in this respect. It seems that, with a simple click of the mouse, you can meet over 10 million
people on this small island. Taking this bold assumption a step further, Internet fame could
help you to secure victory in a presidential election, and, since over 1 billion people around
the globe surf the Net, the "King of the Internet" directing the world's affairs at some point in
the future just before humanity is wiped out by a meteor strike could conceivably be a
nine-year old child in India.

The fact that none of this has become reality so far must be attributed to the "decentralized"
nature of the Internet. There could never really be a "King of the Internet "(although Tom
Anderson, the founder of MySpace, may be considered the Man with the Most Friends in the
World). Even so, given that the Internet has so much potential, and that everyone now has a
soapbox to stand on, why is it that we have yet to see a piece of digital art that can make us
smile in understanding, or even feel a tingling up and down our spine?

Perhaps | am being too severe. After all, using an online auction or MSN chat is not the same



as making Internet art. But then, just how is it different?

If you spend over four hours a day in front of the computer and are sensitive enough to
contemporary trends in a profound enough way, then why couldn't you be a \Vermeer
capturing the unique Dutch light and air on canvas? Ah, but this is missing an important point.
Whereas, in former times, a painter only had to deal with paint, an Internet artist needs to be
a skilled user of Photoshop, Flash animation, programming, debugging and database
construction, and must also possess the high EQ needed for effective inter-disciplinary
communication.

Those who can handle both form and content are fortunate, and, though few in number, they
deserve our best wishes. In selecting the finalists, we sought to encourage works that are
mature in production and in tune with the diverse, romantic character of the Internet.

At the same time, there was one other kind of work that we wanted to encourage: works that
would stimulate people's interest and get them to come to a "digital art exhibition”, even if
they only come just to press the buttons.
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This year, there were relatively few entries in the Internet Art category. However, the
five pieces selected by the judges were all quite interesting. The artists offered
reflections on and re-evaluation of online media from a variety of different angles,
including the medium-message perspective, virtual role creation, the construction of
virtual cities, and a "humanized" robot artist. The work that won first prize,
“Newspaper Vending Machine”, publishes a "pseudo-newspaper" containing news
derived from the Internet combined with photographs of the exhibition audience; this
work has fun making fun of news headlines. “Toy Play” is a fighting game employing
traditional Taiwanese toys like rubber bands as its subject matter, taking players back
to the 1940s and 1950s. “Not One Less” reassembles the data packets dropped
during the network transmission process and presents these lost packets in the form
of obscure images. These packets are entities that have their own existence on the
Internet, and yet are usually ignored. Through mass patrticipation, “Citynoland” builds
a virtual autonomous city to provide the public with a free space for "self-governance"
amidst the current unsettling political environment. “Image-IT Solo Exhibition” is an
online exhibition for the artist "IT", who is a robot capable of moving around and
taking photographs. The intent is to examine the issues of artist identity and
authenticity in traditional art. The limited number of Internet artists in Taiwan may be
due to the need for practitioners to possess sophisticated programming skills.
Nevertheless, from the conceptual intent that these selected works display, one could
be sure that Taiwan’s Internet artists have already moved beyond the stage of
treating Internet art as merely a form of animation. We look forward to seeing more
astounding Internet artworks next year, so that the Internet and mobile services that
we rely on daily can also come to serve as a media platform for communicating
artistic concepts and visions.



