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“Interaction” is a form of expression in contemporary digital art, and in the relatively
succinct discussion about the core issues of interaction, the questions are why

artworks need to “interact” with viewers, the use and interpretation of the work’s



“interface” and “installation,” the representation and immersion in the context, and
the environmental atmosphere in the human-machine interaction. Fortunately, the
logic structures of the five pieces entered into competition this year have engaged
with and made self-refection concerning the relationship between technology and the
overall social system and cultural system, getting away from the conceptual
expression limiting the visual form of videos in the past. The five artworks provide
five different kinds of interaction contexts allowing the viewer to think about the
states that exist between man and machine, between man and environment, and
between man and life. “Motivational Sense Organism” allows the viewer to imagine
mutual understanding with plants through momentary changes in kinetic energy.
“Sound of Bottles” displays a self-playing sound sculpture with an automated
machine that has senses and responses. “Office Live version n/4” connects the
internet with the installation, and creates a poetic feeling of loss in the moment of a
water drip, describing the context of collective workers. “Maelstrom” displays
excessive images that cause dizziness through constantly swirling scanned images.
“Face Off” computes instant representation through the fingertips with the appeal of

KUSO to mock the manipulation of digital images.

The Digital Art Festival has entered its third year, and after observing the constant
creation activities, exhibitions, workshops, art festivals and contests for digital art in
Taiwan these past few years, it seems like the development of digital arts in Taiwan
will have a good future. However, that is not necessarily the case. Just looking at the
works participating in this contest, it can be seen that many works still use
ready-made technologies and stress a visual format that is bewildering and
psychedelic, and also have logical structures that are interactive just for the sake of
being interactive. Perhaps this is a problem that needs to be considered in digital arts
education. There also needs to be a restructuring of the understanding of digital arts
by the overall art environment and artists. The problem that digital artists must
seriously consider is how to get away from the established artistic creation thought
framework and use new digital technologies to create original artworks that have both

technological and artistic natures.



