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Depicting the Subjectivity of Taiwanese Digital Art History via Creations

CHIU Chih-Yung

Associate Professor and Department Chair

Department of Mass Communication, Providence University, Taiwan

In recent years, academic discussions regarding the tense relationship between the theory of digital arts
and its practical application have been rising in the United States and advanced nations throughout Europe.
Although the discussion is wrought with many dissenting views, all participants seem to agree on one thing:
the importance of establishment of digital art theory. To understand the significance of contemporary digital
art’s content and modern meaning, the creation of a new aesthetic study (in this case, digital aesthetics) is
required. In fact, as early as half a century ago, digital technology has already laid a very solid foundation.
In the last decade of the twentieth century, this technology became a ubiquitous necessity in daily life. Today,
digital art has risen from the fringes of the art community and into the mainstream. From museums to

contemporary art galleries, curators are collecting and featuring major exhibitions of digital art.

At the same time, this proliferation of contemporary art comes with many “revolutionary manifesto,”
such as pOesls from 1992. pOesls concerns itself with the accompanying development of the global (digital
poetry) movement that emerged during the technological revolution which began in the twentieth century
during the 1980’s. They are a German digital arts group who believe that the act of creating art and poetry
is symbolically represented by the word, poesis (latin, originating from Greek poisesis). The group believes
that this word contains an essential expression used in the creation of all digital art-forms: “0s” and “1s”.
The main ambition of the pQesls movement is to establish a place in history for digital poetry in the midst
of traditional literary paradigms. More importantly, pOesls believes that to explore the essence of digital art
creation, the focus must be returned to the “fundamental essence” of digital art: the linguistic structure. The
distinctive creative feature of pOesls is not only based on their exploration of the relationship between text
and image, but also on their experimental approach to “reverse” our understanding of text, literature, the act
of writing, and observations of the artistic experience. They attempt to bring a new understanding about the
essence of digital art and its creative processes. A movement similar to the revolutionary statements of pOes/s
is beginning in Taiwan. As known by many, art history is usually recorded textually. However, the analysis,
interpretation, and recording of artists and their works have become subjects of art history. “Taiwan Digital
Art Pulse Stream Plan: The First Phase” is an exhibition organized by LIN Pey-Chwen and various other
Taiwanese digital artists who are expected to express their revolutionary statement in the development of

Taiwan’s digital art via artistic creations.

Being an expansive plan, the “Art Pulse Plan- First Phase” aims to represent the historical developments

of Taiwanese Modern Digital art using a multifaceted approach, including the establishment of a database for
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historical information, compilation of theoretical papers, and thematically arranged exhibitions comprising
of “body, gender and technology” amongst other categories. Through this, they attempt to systematically
organize a historical view of Taiwanese digital art history to promote the significance of digital art creation.
In addition the “Art Pulse Plan- First Phase” analyzes in greater depth the many aspects of digital art history
through a variety of avenues, such as today’s internet applications, magazine advertisements, exhibition
brochures, and artist interviews using the
“Digital Art Almanac” by LOH Li-Chen
Sappho as the basis. This unique approach
to the study of digital art’s historiography
completely reverses the methods of traditional
historical studies. It elevates the study of
Taiwan’s digital art history into a subject,
inversely extending to various topics that are
derived from the study of art creation. This
exhibition shows how Taiwan’s digital art
history’s lack of status as a subject directly
results in a scarcity of theoretical discourse
on digital art’s intrinsic significance. Also,
the insufficiency of historical studies on the
2 5o relationship and interaction between digital
“Pulse-Taiwan Digital Art River” in Digital Art Center, Taipei arts and technological advancements hinders
understanding of the essence of digital art
creation. Therefore, “Art Pulse Plan- First Phase” hopes that, by bringing more visibility to the works of
modern Taiwanese digital art, more people can feel that they are able to become a part of digital art history,

while elevating Taiwanese digital art into a higher subject status.

Returning to the subject of digital art creation, digitality, technicity, and interactivity can be indentified
to be the most important factors of the conceptual framework. Digitality is made possible through the
advancement of technicity. The developments achieved throughout the history of digital art have so far been
completely based on the very solid foundation of technological advancements. Despite the undisputed fact
that technology advancements arbitrate changes in art-forms, the theory and philosophy of art are unable (and
has not) to keep up with the pace of art creation. For example, computer imaging software comes packaged
with aestheticized techniques. Yet, these techniques circulate within the limited confines of the most elite
art circles, resulting in a struggle for many artists to create a new form of digital art that stands against and
counters the modern mainstream and engineered digital art. In fact, digital art has become overwhelmingly
accepted as a universal method to construct reality and experience the world. Perhaps in this digital age,
human life cannot be separated from digital technology and, through experiencing the world via a digital

construct, the body gains more importance as the origin for all experiences. For example, virtual technology is
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the medium that bridges the gap between the body and technology, allowing a person to immerse in a digitally
created virtual world. Much digital art involves the interaction between people and technology, opening many
new possibilities in digital art. Interactivity is also a recognized trait of digital art because any observational
experience of digital art involves interactions. These interactions rely on the complex exchange between
technology and the reaction of the observer, signifying the distinctive nature of the digital multimedia age.

Digital experience is interactive. Users are completely immersed in the digital world with their participation.

As we can see from above, the body and body image are the core subjects of the “Art Pulse- Phase
One” exhibition. In recent years, Taiwan has ceaselessly promoted the development of digital art. At the
core of “Art Pulse- Phase One” is the attempt to explore all possible interfaces that can be utilized in man-
machine interactions. Therefore, the participating artists, such as Yeh Chin-Juz, Lin Pey-Chwen, Tseng Yu-
Chuan, Yu Chung-I, Loh Li-Chen Sappho, Chang Hwei-Lan, Huang Chien-Hua, and Huang Po-Chih, and
their respective themes of “the Extension of the Body” and “Transcending Space and Time” exhibit how
“The Diversification of Digital Interfaces” leads viewers to the possibility of surpassing different space-
times. This includes combining elements such as the Internet, interactive models produced by bodies and
images, shared spaces for audio and video devices, and various illusionary graphics portraying space-time
to display an update on perceptions. For example, Lin Pey-Chwen’s The Portrait of Eve Clone utilizes
holographic technology to display variant images of the human body and draws a metaphor on the process of
transformation from the pure human form of Eve into a human-beast hybrid species. This is reflection on the
changes of the appearance that the humankind has undergone as it develops civilization and technology. Kuo
Hui-Chan’s Bubble Man utilizes abstract body images to depict how modern people who have fallen into the
fear and anxiety caused by an information overload can re-explore the real state of human nature. Similarly,
Yu Chung-I's Lost my focus-whisper also employs the artist's own body as the medium to express how modern
people are trapped in the virtual reality created by digital technology and the anxiety, even out-of-focus
condition that is unable to distinguish between reality and illusion, which results from it. Additionally, Huang
Po-Chih’s Self-Portrait No.2(RED) bases “separate self” as its proposition, showing dismembered fragments
of bodily parts as its images. Within the irregular flow of images, the painting-like qualities of the body are
presented. Chang Hwei-Lan’s Micro-Desires conducts an even deeper exploration of the body, restructuring
body segments in an attempt to explore the physical boundaries between people and to generate a spatial

feeling where mind and body are united.

In addition to reflexive thinking about the body and its image, the participating artists also use multiple
methods to display body images within the variant situations of contemporary digital technologies. Tsai Hai-
Ru ‘s TWO OR ONE? questions the contradictory situation within the interactions between the humankinds.
When people’s senses of independence collide with these situations, the main sense transforms from a
required condition into an unknown condition. And, Loh Li-Chen’s video installation, Variation of Sweet
Home, depicts magnificent imagery to create a gorgeous contrast between the unexpected and solitude. It
creates a dialogue between the body as a subject and wealthy families. On another side, Huang Chien-Hua’s

Nameless makes use of devices to present the condition of the body within the environment. Through the
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reproduction model of hardware and software, Huang expresses the coordinates of self-consciousness to the
overlap of images and physical space within people’s hearts. Also, in particular, Yeh Chin-Juz’s MyData =
myMondrian utilizes today’s internet to conduct real-time computing and computer art. When a user logs
in, their personal information is converted into a geometric, Mondrian-style abstract painting, showing the

9

diverse body images within internet multimedia art. From the above, we can see how “body,” “gender,” and
“technology” are the important propositions of this exhibition, more closely fitting the inherent nature of

digital art.

Additionally, “Pulse Plan- First Phase” is more directed at another important feature of the development
of contemporary digital art: the creative nature of interdisciplinarity. The creative works of the digital age
implement the unique nature of interdisciplinary. The advancement of modern technologies has resulted
in the ease of use and diversity of media, freeing the artist’s identity from the simple identity of traditional
artist. As a result, many interdisciplinary works have emerged. Interdisciplinarity is used to describe the
interaction between two or more disciplines. This interaction leads to very wide ramifications to concepts,
from the flow of observations into concept, methodology, procedure, epistemology, specialized vocabulary,
information, research education organizations and other relations. Therefore, some of the interdisciplinary
programs require students to have two or more of the related academic abilities. This not only pertains to a
required breadth and depth of knowledge and ability, but also that students have a comparative, combined,
and integrated intellectual approach. However, we find it difficult to inject this educational perspective,
which has been developed for decades, into Taiwan’s educational system. While new media art has been
developing quite hotly in Taiwan, its education system has been finding it difficult to leave the classification
of traditional disciplines. The curatorial proposition of “Pulse Plan- First Phase” is directed at this core, and
the result shows the many years of effort by curator, Lin Pey-Chwen, to “really” go beyond the limitations of
the art education system and plant it onto the international stage. Tseng Yu-Chuan and Shen Sheng-Po both
hold backgrounds in visual arts and information science, and combine their expertise into the work, Where
are you?. Additionally, Liu Shin-Fen combines a variety of media (pencil drawing, glass, acrylic, etc...) while
using biblical characters as subjects (such as the sphinx) to create Clinical Path of Sphinx and present it
using a theater-like poetic effect. More importantly, because the participating artists come from a variety of
academic backgrounds, such as: traditional painting, natural ecology, multimedia art, information science and
engineering, and sculpting/modeling art, the move into the halls of digital art is quite successful. This allows
the development of digital art in Taiwan to have a more diverse subjectivity; it also lets the relationships

within the orientation of the content-process to hold a significant importance.

Overall, the real issue of concern for “Taiwan Digital Art Pulse Stream Plan: The First Phase” is “the
subjective position of Taiwan’s artistic creations.” Over the years, Taiwan’s large-scale exhibitions have
concentrated on attracting foreign renowned or large-scale digital art exhibitions. However, this exhibition
not only focuses on Taiwanese digital artists (including cutting-edge artists), but also attempts to expand the
exhibition field into other countries such as Great Britain and the United States to create an international

recognition of Taiwanese digital art works.
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