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Since digital images and technology are widespread today and can be called the medium
that reflects the spirit of this age, how should artists look at the digital image and how can
they express contemporary viewpoints through its unique aesthetics and form? We are
forced to confront these inescapable issues in a serious manner. After the lessons learned
in the past few Digital Art Festivals, the artworks now entered into the “digital
audio-visual” category of this year’s Digital Art Festival all try to achieve a balance
between technology and aesthetics. Digital audio-visual works are an important means of
communication in contemporary society, and diverse possibilities can be presented by
communicating with the special language of the audio-visual art form. However, the
universality of this medium makes us aware of the danger of possible stagnation. The
submitted works present all kinds of issues and possibilities (3D practical technology,

digital visual effects, personal emotions, anti-technology, etc.), but they also expose the



predicament of young contemporary artists who fail to take a profound step forward when
dealing with audio-visual and technological media. This step is not necessarily

determined by technology, but represents the possibilities that arise by pondering

contemporary issues using audio-visual media. Most of the artworks attempt an
ineffective solution in a superficial way, like a fast-moving music video that is only
concerned with making small, unauthentic sparks, and does not treat the audio-visual
medium as a creative language. In an age with an overflow of digital audio-visual media,
what can digital audio-visual art attempt to achieve? Everyone should consider this

question seriously.



