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Ya-Lun Tao (Assistant Professor of Graduate School of Arts & Technology, Taipei
National University of the Arts)

SRR T R B
Alf Chang (Curator of 31 Digital Art Festival)
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Hsin-Chien Huang (Creator of storynest)
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“Flower Muiz” uses magnetic fields and vibration sensors to create a humanized

artificial interactive interface. This work is outstanding and worthy of praise. In terms



of industry application, if this artwork’s quantity and size can be increased, it can be
used for public art or large installation art, using natural wind to form a brilliant
landscape art like grass waving in the wind, capable of expressing unlimited poetic

and fantastic scenes.

Three dimensional images and panoramic images are the trend for future development
in digital images. “Wetris” uses only a curved mirror and a projector to create a
complex 360-degree interactive game interface that was not simple to produce. If this
kind of piece can be enlarged, many different kinds of interesting game programs can

be developed. I think it has commercial potential in the near future.

“Motivational Sense Organism” uses the physical phenomenon of the contraction
caused by heating up memory metal along with a human face recognition system to
make artificial plants slowly open up their veins, like they were amicably waving to
the viewer. It creates a humanistic artificial mechanical interaction interface. The
presentation is very outstanding, and it something rarely seen in Taiwan, which is

worthy of praise.

This year’s prizewinning pieces have higher commercial possibilities than those in
previous year, which meets the purpose and mission of the K. T. Creativity Award.
Technological art is a driver for the digital creativity industry, and the K. T. Creativity
Award is only in its third year, With these brilliant achievements, I hope that that the
organizers can become even more effective using the promotion of the K. T.
Creativity Award to accelerate the conversion and improvement of the Taiwanese

digital application industry.



