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MR 0FENRMHE 25 AFERAANEE - EEEBARL FREANER—  HEXE
THMAMBHERETESN  EPARERE @ REREATHRBNRESE  ESEASERIREEBTER
BR > WEEREARARBEAKRENE  AEASHRENER - 20nF3RRENBARMEIER RN

BIER > f& P BFacebook  Twitter » PlurkZE NETBIARTEER » O - #H - REFANE > EREEARLEH
B EREERERNESRNEN  FOARBREKREANSRERENE  ESRARENTA - B5KHE
BREAT RIECHIIER TR ) ATRENERIHEFRIENTR - BAEAHERRARNENNE

RSOMERER AR ENERER » BT ALZENWHER » TTREANENAERR - fF2da®
WELSEAB K - AEREBNHEENSRE | MEHEN®R  RMEARSSIEREE  EERAKER
BRYKIE - MBMREESZIRESHLEEARFNWEERE - Kb B{UEM A EBRAIRA ERE B -
ERARRZMANERERKBETN 0T - FRABZEAFENEBELER A —EANZEEE
DIREEM R - A "REEE ) METAERTENEFLN  BEENRZMNAERESD -

B4 (2012) Fri » REREDEMRLEEEBEMNERSE  BFR "B RRERMHEERETS ., -
EERAERULBEEM GRRIHRT - FRERH RSB ERENRE LXEEE?FH%%E’JEM&E ’

mMEREEE 20EBERERNE, ARFENSH T/ - AEL "Rif, ~ TRE, "8, A0
BRHAEIURSL TEA" —AMNMER  BHEERAFMEEANEREE  BURXEREFEREBHD - 1RE
E%%i@ﬁ@%ﬁ%’l‘ét??%&%ﬂﬁ°Eg*§t@@%{@%1ﬁﬁ“'{’ﬁuu’é},\ TxtFE, ~ TEEURTT, ~ TEES
fExt, ~ TR 2B B ) MIEEE  FEESMNEMAERERRE A SRENEENE - ARNIBFISEH W[
—fEREAMER ~ Cerfried StockerfManuela NaveauZ E4H FHE @ BIFHREHEEMNZN @ (EBERRERE
ANEZEEN » FRERERKEZIIMEMS LA TRV o

Preface

Tsai‘ La ng H uda ng Director of the National Taiwan Museum of Fine Arts

The internet came about at the end of the 1960’s, and this half-a-century-old invention is considered one of the greatest
in human history. The internet has completely altered the way we think and live; more importantly, the freedom of speech
in the cyber world has allowed people to fully express their ideas and thoughts and to form collective forces for critical
actions in a short span of time. During the earthquake and tsunami disaster in Japan, March 2011 we witnessed numerous
warnings and messages of help, shelter, and safety spreading on Facebook, Twitter, Plurk and other social media which
provided the latest information for Japan and the global community. It demonstrated that remarkable communication
and group effects made possible via the internet and could serve as a tool for rescue operations. The internet and social
media have given rise to “collective” public opinions and co-creation, making a powerful force in the contemparary society.

The widespread use of internet and social media has altered the way public issues are discussed and has spawned a
unigue contemporary cultural phenomenon. Public opinions and social consensuses are no longer reported by the news
press only. Online discussions are more accessible; some have even become sources which media reports are based upon.
Artists have also realized the interacting impacts between collective participation and individual creation; in digital art,
through applying digital media and the internet, any individual holds the potential to alter how a particular artwork turns
out in the end. “Collective Wisdom" not only lies in how the society operates but also in artistic creative processes.

Since this year (2012), our museum has embarked on the “Digital Technology and Visual Arts Collaborative Project” with
cross-disciplinary collaborations. The mission of the project is to incite profound integrations of digital technology and
visual art by discussions of contemporary cultural and social issues and to create a win-win leverage effect.
“TEA/Collective Wisdom— 2012 International Techno Art Exhibition” is a key focus for us this year, with the exhibition title
TEA based on the acronym of the three core elements, “Technaology”, “Entertainment”, and “Art.” The spreading and
lasting of aroma of good tea is symbolic of the power of collective wisdom and also makes an ingenious remark for the
special online world. The exhibition features many exciting international digital artworks, and is divided into four themes:
“Sacialize or Die (Dive)!", “Hyper Trip”, “Wisdom Assaociation”, and “Inter-struction”, which are based on the connections
between digital art, technology, and social issues. The success of this exhibition is made possible by the three dedicated
curators, Shu-Min Lin, Gerfried Stocker, and Manuela Naveau. Immense gratitude goes to them for their efforts. We hope
through the exhibition to offer an opportunity for the public to realize the importance of the power-of-one and to
encourage people to actively partake in discussions beyond the cyber world to prompt for tangible actions in the real world.
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TEA—E

RELITEA—EEEE (Collective Wisdom ) RERE @ Heit A EERFRR Y MESSESNEAIEMEE - hE
LT EEREAARERIFREEESNEREA  WHBBARKTRHNAR2HE  RERALE  SRMRAESE
1TEIRY I TNBBAR ©

R EIRENABAEES » THEDZERBRENEENIE KR —BEE  PH2HEENEHNEBREELS
SIEMERREBN A A—RBAAE  BFESFEENRERIELN - LI 2006 F£Web 2.0 (user generated content,
UCC) EEZEFEAENAILUBERANEFRRNERES » B T BEASAILUNARENEE (BMR) @ LRFFEHER
BRI EBER ; BEHBMRESEN  MERRIZEEANBERE  EENABEERNERETAES °
BHARREGFEENFIE  SEREEMNEREERCY  RARENREZEE @ T2REIERRENTK
£ —HZ 2009 FRLUEA BB EHREER - SEERFRG Y T2 28 b Gt Rem BT
gy B PREMA BN - 28 (AME) NWARERNMEBESRBRES - BT

FEADRR BRI BI R/ ME A - BRI IESIFE M - AT HRRARBRBYIERIKESD - B7F%
FFREENPELERZOAE IR - MEBKFib 8BS RITIE BB AN KRITEBR -
M ERNFERELIBFMFENANE  LEER - MEXEFEREEGRANEAMENEEMRTZMNE - RE
AT EMARAMRENERMSELERNE - RYTHEBM2HEFENEESE  EHEBRTMELIHERER -
RO EERIRMRAINAE 2 AEREEZIIRIERR - MEFBERTANEEURESENER - &
PRB2MNIFTRERAESE YR T2 Bksh WERECEBRENSIN « B8 - AFREMmEE
R - BEARESEMANEN  FTEREHBET ARG AR THREFHO - MR EERER LRSS
FER T MERANRL > AREEARNRIEMNE  BBEEEMAANESETSREMGSR -

MREERNABEHETH L INMARRS - SBVTANENEL U HZRE  JEERHHES ARE LR
S NBHRASENRIER - 2MMESERN > FEEEIMOBHEHRIEE - APXRRZEES  BE—EBd -4
1 EEHMABREGHR  REREAERDNATREZRZBIR - XRSTHRIFE - (OEBHRE © ARER
BANFERN ARG ERNF - tEREAIZAERIRIKRRM K  BEESNERRESRBME TR FE8L
EAHIS - AmBfiAst EEERZEERMAIED  MBABRBEERY - B REERLEEENBRE
BAMARKR » KRETAILHISHIR - EFRRBRRIRBBHMEEELNEYREN - EHERERINRE
EHIEILERSE  FRAEERSHELNEECRERECRENEGET L RAFYLBITABTAEERD

BIHAREE - BAREARREES - LIRS TRIMEMERE CRARSES - AT RERERTABERNR
FTHEY  NEHRYESEN/NTEH - ARERTERE  SHENEE  REEHA » BRERECRE - 18NE S
& NE > DIBTVREER - DUBTAREARN » mRFTHEAE - OBETHENERES - BREER - MEAEER
MR - EERNEE AR EK - HIREE T ITEMES) - SNRED RIEH ? AIERINENBERETES —
B MAAKEHEEARES  HREABMABBEERMES - RAIFTRHERN  HEERZMARRMAC -

BERAVEREXN CEABEERN 2B LEERR - MONMRERALERRE  #5—EAEE  BEE
AEZHAENUERENRSER T HENTR - SBEMERECESEBMYHAR - BEEEEIN - ES
gieEmhE RO ENERFERMESEOEFR  MARHERENETPINRACE  KEHEAR
B ARMEY - IRBMASREHHERELERME LA —Fcit ? (YBHHHEE - EEEAE—EEEE
TOE e ZREEREMNDKE  BEZFEESHCTNE—EA -

TEA = Technology 4% + Entertainment 3% + Art 224

IR RIS ZE » PC ~ Web 2.0 ~ Social Media ~ App ~ Web App....5 » EERRITBIMEEENER » EALEE
IBRSOMN E R RIAMFZE RS - HERR - BRARREBMBEESKE - MBMTELT(E  EHFLTE
MR ERREZ ~ R DERER - RO FEEsE - C RERIEMINSUETEBRA L ERFEN D ZTE B
KBNS R BER R HRNERFAE - IERIE - EMELE - AmSRIEHEIIISMNARERE  ARTHFE
IR R ER O - (CARNEINRE M o IS - IR R BRI ABSUEMEL T - MR HRENENEE
XAERE » HER T —HARHE - £5 > ERBCUEMNEZREN R — -

—ERRENEE  ARTERLAMNAR2EES - EERNTE  BAIFMEENAEREZERNAR
[ MR—EFTRELNRENE - GREHERA - MLUSETERZONMERIBEERN T /NEE - 28
BRBIERETRLE - tIRAEDMRGEEENEE - BFREEMEM AR 2 ERERNNMER  ZHEGES
POBERIERTREE(L - REERESTEMFAN @ BREERNISIES - BAZMRIERFEDNE S M
HEETFEER  KREMESKESREARRMAHMARE  ERRRFER Y HME) - HSBHNERE  MHEK
HEENTERRBE © IRWIFTLAPPIREET - KHBEFREIFHMEMMARE - M LEERBHENNS
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FETBRHREMEATRANBEETE  MRRRAEAEBRAE-NFE » BR ENFRS AR
ELEBRNAEHERT - W2 ARG AREBR  NHFREENNEHEFELZHES  MEMHEEFILE
FERVER - HERRFREERF S  RENRSEMTRABRE VAR ? BRAFSKERZDHE -
BRIHEE® - BFmAVER  BEFREREELEE  IRHSZDMER > RN - MERIERARIRAY
NREN > AIEREFRAREDEERMEDLRRNFAITE

TEA—EB8EE (Collective Wisdom ) * EBEAREM FIINXERER -

| it EE¥ETH Socialize or Die (Dive)!

SEREAFRENMERENERER - BRIRRNABMR RIEBFRNEE - "1E RKBEFE (sodal) 5 2 TF
BEEE (media) | MIARRREMRSR © RIEHEIRBANE ES - BLITHNHRBERILRAIERNR - TAH
LEBNMEHEME  MERBEARMERIMHERE D BERAERERINMIAEREN  EREE VT RER L
HRERTARENE - NS SHCREIT AT - RS LB EIRFIS ? MR R R RIS MR

 BREEAASRERN ? ERNMA - AEBHEBRE—BLHUEZ TN « EMEAER -
(HEAFOIRIRER) (Twistori) -~ BRRMBREERSNERERAR - RNASHERRREEEEZHIENR -

ARREENATE « RIEFBMEMMZHARAANLRRBNRAA » BT HEFROLENBERFE  MEMRM
MBS A - M EEGE - BTItE EEGR A EBAIER - AIH Y2 RIERE OERNRE © BEEE
NEBEARSE Y REERME - HMEEEEREGNERTS @ ASERZ/IVIVLE | ELREMAAIIK
%o REHRRRAZSREREGHBANERED - REBHRERRE - EMoIBERBREN - #HEAF
FEEEERE  IAHEREHRER  IREEANBSES—ANEHREL T KELHRER  BE
EEZ—EHREE - EETAREAN G OERR) B - SEOFRREEBNNOE - LREBRETERL
XFNFRE2RHER  HELEZELONFZREHO - MEBIIIRES - BEBOVBETERBFELR
HMHRNER > BABEERS —MEBRHENOELE - RROEBANS2E  5—HER (EEEBEWR)

(Shadowgram) - RITERE CEE—EMH - BT BB EHRAR « TUSHIRGIR MR « iFBIR AR E Y
FREAARFRE IR THhE L, ERUBRES  ERSEERNGER  EEEBSICNFRARETRSAE2R2ERN
FETIRE o TS R R AR AR B DB » RIS R ERERNR R @ BEEBKRBZHE(E - Fedl

TERNEHRSEER - /Edm (KZXKEF!) (Hello World! or: How | Learned to Stop Listening and Love the Noise ) * 2%
RBERMESFENEARL R  EL/VNNREME RBEUEER AR — AR EER - SRR ER
HIESRERREE - AR BRI EE8E - SR EAREBTRIRERITIRS  DAVE L TERFERL - —&f
B AR ARSI CEHRERNES - EANGE  UARZHREBREBEZELEME @ MWK
PR ESRTELN —BNEREG Sl BEREHRE  REHESHEBENBEHERETE
TERAVHRRZRM T PRI M B - AERURZER  ERREENZSREEMNAMEERTSERE  BAF
DI &ERB SRS - FRmE R A AT R R - TEEEHE S PTEBN S TTEN - ERmENR Y
BAEESESBRTETRNEHE @ FTL ANBIGEIFR - EMEN —EBMENER AR - BRERE
B HNEFHERLREEHFSENAE  2EFETSHERLEN—0  HEE2HRAME AR -

BFRATEENERER  AARELLTHIIYE - AABRENEREEECRKULTEER © EME
BTERREAHHERENMAL R REBESEL - (EWGERETE) (Forage Tracking) LUBMNIE
BAEHERIUWABHNEREREIRNHIR » BARARZBAULEBH M H AT BRI - WRELIBEEERO
WRE - B TERLME | B TERBEIWE  ZHERHTEFEER - BESEFMERINERREEIITEER
KK THHEIEAZTRCAER L  EEMNEREIRELS o (MIGEHETE) (TashTack) LB
RPSHEARENEEYER S H_ SRR ERERE  MEHRENRELEN - BEHRME
BRI EREERE - EINRE RO - REREEEEEEY - FHREZIEBREHRE TG
IR R—EHFERKMEEEN S —BFTZER -

. ENREARIT Hyper Trip

MEFERMENRE 8T AREILEEMERLE - MK CRSENS - BERE M ENRER®
Do EREMNRBEABRESHEEBEMTZAREEEN—2 - BEEREREENKE  BR—I5EE
KRR LET ~ BEZERFIREIRTT - MEMHREEGHNRS RS ENNERMANBERE - EERHERN
RBEIHAEREENAM > BRSRAEZBEELNEMHRENINE - MERAEERERE - BEEH
REGHACBEENEZE  REDFRIVEEIMEEREGES -

ER (2 HEES%E) (Buscando al Sr. Goodbar; Looking for Mr. Goodbar ) 3&Ei@YouTubePréf &g A B4 SE=TH
HEAOREEMEBMERB R  BREEENIREENEANZRLE - MBESRENERT  EFRETH
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BEE - RESHEAFRMEANRRER Y REEZRENKR - BBIUE  BHKEHEREARHERET
A S NHEEMRNREFRPIRINRT - ERNHLRE  FEUAMBUENER L  BEEREEE
AN BEBMKER > BMANKRENESEN - RAMSBMAMERNEE  RRENEST  MELGRE—R&
SRO8  BEABYEREIMEONLER  HRNELENRES  BEBRMAE—KEARXAILUBRIERE
B BEERRETEZREMERL - RESTSTALRIEZNE SHRAFEDE - BEERNEN  iss
DARAENPRENTE - (BSRGERESLE) EERNANEEREEENRZE -

. BEZ4Ent Wisdom Association

—EABENE RS BEERANE @%‘ELMA”ET\ITﬁ(kﬁ@%ﬁﬁﬁELﬁE’ﬂﬁﬁ%—vﬁﬁﬁ%/
BEFE%T E’Jhﬁ%ﬁmﬁ’]&ﬁ% MERREENESEARN  FLUBBRREZHIRS - &

RSB BRI EIEL » 1R ?iﬁz}zi—_f%%ﬂ’]ﬁajhﬁf’ﬁ SEEFRmA LRI EEE
ﬂ*%ﬁimﬁ’]ﬂﬂzL RN R RiBE  RERFRRIRISERRGI R - ELBEREPHRE
SERHRRTER

uum

Fﬁ“rr!%ﬂF

ERBMREE M - RUEMPTRIEN (—#&3£45) (Ten Thousand Cents ) B2 (#%3Fm#5) (The Sheep Market )
MEERT  BMREBDEEABEETS  LESIINENAN  SEBRANS IRTHIER - ERBER
B — LB MBANTTAN T - BRHEFS » IMANE CRNENEREE M ERRETE B ERERK
REANFER - ERERBELIER 2T - AltbRFN7M Y F LE2EBMNB% - HEFEAFNRHAETEIEE
HERAMEBA - TESEABFENNTE » 3 AEE A MERNTE - 1B DURHTMN AN - BiEE
s B REEEEMNERSHE - Hﬂ@ﬁﬁ/,\%ﬁﬁiﬂmﬂﬁ%mﬁimw&ﬂj EKAEREEEME AR SR
W—ED - RERMESBENRBIERESNES » 8—BEHEFERNTRRE - BRHBEE— ﬁﬁ%fE’MﬁI?
o FAEEBR EME T » S8 TENRIRHAM @ﬁ@ﬂﬁﬁiﬂ%ﬁmﬁ’] LB L (F  (BRAMMMBHEES
AT RMAF—HRIRELHER TEPIERNER  BEE T ERENHRINEHE -

(AEFH%) (ExquisiteClock ) #EEZZHRAZEEZENERZAR » BEMFILLEAPPERAMEEMEEL - HEA
MALKZEFERZ  ERALZT  FREF fﬁ?ﬁ/ﬁlﬁﬂ’ﬂﬁatﬂﬂi MY 812K ~ AESE - £EBEHE
BEBCSNRE  WEFRERYNEEHEDIENRE  TASPERHRITTESR - BEBEMHIREERTLL

Bl BRAUTFELRHIER —E—BEEIITRY > st2EERENESE - ((BFEHN) (ldeogenetic
Machine ) {EMEBRNFFEINA » FEBE#IS A SN ERYERE > BEEPNERFAZEE - EHFER
BRI B BEMEPIRHEAHEIE > IRBERBEREABCAENEHE  RE—NEBERSHEM
BITITARRERNEENHEMAE o (RB2R—F) (Swarm  Sketch) WERBERANEELERH - TE—RHA7!
EBAEMR BRI ENCEERTBRNEEBAL  FEEANERBLER  MBEHEA—IN—
RAEH N - Wt R —EEE—(ENERALDMEmT - RESIERERSRIKELLE -

R AEHEEMENRE ? MRRBHEESEAIFEEFARMAHNAN ? BAENAHEIEE P ATHE
BHEMND R ? BFENT —EEERREREBMTRNS B RNEN  REMTER—FRRsEstE
ERE > ANFEAMEERNRE2REEENEINE KTV ARRERERNREFR - AFERAMBLE
THRE BT RELBEEARINTTRTRGT - BaLBARED RSB Efﬁfﬁﬁqﬂﬁﬁiﬂﬁ’%ﬁﬁw
B 7 ELREH R BMRBERIE (FFF) (Electric Sheep) FTEDTI BT 5M - EREHEIA
01 BRERS2ERANEHZLRFMRER -

fEm (REE) (TaiwanGold) EAXRBHATIRENE - N TSEAERYAHE, ZAIMREMNERESET
HE  KEBNTAHECKREIZRUEERRRREE SE20ERNREREENSECERESH  fas
EREEE  SPAKEYRREGEZE  EMRFR2iaE BREH8 Eltl:é’éi :./%Xk FrEER - B
BR—RERIENRE  EEZRRHNENAINRNAE - RRAKRLEGER rags, -
BN AEABRBEANSERIE - BELHFTE  AEKRELE RS T - %Pﬂmk%%ﬁ’]%él%%l’fﬁ%
EERALZ TE,)  BRARGERERNTFORIEREZHA "HES, - BERERM LEACREMNK
R BRAALIAENER  SEXRESMELNEH - FHEFESTHRHEM2EENEE  FBEE
B ETEAATRANRERT - HEENELHREME - EIMINERFEHRENEHEANEE) © 21RK
PIREsE RS ERES @ MFRAKMNOE  AESRELRELNATANNEERE - FRNERITFE T A
FRA . R EREZER  BRYHZRAMEZSN  BFPREA-BEXZRIERIRS -
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IV. BRI <—> 2 Inter - struction

ERTEPERAENEENGEH  ERBEECSEENRR - N2 A REBRBRPERBENII L
g - SERNBHEERTACENREIER - IESIENRMEHHEERER SRS EHHREIRKE
2 pUEE RS  BERFUFERED - KBRS ERE HBRRARTER
BRYHTE R -

P ZFATLEE  FRARBTAETHNER » MERARKE—EEEAKRT ERENLM - PtFH T
MHER » BERIRTI RS T BAENEE - (EHRE) (Face to Facebook ) 8 (ATEZREAIAFT)
(People Staring at Computers ) ° [LEfTETZHEBENRERE » B8R 7 AHZTHENABRNERD TP
MR8 BARERRHRES T BMNESR - EENELIETERENARNANRE R —RERERZERMNE
& MBFAENREZ EEARE - I A BRRNTSEARTRASEPIEAZERR « Bute
KIBEEMRE  ERRNESFRENERIRE » BT R eekEE R RR RIE » BEH EMEEE
A - MEAIDATME @ BHEERMERSARRN > BEEENE  RHEEEMFRNERBLMEE BT
RAKER - KFBERIRG REKREARE - NMERRREL  MYBLRRHSRAENTIHMAE - RFREIEEE
HARR  AESEREAE= - ME @ BLSEELBNEE  REZ  SEABRRELRHMKERRL
WEEN AR - Z—HH @ KPR LEBNFEARE RERNBREER  AEESIBAMEEEREE -
AmMEALEEHN TS EESEEREN RNER - LFRERERMERRE - BEXABZBMONELEDIE
EHREEF - BEEEEEBALRAEE I ERNEMAR - Fit - BEBLEMA R ATAERRELE  HEHEE
A FNBALERSEE -

fEdm (EEBK) (RateBeat) (EMSBHAERM T NAVEIERLEY - WELAERE CAVERMENIFAR B - R EME
RIERAEBEMRA o ERBEREFREBKEERNEAEE - 5 LEEARREZATNEA » B
ESRARAENYE  EYERRRIIFES - MEKRES  THRERSLEERS  MESERERE
R - TEEBANEAT RS  EINRDWARERIORRE - TRBIRES IR - BRABRAR
AR SRTEEREBERRTYRALENIEINRANEEETR -

TEARNROMEE - REBHEEBNANEEMESNNENRES  METEANXFRESE @ FEHRELEK
BRSNS EERRRERMEERELER - TEANESR KA —TEMNAEERM - NRRERF
{LATER AR A SERAIMAL  TEARYES) » FAMMEAR A EY - AR RAEIEA R 8 Bunfolding AR E D - A&
w0 FIRFEERREM B REEBIT=TRE— BEWES - TEAst Dl TEEEE ) ®BE - REF
RABRERR - FIBRBENERE  FANEE  RetRERERERIENHE LN - EEFTIRRERE -
RIE—RFTHVANS - WLURBM S NESHE ST - BT INEEDD - FTEARBI R A—EITEE) - [R5
RH—RIES -

BERR

1. Tancer, B. (2008). Click: What millions of people are doing online and why it matters. New York, NY: Hyperion.

2. Koch, R., & Lockwood G. (2010). Superconnect: Harnessing the power of networks and the strength of weak links. New York,
NY: W. W. Norton & Company.

3. Qualman, E. (2010). Socialnomics: How social media transforms the way we live and do business. New York, NY: Wiley.
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Declaration of TEA

Shu-Min Lin

The theme of this exhibition is “TEA / Collective Wisdom,” and it intends to explore in the era of social media, besides
creative shifts in the way messages are delivered, how participants of art have expanded from individuals to collectives
and even to virtual units. With continuous public participations, it also looks into how the collective wisdom can make art
to become communal and action-based.

The mass-integration of technology and entertainment could be viewed from the developmental context of interactive
multimedia art: having emerged from the passive interactive approach with set data, new media installation art has taken
off and turned into a new sensation. With the invention of more complex software and the launch of Web 2.0 (user
generated content, UGC) in 2006, the revolutions create the possibility for anyone to become an artist, and at the same
time, instantaneous interactions are made possible. Pioneered by art exhibitions, this phenomenon has quickly spread to
other grand-scale international commercial exhibitions and has even become a mainstream exhibition lingo used in
expositions. However, with the technological threshold, there exists an elitist sense with this art genre because the
difference between low and high technologies has critical impacts on the level of completion for the artwork. Since 2008,
social media based on individuals has begun to boom, and that thought-processes and actions are exchanged in an
interactive realm became customary. We began to see a bountiful emergence with people taking part in making creative
works.

In the random world of the cyber space, some haphazard connections are quite fantastic. Within this delicate microcosm
of social relations, many popular portal sites have abridged the distance between people and the world. The cyberspace
is like a collective illusion. When these mighty social groups comprised of weak links are utilized for artistic purposes, a
force is formed that takes root in an unprecedented way and breaks all overwhelming barriers that art once held.
Throughout the connecting process, new models are formed, and the hidden complexness in human behaviors thereby is
able to be expressed to its fullest potential. As we look back on the word origin for “art,” in addition to skills,
craftsmanship, and technologies, it also holds significance in process, channels, and also ways that people connect with
each other. Historically, art from every era has all attempted to break some kind of structural confinement, and tried to
find a new exit from the process of doing so. The random serendipitous ways of linking via social media has opened up a
new and fantastic gateway, whereby a powerful creative force is formed and shapes humankind'’s collective wisdom.

The value of the internet is increasing due to the number of clicks, and shared platforms have also inspired creative
formats involving record breaking number of participants in the history of humankind. The interactive mode utilized in art
emerges serendipitously via random encounters online. People congregate to socialize, collaborate, organize communal
groups together. Some even gather others’ ideas and improve and use them to collaboratively achieve goals that were

perhaps impossible to accomplish alone. Viewing from the psychological level, people subconsciously have the desire to
collaborate and spur resonance in each other, and fundamentally, we are equipped with a sense of compassion and
abilities to work and benefit from others. With time, our neural response has been trained to automatically reflect the
emotions, experiences, and behaviors of the people around us. Despite that technology cannot bring to us biological
prowess, social netwaorks, like extensions of our subconscious, could help to link more collective experiences and
communal memories together. At the same time, human's matives behind their actions could be deciphered, as the
natural and artificial world, molecular cells and internet routers, and the cosmic microcosm in the human body and online
are all mutually referential. Ideas emerge, congregate, and disappear in cyberspace; amidst the transmission and
distribution, the process seems to fit with the ideas of the Chinese classic text [-Ching or Book of Changes, where the
tangible is used to shape the intangible, and imperceptible forms give birth to material ones; mind and cosmos, the real
and virtual, are like the polar opposites of Yin and Yang. Would the internet facilitate new forms of apotheosis or perhaps
constitute a destiny creating machine? Serendipity seems to be unintentionally omnipresent in the interactive processes,
and the world becomes a microcosm of our personal subconscious. We are what we click, and what we are clicking is a
representation of ourselves.

Earlier communication media embodied a sense of hierarchy, while the cyber world is more democratic, like capitalism
paradoxically taking full advantage of communist tools in the virtual world. The various and subtle differences between
forms of media are not interchangeable. Inside today’'s media superstore, the shelves are stocked with a wide array of
items catering to various psychological needs. Social media are like a color palette in progress of mixing, and have
blossomed vibrantly unexpectedly. In the end, would social media hold a substantial position in art history? Only time
could tell. However, it is certain that whatever the outcome, it has transcended vast psychological, social, and spatial
distances and would certainly impact every individual involved in this new era.

TEA = Technology + Entertainment + Art

Inview of different technological interfaces available, such as PC, Web 2.0, Social Media, App, Web App, etc., technological
developments allow people to break primal barriers constituted by space and time, soaring to the clouds. Internet
resource sharing, online virtual world, and social media have all created pioneering cultural activities that are borderless
and communal, which have also shifted the focal point from the elites to groundbreaking public collective actions. In this
stressful era, we all need some entertainment for emotional outlets, and technological developments have altered the
way human culture is produced. Additionally, entertainment will be one of the core media and pivotal channels for the
next generation to learn, experience, and absorb culture from.
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Integrating the above characteristics, TEA intends to alter the constituents of artworks and the speed they are digested.
With new breeds consisting of new DNA, new speed or tempo is incorporated into the artworks, ready to engage in
intricate interactions with the public. As the world becomes increasingly flatter, we no longer focus on the sense of space
but the matching point of parallel time lines. As traditional media take the backseat and become secondary system, small
groups based on specific subjects are secretly coming together and forming new kingdoms. We are closely connected with
others in these small realms and also benefit from the advantage of such ability to highly connect and have thus made
advancements surpassing our previous generations. As these junctures and the ceaselessly procreating reproducibility
continue to alter patterns and combinations for the potential end results, these attributes have thus become new
lifeblood for art. This spectacular kingdom created often leaves people perplexed and confounded. However, due to the
subtle variants involved, many unexpected amusing occurrences may randomly arise. Similar to many different phone
apps out in the market nowadays designed for one to kill time, such as a simple shake of the phone to spur for reactions
from the app, this kind of dynamics continues to emerge online and creates many unexpected and enchanting encounters.
Net users find themselves in a cycle of infidelity as they bounce from one choice to the next in matters of seconds. At
moments like that, what matters is not to have more links but to make the right connections. Social media are booming
at present, and is the phenomenon another trendy bubble soon to burst? How long is the flavor of this TEA going to last?
When selecting a work, the first criterion to consider is: does it hold historic value and could it live up to the test of time?
Only if it has the capability to keep infusing in elements arising in the future can it become truly timeless.

The exhibition of “TEA / Collective Wisdom” will take shape in the following four categories:

. Socialize or Die (Dive)!

The driving force behind the ceaselessly evolving social media is based on humankind's desire to socialize and create. The
integration of the two elements of “social” and “media” has garnered greater impacts and allowed for the formation of
diverse dialogues. The booming social spirit in today’s society is not only demonstrated via social media networks, other
non-internet based tools and media could also add to online social possibilities. As human societal structures become
more net-like, would new aesthetics and order arise from it? Is innovation driving the society to be a net society, or is the
net society the base for such innovation?

The work Twistori is a reflective mirror to the many different emotions running rampant on social media. The society
today is actually just a different version of an ancient tribal society, and due to the fast paced life, modern people are
losing a sense of stahility, a sense of home. In order to preserve an internal sense of security, people begin to find small

circles to belong to and to find consolation. As these small circles connect, they go on to form a complete community. A
city is a giant base comprised of these weak links. It is a vessel consisting of many small vaices, and they congregate and
connect to form a collective awareness. Spectators are spurred to engage in self-reflections and even interact through
resonance and self-acceptance. Twitter users are often rambling in short phrases to no particular audience; however,
when these rambles find a crossing point in time with another person, a shared value is thus formed. Upon entering into
the waorld of Twistori, a virtual outlet for everyday distress is found. Through the interactive mechanism, emotions take
shape in tangible symbols and are entrusted in the anonymous others; a soulful journey also thereby begins for the
formation of a self-reflective dialogue. Another work that engages in psychological participation is Shadowgram, and it
utilizes visual elements even further by capturing “shadowgrams” of the audience and printing them out as miniature
stickers. The audience is then able to place the sticker in a map. As more stickers are placed, more variants and
passibilities are formed for the crossing of the real and the virtual. Hello World! or: How I Learned to Stop Listening and
Love the Noise is a work that investigates the issue of self-acknowledgement. Through the collection of self-produced
videos, these small private clips are collaged and projected as a cohesive piece on the wall. It is a collective crossing
between the voyeur and the ones being watched. Viewing the internet as a whole, it is not difficult to observe the
ongoing coming and going of trends. Itis a stage open for anybody trying to capture fame. On this global stage, personal
existence is not simply an affirmation of the self; it is produced subtly and intricately through a collective effort; it is the
accumulation of click rates and how many “likes” are collected. The collage breaks the linear quality of time and forms an
imaginative space. The use of technological media enables people anywhere to meet in the virtual realm, and people are
able to cross time and space in this rapid era of information through the constantly updating newsfeeds and boundless
possibilities available to them. The diversity in the virtual realm brings immensurable satisfaction and has consoled and
appeased the emotions buried in people's subconscious. An outlet for stress to release is offered and is also further
developed into a group therapy for the mind and soul. Whether watching or being watched, being the performer or the
spectator would only depend on your decision in that moment to choose which side you want to be on.

Forage Tracking and Trash Track are two works by MIT SENSEable City Lab, which utilizes global GPS tracking system and
cellular phones to extend collective intelligence from people as individual units to objects. The objective of Forage Tracking
is to increase the visibility of informal recycling groups, and for the public to become aware of the contributions these
groups have made for the city. Furthermore, it intends to find an efficient way for the recyclers and the people with things
to be recycled to form a new collaborative relationship. Trash Track is another project that is designed to find a more
efficient way to transport waste and to lower carbon emission rate to the lowest possible. Cities could use these data to
educate people about making better consumer choices for a more sustainable future for our planet.
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IIl. Hyper Trip

As a person spends more time online, s/he has less time left for the real world. Exchanges and social activities conducted
virtually have long become a substantial part of people’s everyday hybrid life, twisting and turning the latitudes and
longitudes in virtuality as well as reality, roaming online, offline and in between. The quality and quantity of the links are
connected with our state of mind, and some people may feel depressed or alone if they make very few connections online.
In the realms of reality and virtuality, the gap between the emergence and disappearance of connections allows the
artworks to take shape, full of dramatic and imaginative energy.

Buscando al Sr. Goodbar (Looking for Mr. Goodbar) is based on everyday videos people have uploaded onto YouTube, and
the videos are connected geagraphically and used as guiding virtual documentaries for an actual journey in the real world.
The geographical points remain the same, but through the artistic endeavor of linking together the virtual and the real,
the final outcome presented at the museum is a work of compressed time and space. The artist’s objective is to spur for
thoughts and discussions about people’s interactions online under a contemporary urban setting. Traditionally a shared
community is established via connections made on a geographical location; as the world becomes smaller, we are granted
more possibilities to connect with each other online. The value that we now focus more on is the spontaneity of time.
History is similar to a collective illusion; in the past, a camera is an extension of our eyes, and photographs are certificates
of our memories. However, with the capability to alter or manipulate images, our generation has created more fictitious
history than before. If all the accurate and important wisdoms in history have all been preserved and treasured, it then
also makes sense for the wrong information and lies to be reevaluated now.

I1l. Wisdom Association

If a person owns very few weak links, it would be harder for him/her to navigate information from the other side of the
world, since s/he may be confined to the limited resources at hand. The internet has allowed information integration and
exchange to surpass the constraints of time and space, and it has allowed for the passing of the links of collective wisdom
to rapidly create tremendous communal effects for the areas of economy or knowledge culture. If the trend to alter a
piece of work continues to rise, it would also indicate that the public has an increasing interest to remake something, and
the works shared online would be taken over by netizens. These works that are undergoing continual shifts and
progressions would come to form a collective significance.

American artist Aaron Koblin's Ten Thousand Cents and The Sheep Market are works created with the crowdsourcing
platform, Amazon Mechanical Turk. The works are based on labors generated by people that have volunteered for the task
online. The jobs involved are usually more tedious and require massive manual labor hard to replace by computer
programs. The operation method consists of simple yet tedious and time consuming tasks that are divided into smaller
segments and outsourced to others that are paid by per unit/project basis. The job is posted online to recruit a large group
of people willing to work on the task. Every individual segment created by these volunteers would become an integral part
for the final project. Seeing the behind-the-scene for any advanced technology establishment, many jobs still require
manual labors to work on the line. They are like tiny screws assigned to put together specific parts. However, their hard
work and production have resulted in the accessibility we enjoy today for owning different technological gadgets for
connection with others, and because of this, we are able to connect with the world for a broader global perspective.

Exquisite Clock is a work that encourages people to take note of everyday details. Through collective efforts, the time
piece online is filled with creative visual elements. The endeavor also blurs the lines between the roles of the artist,
creator, producer, and consumers. People from around the world are able to connect through links made online and via
phane apps. While maintaining the customary habit we hold for the object, through design and reconstruction, the act is
turned into a collective art piece. Modern people have by now been trained to react when stimulated. Ideogenetic
Machine is another piece that asks for public participation. Through the public’s continual involvement, the story and
image continues to organically expand and progress. The images used in the comic never repeat, and the blank word
bubbles provided with the software for the comic story are open for the audience to fill in with their own dialogues. These
collective efforts then come to form this story in the comic form that is produced by the public audience. For Swarm
Sketch, the audience is both the creator and also the critic. The visuals are dictated by the audience’s preferences;
however, with the continual reproduction, the animation also continues to create ever changing images, and thus forming
a sense of eternity.

What is the relationship between man and machine? Is open source a sustainable way to run a creative society? Where is
the boundary between artificial and organic? This is an era where it is hard to get a design to be perfect at the initial try.
It must go through adaptation and changes to improve and undergo redesign of the original structure to attempt to
produce a truly organic good design. Can digital creations have the subtlety we know in the natural world? These are the
issues addressed by artist Scott Draves with the Electric Sheep, as it is a work that has resulted from organic coexistence
and collective participation.
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Taiwan Gold is a concept proposed for this exhibition to search for a color that is uniquely Taiwan. It is an unprecedented
expansion of grass root energy that intends to rekindle subconscious behaviors and memories through public
participation. It is an endeavor to gather at a profound level communal memories and awareness that are distinctively
Taiwanese. The objective is for the contributors and the audience to discover Taiwan's cultural depth and essential
elements through this work. Color is a form of memory trigger. It plays important roles at festivities, and Taiwan Gold is
representative of life's beauty, a golden glistening memory that holds a special place in the people of Taiwan. Through the
recalling of shared memories, life's experiences and touching moments, by accumulating the wisdoms from the public,
the quest is embarked for the search of “gold”. Taiwan Gold is intended to be discovered via collective wisdom at the end
of this exhibition. The audiences could freely upload the results they have gathered and to turn them into shared
resources. The image produced from the collective wisdom is always ready to be altered and to stimulate for other
imaginative thoughts from other contributors. The solid, strong, and unpredictable visual effects will spur for more
interactions and impacts, and the unexpected outcome will originate from face-to-face exchanges. If we could cultivate
more dynamic weak links and open up to them with a generous and unbounded attitude, life will have more surprises and
enchanting encounters waiting for us. Open resources will lead to new innovative models to be made available for wider
uses, and this is how we enter the time of shared creativity.

IV. Inter-struction

The ever-evolving subject and communities in the virtual realm, while breaking down the pre-existing social relationships,
also allow new possibilities and connections through the processes of organic deconstruction and reconstruction. Spurred
by the rise and fall of powers between the worlds of reality and virtuality, hidden communities link and form relationships,
and from there, we investigate the future prospect of social media. Some appear like masses joining forces to deconstruct
and reconstruct, and therefore, amidst the deconstruction, reconstruction continues, and sub-cultures dwelling amongst
popular cultures also give birth to new layers surpassing their original designs and intentions.

The reason that the internet is so vital is not because a brave new world has risen from it; it is because of a more profound
extension of old world order. Two works are included to deal with sensitive issues pertaining to privacy, and they are Face
to Facebook and People Staring at Computers. These artworks have caused issues to continue to rise from them and deal
with boundaries and problems between public space and persanal privacy. The conditions of privacy are also changing
because of technology. Changes seem to be happening in unexpected ways and at extraordinary speed, and are
influencing our life tremendously, while we are still unsure of how to regulate them. In other words, we have yet to find
accurate social and legal terms to draw lines for the evolving conditions. Digital society has already taken root steadily,
but its legal guidelines are still just getting started. \We seem to only be able to follow the flow of time and technology,

and attempt to define new game rules as fast as we can. For most people, technology is foreign and stressful. Moreover,
developments brought forth by technology have caused contemporary privacy issues to be quite different from before.
Laws that rely on individual cases to form policies are inefficient, and when faced with technology induced privacy issues,
it seizes to keep up with the rapid pace and becomes quite ineffective. This is because in addition to technology being
foreign and stressful for many, privacy deals with very personal issues. Therefore, each individual’s level of tolerance for
giving up privacy for certain benefits is quite different. On the other hand, many new policies, technologies or viewpaints
tend to guide people into the formation of a collective lie. Therefore, the compromise between privacy and the correlating
social values or legal rights usually differs from case to case. When someone claims that his/her privacy has been
invaded, there usually is an underlining opposing interest involved; hence, understanding what actions tied with other
interests could cause privacy invasions would be equally as important as understanding privacy from a legal point of view.

Rate Beat uses electromagnet placed in a bottle to make coins jump, and the piece is simultaneously connected to online
currency exchange rates. The work looks into the issue of information transparency and visualization in this era. The
online economic structure offers the potential for people that have been struck with good luck or creative individuals to
gain unprecedented fortunes from it. However, the source of the wealth is not from an establishment but from
connections made, and oftentimes, no direct contact is ever made for any monetary exchange; instead, being exchanged
are free services. In this new found capitalism, competition does not disappear or dwindle; it has been turned into a
different context. When we look further into the internet, we can see that the internet is actually a reflection of the
different vital layers within the contemporary society.

The core value of TEA is based on social interactions transmitting interactive messages or beliefs. The wordplay on TEA
alsa signifies the spreading of an aroma, and how it could permeate through walls and confinements and expand
continuously through the powers of social media. The mission of TEA is to form a new life style. Similar to how tea is such
anintegral part in Asian cultures, the movement of TEA is about the amalgamation of the internet and communities, just
like how a good cup of tea is able to gradually unfold through the brewing process. The impacts and issues spurred will
also unfold and from which leadership would be formed. As the trinity of technology, entertainment, and art are
combined as one, TEA becomes the grand embodiment of all senses. TEA 1st is the making of tea through “Collective
Wisdom”, and being harvested are current trends and insights. As a good cup of tea has the potential to be brewed over
and over, the ideas of TEA intend to be extended into a movement, an iconic declaration for our era.
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Participative Artistic Practice via the Internet - Notes on the Exhibition

That an art project can be based on participation by a wide array of persons is by no means a recent spinoff of the advent
of the internet. But it is indeed the internet and especially the social web that has made it possible for an unprecedented
number of individuals to collaborate on artistic processes.

The invention of the internet created a medium that posed a novel challenge to artists and their works of art, while also
offering them new channels for artistic expression. The challenges of communication with many strangers already began
to be taken up by artists in the 1970s—for example, The Last Nine Minutes: Live Performance for International Satellite
Telecast by Douglas Davis (US) at documenta VI in Kassel, Germany. Even if Davis’ performance was still well within the
realm of the live, one-way communications style of conventional TV viewing and the telecommunications possibilities of
the day, he nevertheless went on from there to the 1994 work The World's First Collaborative Sentence with which he
brought forth what was probably the world's first work of art that was created collaboratively by a group of people
unknown to one another and interacting via the internet.

“Immediately | thought of the keyboard, the means of interaction allowed by the Web but not by video or other ‘flat art' The huge
difference between broadcast TV and the Web is the keyboard. With that people can say anything; they have full expressive capacity. This
means a more intense and personal link could occur between me and the audience. So why not get the whole world together to write a
sentence?”’

Farming out activities to a large, undefined group of persons via the WWW-the system of so-called crowdsourcing—has
been adopted by artists in a variety of ways. Creating, collecting, distributing and communicating are the essential
activities that artists delegate to their online audiences. But what exactly is it that artists find so interesting about
sharing the creative process with so many complete strangers?

Aggregation

The works of Aaron Kablin (US) involve members of the public as creators or collectors. For his project The Sheep Market
he called upon them to “draw a sheep facing to the left.” The appeal was issued via Amazon’s Mechanical Turk in 2006 and
thus two years after this platform was launched. Remunerated creative processes likewise constitute the basis of his
2008 work Ten Thousand Cents produced collaboratively with Takashi Kawashima (JP). Each so-called co-worker recruited
via Amazon’s Mechanical Turk was compensated with one US cent for drawing a 10,000th of a $100 bill. On the one hand,

Douglas Davis, in: Tilman Baumgartel, [net.art] New Materials towards Net Art, Niirnberg, 2001, pp. 60-62.
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the artist was assigning jobs via a professional labor market site on the internet in conjunction with the production of his
work of art by an unknown “workfarce”; on the other hand, he made this process totally transparent, and thereby
conducted an inquiry into issues such as changes in work processes and the labor market in general, and especially into
how new technologies and media are bringing about changes in artistic practice.

In the sense of the term “aggregation” as used by James Surowiecki in his 2004 book The Wisdom of Crowds: Why the
Many Are Smarter Than the Few and How Collective Wisdom Shapes Business, Economies, Societies and Nations, the
individual contributions by members of the public are not what is interesting about Aaron Koblin's work, but rather their
aggregation, the collection and amalgamation of the individual contributions into a unified whole. This certainly applies
to Swarm Sketch a 2005 work by Australian artist Peter Edmunds that is considered the first joint online drawing
experiment. Each week, a new term is chosen to be the week’s sketch subject. Website users can then contribute a small
amount of line per visit (206,421 lines contributed to 442 sketches to date).

Ideogenetic Machine (2011) by Nova Jiang (NZ) is another project that collects contributions in order to create a
collaborative whole and something new. In this project as well, the focus is not on the individual contributions but rather
on what they amount to together. In the installation, the artist requests that visitors contribute their silhouette to
become part of a comic strip. Thus, the artist and the audience jointly tell a story during the exhibition’s run.

Unintentional Participation

In the examples cited above, collecting contributions is an act done by the artist that makes possible intentional
participation on the part of the public. The “archive that is the Web” also makes possible unconscious or inadvertent
participation by individuals. Artists harvest information in the form of image, sound, text or film files from the internet
and blend these elements together in their works of art. One outstanding example is Face to Facebook, a 2011 work by
Italian artists Paoclo Cirio and Alessandro Ludovico. They take advantage of the lack of adequate structures to enforce
copyrights and people’s lack of awareness about the concept of authorship on the internet to demonstrate to us how we
deal with the public revelation of information. Face to Facebook used homebrew software to steal a million profile images
and identities at random on Facebook, uploaded them to a dating website set up expressly for this action, and then
interlinked them through the use of facial recognition software. Since then, the proprietors have had to take their
operation offline and they're facing charges filed by Facebook. Visitors to the exhibition can take a close-up look at the
whole chain of events and pore over the varied communications concerning this art project.

People Staring at Computers, a 2011 project by Kyle McDonald (US), similarly explores both the borders between private
and public information and unintentional participation by individuals. Imagine this: special apps were covertly loaded to
all demonstrator models on display in two very busy Apple Stares in New York, so that once a minute the software
activated the camera built into the computers on sale there and automatically photographed the individuals who
happened to be in the process of trying out the particular device. These shots of people staring at computers were
transmitted to a central server and exhibited on a website. Plus, on the intervention’s last day, the automatically produced
snapshots were displayed on the devices themselves in both Apple retail outlets. Apple as well as the United States
Secret Service went into action. As for the work of art, it's still being tended by an online community and, due to the
discussions with it at their center, is still alive and well.

Hello World! or: How I Learned to Stop Listening and Love the Noise by Christopher Baker (US) is an installation made
possible by the artist helping himself to more than 5,000 video diaries on YouTube and Facebook. Now, it's clear that what
Christopher Baker is interested in are the individual stories related by more than 5,000 people and personally selected by
the artist. Nevertheless, it is precisely the aggregation of these motion pictures and sound fragments into a walk-through
sound & video installation that evokes on the part of those beholding it images and feelings that frame the assembled
conglomeration of contributions and also get across in a most poetic way the fascination as well as the sense
powerlessness people feel in the face of the enormity of the internet.

Twistori, a 2010 project by Amy Hoy (US) and Thomas Fuchs (AT), is also based on people’s unintentional participation.
The artists wrote a program that performs real-time scans of thousands of Twitter tweets worldwide for terms such as
love, hate, think, believe, feel and wish, and presents them on a website in the form of crawl text on a news ticker. The
artists refer to what they've done in terms of a social experiment designed to get an impression of what people all over
the world love, hate, etc. This project as well displays—in the true sense of the word—artists’ boundless interest in
unfiltered knowledge of people’s basic needs and everyday lives.

Variety of Opinions and Diversity

Obtaining a variety of opinions and highly diverse contributions is another reason why artists opt for collaboration with an
online collective of countless persons and utilize diverse social media services as a means to this end. Considering the
hypothesis of a world brain, the collective repository of individuals' knowledge that English science fiction pioneer H.C.
Wells already put forth in 1938, as well as the publications of Paul Otlet, who came up with the vision of a world knowledge
network for all in 1934 and sought to set up an archive of knowledge as a means of assuring international peace, makes it
clear that the development of Wikipedia since 2001 has simply been a logical consequence. The advent of Web 2.0 and
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technological innovations since 1999 like peer-to-peer—i.e. processor-to-processor link-up within a network—have made
lots of interesting things happen as far as participation and diversity of opinion on the internet is concerned.

That same year, artist Scott Draves (US) created his Electric Sheep project. He wrote a program that was disseminated
online and has now linked up more than 450,000 computers into a joint “supercomputer” Based on the system of a
screensaver offered for download free of charge and a corresponding algorithm prescribed by the artist, the computers
and the people behind the processors can influence the design of the animated sequences (Electric Sheep for short).

Exquisite Clock (2009) by Joao Henrique Wilbert (BR)/ Benetton’s communication research centre FABRICA (IT) is a work
bearing a name that evokes the origins of participative art. “Exquisite Corpse” or “Cadavre Exquis” is what surrealists in
Paris of the 1920s called a parlor game in which several participants turned a folded piece of paper into a collaborative work
of art. Jodo Henrique Wilbert has now taken the system of play and added new rules. In order to impart an image to the
time of day, he collects pictures from everyday life describing a number from 0 to 9 and saves the images to a server. On
his website, he juxtaposes images chosen at random by the system. The only constant is the current time of day, on which
the selection process of the images is based.

Two additional projects that profit from the diversity and creativity of the persons contributing to them are works by the
Ars Electronica Futurelab (AT). Shadowgram (2010) is like a social sculpture that thrives and grows as long as the
installation visitors contribute their shadow and their opinion on a particular topic. The participants pose expressively as
if they were on stage and are photographed as they do. The illuminated background provides the perfect lighting for a
shadow shot and also attracts public attention to the audience members’ gestures in response to the topic. The shadow
portraits are then printed to adhesive foil and excised. These images and the inscribable adhesive speech balloons that
can be applied next to them enable installation visitors to leave behind communiqués in the exhibition space.

A stark contrast to this approach is the Ars Wild Card smartphone app, actually a creative mini-workshop that prompts
installation visitors to contribute ideas and impressions. Audience members are invited to use their smartphone to
photograph the works of art and upload the pictures. Plus, a commentary function lets them post messages about the
images. All contributions are exhibited on a website; contributors can also print out Ars Wild Card postcards on site and
take them home as souvenirs. The accumulation of printed-out Ars Wild Cards at the exhibition is convincing testimony
that much of the audience has successfully made the transition from observer to participant.

Decentralization

According to the statements curators Susanne Jaschko and Lucas Evers published in the catalog accompanying their 2010
exhibition “el proceso como paradigma / process as paradigm,” the fact that participation is being increasingly used to
generate works of art is attributable to two factors. On the one hand, the art system has been shaken up by the absence
of structures with respect to authorship and simple structures with respect to copyright. On the other hand, a shift from
passive observer to involved agent can generally be observed in the art world. In the 1990s, gaining access to a large
number of people interested in art for purposes of creation, communication or distribution involving them was no easy
matter. But now, new technologies and the internet have put an everyday medium in place that makes it quite easy for
artists to reach their public. A sort of self-empowerment has occurred, bringing about a situation in which the people who
create art have become a bit more independent from, for example, galleries, the art market and various institutions.

One of the things the internet’s global reach makes possible is working in places that are suffering from depopulation due
to arural exodus. One project that could not have been conducted without the internet is Buscando al Sr. Goodbar (2009)
by Michelle Teran (CA). The artist was commissioned by Techformance in Spain to plan and execute an intervention in a
public space in the Murcia region. What Michelle Teran did was to collect selected videos that people in the region had put
on YouTube. A bus tour took the artist and her audience to those locations at which the YouTube videos had been shot and
uploaded, since automated geo-tagging of video files on YouTube makes it possible to trace the digital data back to a
concrete physical location. During the bus tour, the audience could assess the actual location of the video and also meet
its maker on site.

The Trash Track and Forage Tracking actions by the SENSEable City Lab at MIT in Boston are additional projects that have
outsourced working processes that are normally within the purview of elected officials or city administrators. In Trash
Track, real garbage was equipped with low-priced GPS sensors, whereas Forage Tracking hooked up its GPS sensors to
city garbage collectors in Sao Paulo, Brazil. In bath projects, staffers wrote software that visualized and analyzed the route
taken by the trash or trash men. Social commitment and interest in social issues are what motivated people to participate
in these projects.
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Instrumentalization?

The use of participative and open creative processes to generate works of art has increased greatly in Western countries
in recent years. Artists consider this possibility to be a new source of mativation for the creative process that has tended
to be hermetically sealed off from input by others in the past, and accordingly seek out communication and
experimentation, coincidence and playful interaction online with lots of total strangers. It is also interesting to note that
such participative works have also gained popularity among commissioning clients such as municipal government
agencies, private enterprises and cultural institutions who see involvement by lots of people—citizens, customers, the
cultural community, etc.—as a way to promote themselves and generate goodwill for their agendas. Nevertheless,
outsourcing activities—for instance, to citizens in the sense of direct democracy—will not become a convenient way for
palitical leaders to evade their responsibilities any more than crowdfunding will become a significant solution to financing
art projects in the future. Books like Bastard Culture by Mirko Tobias Schafer (AT/NL) and Markus Miessen's (DE)
soon-to-be-published Albtraum Partizipation (Nightmare: Participation) seriously call into question the current system of
participation. It will be interesting to see how the artists react to being instrumentalized in this way.

KRR EX
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Hsiao-Yu Lin

TIME Magazine's Person of the Year in 2006 was “You" and on the cover was a computer with its screen made of a
mirror-like material to reflect the reader’s face. This choice recognized each individual’s contribution and importance in
the age of the internet and also revealed the collective power made possible by the internet has enough force to construct
and alter the contemporary society, whereby people are able to use the internet to express their thoughts and prompt for
certain opinions or even influence the direction for certain events. Through the sharing of information and knowledge, the
internet has become one of the most depended and trusted sources of information; an example of this is “Wikipedia™: it
is a platform for people to contribute their knowledge and edit other people’s mistakes. The purpose is to provide precise
and correct information, which has become a source widely used by people today for research and reference. Through the
power of collective wisdom, the information collected is edited precisely turning the database into an authoritative and
trusted source of information.

In this information age with rising individualism and collective wisdom, art making has shifted from its previous salitary
act into a more democratize and accessible phase, where anyone could take part in the making or critiquing of art.
Especially after digital tools have become more prevalent and user-friendly, a potential to become an artist is embedded
in each person, with the possibility to showcase one’s art to the world easily reachable. Because of developments with
digital media and the progression of time, there is also a paradigm shift with the museum’s role and position as an art
knowledge authority. In Walter Benjamin's The Work of Art in the Age of Mechanical Reproduction, he argued that, in the
absence of apy traditional, ritualistic value, art in the age of mechanical reproduction would inherently be based on the
practice of politics. With new technology, art ceases to be exclusive and becomes more intimate with the public. As we
look back at Benjamin's observations and predictions with reflections on the artistic expressions and forms created in this
internet age, we can then see the inter-related impacts between contemporary art and the public.

Therefore, this essay is a discourse on the close relationship between the infarmation society, collective power, new media
art, and the museum and to also place focus on how the immense force formed by the online community has altered the
roles of the artist and the museum.

1. The New Force in Art — Artists vs. Amateurs

Since the term “Web 2.0"'came to be , the way we interact with the internet has also evolved into a new phase. The
internet has transformed from an information gathering and collecting database into a realm with emphasis placed on
the internet users’ active participations and the interconnectedness with others online, and from which a greater effect is
thereby created. The boom in the recent years with social networks, blogs, micro-blogs and such have linked together
information from around the world and allowed contacts between netizens that were previously unfamiliar with each

" Wikipedia's definition of Web 2.0 states that: “The term Web 2.0 was first used in January 1999 by Darcy DiNucci” (see
http://enwikipedia.org/wiki/Web_2.0) Also, Tim O'Reilly and John Battelle held the first Web 2.0 conference in 2004, where they
discussed the concept of Web 2.0 and the significance of “internet as a platform”. They believe that all aspects pertaining to Web 2.0
are closely connected to the application and control of collective wisdom.
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other. Furthermore, with the rapid pervasiveness with smart phones, people are growing more and more inseparable with
the internet. With the mobility of phones comes the constant accessibility to the internet; at any given time, we can
check our emails, follow our friends on Facebook, book the next high speed train and send an instant message to notify
our family of our plans. Nearly all social activities could be managed by a mobile device, and with the influx of
instantaneous feedbacks, we are thereby incited to actively take part in online services and activities. This zeal has also
evolved further into modern people’s fervent craving to keep track of the “latest information”, and the fear of being left
out and disconnected has prompted us to maintain the status of being “online” at all times.

Web 2.0 has made it possible for anyone to express themselves online incognito, which spurs for an extremely open
environment online for freedom of speech. Countless creativities and thoughts have thus been presented and discussed
upon without limitations online. In the past, it required a long and arduous process to become a writer; besides the efforts
put in writing, the willingness of a publisher also played a crucial role. However, nowadays, anybody could create and
register an identity online to become a blogger, and could freely publish any personal writings online at any time. The title
of a writer is thereby easily obtainable. Additionally, the openness of the internet also makes it possible for the readers
to leave remarks and suggestions on the blog. This allows the writer to receive instant feedbacks that could aid with the
process of self-awareness and become guidelines for adjusting one’'s work. Therefore, a novel that is published and
updated online could go through a process of adjustment based on the feedbacks received from its readers. The readers’
participation with the creative process has more or less dictated the direction and outcome of the work.

In the realm of visual art, especially the genre of new media, has also taken a change in the era of the Web 2.0. With the
interactive mechanism of the internet, people could stay connected and be involved or participate an online event at all
times. This unique characteristic has prompted for changes in the identity of the new media artist. The conventional
perception for an artist is that s/he is unique because of the long trainings, unigue view points, creativities, and thoughts;
s/heis able to express a realm or a state of being that ordinary people may find hard to do. However, with the prevalence
of digital tools nowadays, having the skill to manage common digital technology is no longer difficult for most peaple.
Especially with new media, owning to the integration of various media and technical skills, it is increasingly mare
challenging for the artist to complete the work alone; the different tasks require the participations of experts from various
fields. Therefore, new media art could be considered as an aggregation of complex professions, as a collective creative
model is taking shape for artists to collaborate with technological professionals from other fields. During the new media
art creative process, the artist may take on the role as the leader of the concept; however, s/he may not necessary be able
to dictate the final outcome of the artwork. On the one hand, a new media artist may be limited by his/her knowledge on
digital tools, which may lead to the situation where the envisioned artwork could not be tangibly realized; hence, a failure
occurs. On the other hand, the artist could also be inspired by the technological aid s/he obtains, and the art is able to

apply the technology on a broader and more cultural and aesthetical level. Regardless of which outcome, the collaboration
of art and digital technology is full of uncertainties and unexpected outputs.

During the new media art creative process, the artist may take on the role as the leader of the concept; however, s/he may
not necessary be able to dictate the final outcome of the artwork. On the one hand, a new media artist may be limited by
his/her knowledge on digital tools, which may lead to the situation where the envisioned artwork could not be tangibly
realized; hence, a failure occurs. On the other hand, the artist could also be inspired by the technological aid s/he obtains,
and the art is able to apply the technology on a broader and more cultural and aesthetical level. Regardless of which
outcome, the collaboration of art and digital technology is full of uncertainties and unexpected outputs.

The exchanges spurred by collaborations between new media art and various technological and professional disciplines
have formed many unforeseen impacts and stimulations. Within the framework of Web 2.0, with the input of the power
of the crowd, new media art is able to form connections via social networks, and thus creating bigger impacts to the
identity of the artist. The concept of sharing and collaboration on Web 2.0 is also applied by some artists in their art.
American music video director, Chris Milk and artist Aaron Kablin's The Johnny Cash Project is one such example. This
internet-based project began in September 2010. Milk edited lots of footages of the iconic American country rock star,
Johnny Cash, for the music video of “Ain't No Grace”. More importantly, on the project website, Milk invited internet users
to take a frame from the music video as the foundation to re-illustrate an image of Johnny Cash with the specially
developed simplified illustration software. The project garnered the participation of 250,000 people within six months
and collected an tremendous amount of re-illustrated images, which were used to create several other music videos of
various styles. The videos are categorized as “Highest Rated Frames”, “Sketchy Frames”, “Abstract Frames”, “Paintillism
Frames”, amongst other styles. Furthermore, the netizens could also alter the frames or adjust frames uploaded by
others, and could even use the frames contributed by the crowd to remake their own music video for “Ain't No Grave”. The
simple instructions and also the platform created to offer the users different creative interactive modes made this project
a great success, and is a successful example of utilizing “crowdsourcing” as a way to create art.

There are already many cases and projects of commercial or research intents based on the concept of “crowdsourcing”. For
applying the concept to art, the common model utilized is for one person to make an initiation based on an idea and call
out to people online to contribute and complete the work together. However, in order to avoid uncontrollable results, the
project initiator would usually set some rules and parameters for the crowd to follow, and the contributors could exercise
their creativities under the given instructions.z  Within this parameter, the previlige to create art is opened up to the
public, and anybody is able to contribute creatively and to become a part of the collective creative process. The so-called
“artist” now plays the multiple roles of the planner, initiator, instructor, editor, etc. In this creative process, the artist is no

2 Please refer to Aaron Koblin's other collective creative projects from http://www.aaronkablin.com/work.html.
His latest project is This Exquisite Forest (2012) based on user-generated collaborative animations, which is
exhibited online and at Tate Modern in London.
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longer in direct control and instead takes on the role as a guide that also becomes a spectator that observes as the artwork
takes shape. Therefore, the artist is no longer the sole creator of the work; the work is completed by many unorthodox
amateurs. As we can see the credit list on the website of The Johnny Cash Project is comprised of many different people,
as all the cantributors online are now given the title as an “artist”. The previously unreachable status of the “artist” is now
accessible to all, and each of the contributors is able to find a sense of achievement from the transient experience of art
making. Furthermore, although the works created through crowdsourcing took place in the virtual realm and these
contributors may not know each other; however, they are brought together for a mutual goal and a connection is thus
formed. This creative approach has enabled greater interactive quality in new media art, with more possibilities allowed
for the materials and forms employed for the creative works. Because of the boundless quality of this art genre, good
communication and planning skills would be required for the concept initiator, in order to lead and shape the artwork into
the intended direction. The "Artist” is no longer able to work alone behind closed doors. To communicate and initiate
collaborative contributions have become a necessary mode for executing and achieving the artwork, and through
crowdsourcing, the creative expression is able to be developed infinitely. On the other hand, netizens are also able to be
transformed into artists through their participation with the creative activities online made possible because of the
increasingly accessible digital tools and technologies. Therefore, it is predicted that art making will become a natural part
of everyday life, and art is a part of the general public. We can anticipate for this kind of identity transformation and
crowd force will no doubt take us into the next phase of cultural development.

2. New Mode of Interaction — Online Community vs. Art Museum

Crowd clout has brought on impacts and changes to the identity of the artist, and art museum, an arena where artworks
are exhibited and related researches are conducted, does hold a certain authoritative position, but it is adamant that it
must keep up with the current time and reflect upon how to utilize fully the power of collective wisdom. In addition to
using social media, such as Faceboak, Plurk, Twitter and smart phone Apps for marketing purposes, some museums have
also begun to look into crowdsourcing or implement new ways to encourage public participation with exhibitions and
creative projects and also using collective wisdom to prompt for new interactive possibilities between the audience and
the museum.

In 2008, Brooklyn Museum presented an exhibition titled Click, with the subtitle, A Crowd-Curated Exhibition. The
exhibition was based on an online open call initiated by the museum to seek for photographs related to the theme,
Changing Faces of Brooklyn, and the contributors could upload the photographs and artwork descriptions to the project
website. After the open call concludes, the museum then created an open platform online for netizens to evaluate the
submitted works .> The works were posted anonymously, and the “evaluators” couldn’t see others’ comments as well, as
to avoid unbiased remarks. Furthermore, the evaluators were also asked to answer some art related questions, for the
purpose of categorizing them into various levels depending on their artistic backgrounds. The answers also became part

3 The call of entries received 389 submissions with 3,344 people took part in the evaluation
process. http://www.nytimes.com/2008/07/04/arts/design/04clic.html?_r=0

of the museums’ research database. Finally, based on the evaluation results, selected works were exhibited inside the
museum, whereby the audience could see works that were selected/curated by different groups of people (from art
novices to professionals) depending on their various tastes and preferences.

Click is an example of an art museum’s take on crowdsourcing, which has spurred multiple issues between the trinity of
art, museum, and crowd, including the release of curatorial authority (the challenge of the curator’s position),
independent and public evaluation mechanisms (making the artists and evaluators anonymous, and each person was only
permitted to vote once for each piece), differentiation of preferences between elitists and the public (defining the
person’s position in the art field), technological issues that a museum may encounter when employing internet tactics,
and other issues. Actually, open call of entries and voting are events that commonly take place in museums; however,
Click used the internet as a medium for artwork contributors and evaluators to voluntarily take part in the process online
and which led to the result of the physical exhibition in the museum; all details pertaining to the exhibition content, even
the print-out size of the selected works, were all decided by the participating netizens.* Therefare, this exhibition was
based on the transfer of curatorial rights from the museum to the public, and for the crowd to co-curate an exhibition that
belongs to everyone. However, does this signify that the museum had completely put down its status to embrace the
crowd? Were the pieces communally selected suitable to be exhibited in an art museum as works of art? Orwas it just a
case of “trend-spotting”? Furthermore, does the act of putting forth a submission online constitute the person as a
museum worthy artist? These issues continue to be heatedly discussed post the exhibition. Click has shown that there
are many details that a museum should look into when employing crowdsourcing, such as setting the game rules clearly
since the beginning, making a user-friendly event website, and designing marketing ploys to draw people’s contributions.
Additionally, although Click was a project based on crowdsourcing, but as an effort to avoid influences between
individuals, the participants could not download or share the photographic images from the website. In other words, the
exhibition, although based on the active participation concept of Web 2.0, intentionally blocked off the common sharing
mode of the internet. The design although was intended for the keeping the independent and just attributes of the
evaluation process; however, it also acts as a reminder to us that opinions shared online have the potential to create
further influences and effects.

Another collective wisdom case applied to museums is Steve (Steve Central: Social Tagging for Cultural Collections being
its complete title). This project was initiated in 2005 due to the limited visitors to the museum'’s preexisting online
collection database. One of the reasons was that the descriptions posted online were mostly written by professional

4 The final exhibition in physical forms at the museumn was based on 78 works selected by the masses and
printed in various sizes with works that received more votes exhibited in larger sizes. All the submitted works
could be viewed online. http://www.nytimes.com/2008/07/04/arts/design/04clic.html?_r=0
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scholars, and the professional language used created a distance from the general public. In order to bridge the gap and
for the online collection to be fully utilized and to understand the audience’s perceptions and thoughts about the
artworks, project Steve was initiated based on the approach of crowdsourcing, whereby visitors of the website could tag® and
set up keywords for the artworks that they are interested in on the page. This project comprised of 96,867 artworks from
21 museums (including Guggenheim Museum, Metropolitan Museum of Art, Tate Modern, etc...) and received 547446
keywords online through the contribution of 5,510 users. From the data collected from the project website, it was
observed that the general public’s descriptions for artworks are very different from those written by art scholars. For
example, a guitar collected by the Metropolitan Museum of Art, in addition to words such as “instruments” and “sounds”,
words that the museum normally wouldn't use to describe and categorize the piece, such as “body”, “neck”, “left handed”,
were also submitted.s Also, the word “nice” was widely tagged by the audience for different kinds of works, from
paintings, furniture, to garments, and even for a calculator and typewriter. This outcome of the collective wisdom project
gave the museums exceptional information to understand how the audience sees and appreciates art and also helped the
museums to better categorize their collections. Moreaover, the tags also made the prolific online resources easier to use
and search for particular pieces.

In this era of increasing individual value, museums can no longer stay high up on a pedestal. More considerations should
be conducted to spur for more ways to incite public participation and for collective memories of contemporary art and
culture to be co-constructed by the public through these interactions. In addition to using the tremendous power and
instant feedbacks from online communities as marketing ploys, museums should also use these channels to allow for
more open sharing of knowledge and resources, and for new concepts to also be passed back to the museums, which could
lead to better public services. From Click to Steve, we can see that the interactive mode between museums and the online
crowd has entered into a new phase. From exhibitions, collections, researches, and educational purposes, more and more
aspects relating to the museum would require the support of collective wisdom. Therefore, the key point for museum and
online crowd interaction should be placed on how to create effective “contact”, and for each interaction to create a
ripple-effect that will continue to spread and garner impacts. It is also critical for a sense of identity and closeness to be
formed between the countless netizens with museums. The high walls around art museums should be broken down, and
for them to become a true cultural and knowledge sharing platform for everyone.

Conclusion

The impacts digital technology and multimedia have on human culture are immense, and from which, online communities
play anintegral role. The instant interactions online make us realize that we are not alone. In the past, the simple motive
of “I'want to do something” is now commonly expressed through participation invitations to others for “let’s do

® This form of tagging or categorization by the masses is defined by various
terms, such as “social tagging” or “folksonomy”, etc...
5 Please refer to http://tagger.steve.museum/steve/object/291?0ffset=58

something together”. The collaborative process also kindles our desire to create. The coming together of crowd power has
the power to incite multiple thoughts and perspectives and to kindle for mare possibilities. However, how to find suitable
resources and solutions from the massive information provided by the crowd would still require high professionalism,
wisdom, and decision making. For a business model, perhaps we could leave the decisive authority to the public and find
an appropriate solution to fit the market demand. However, in the field of art, whether or not artists or museums still hold
the right to illustrate and define the standard of artistic significance and taste may still be an issue still challenged in this
era of collective wisdom. Perhaps more importantly we should consider how to use and lead the crowd in creating a
collective aesthetic conscience, while still preserving the unique quality of individuality. Therefore, in this collective
wisdom era, the artists may take on a role more like a curator that requires them to take on more tasks of organization
and artwork selections and to lead the public creative contributors to strive for the same creative core. As for the art
museums, efforts should be put in forming an organic cycling relationship with the artists and the online communities,
and in this flowing process, elitist aesthetic contents should be transformed into creative experiences that are fun and
close to the general public’s life. By brining closer art to everyday life, it will then allow art to be omnipresent through
collective force.
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Diverse dialogues are formed from the two continuously
developing forces of “social relationship” and “media”, and
with the origin springing from humankind’s desires to
socialize and form relationships, the interactions of these
two elements are coming together to form increasingly
greater impacts in the society.

The rising social spirits contained in society today are not
only observed in social networks or media, the tools and
means beyond technology and cyber network have also
created more possibilities for many diverse social groups
found online today.
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Shadowgram is a form of social brainstorming developed
by the Ars Electronica Futurelab. A person stands in front
of anilluminated screen and is photographed. The result is
a shadow of his/her silhouette. This picture is then printed
out as a miniature sticker and applied to a “map” whose
topography is studded with drawings of devices, machines,
robots and androids. The particular body language of the
silhouette, a speech balloon containing a brief statement,
and the respective thematic cluster coalesce into a
message. Shadowgram was very enthusiastically received
at prior showings in Tokyo, Venice and Linz.
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Hello World! is a large-scale video installation comprised of 5,000 image
journal entries gathered online. It takes all the noises created freely online
on social platforms and netwarks, and juxtaposes people’'s fundamental
desire to be heard and understood. Amongst the chatter and clamor, the
objective of the piece is to spur for reflection on the issues involved in the
phenomenon.

New media such as YouTube allow new information to go viral online, but on
the other hand, there is not a new technaology that is able to provide us with
SEHLHE - B (EE) the ability to listen to all the sounds out there. Each video in Hello World! is
Christopher Baker (USA) constructed with a single person facing a group of virtual audience behind
the camera, and the person is openly recounting his/her personal thoughts
and feelings. The recording took place at places such as the bedroom,
kitchen, dormitory, etc. With multi-channel sound manipulations, the
individual's sounds are mixed with the sounds coming from the crowd. The
audience is left with a confusing situation of trying to focus on listening to
the single speaker or to decipher the noises coming from the crowd.
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Twistori is an experiment inspired by social network
interactions on Twitter, and it takes form in a third-party
app designed for Twitter. It takes the words “i love”, “i
hate”, “i think”, “i believe”, “i feel”, and “i wish” as
keywords and through Twitter search engine “Summize”
to filter through the users’ tweets and extract tweets
containing these keywords, which are then posted on
Twistori's website, http://twistori.com/.

Twistori is a platform that attracts users with its smooth
designs based on the concept of “mashup? internet
service”. Upon opening up the website, one could see
instantaneously streams of words that are moving
both visually and emotionally. This is what makes
Twistori unigue.

Amidst the different emotions streaming online via social
media, as they are gathered together to form a collective
conscience, this spurs for the viewer's self-reflection and
also resonance with the work. Through the interactive
process of self-awareness, the posts on Twistori from
other anonymous people online seem to reflect the inner
emotions that people have kept buried inside in the real
world. As we enter the world of Twistori, let your
oppressed emations from your daily life be released into
the virtual realm. Find an outlet for these repressed
words. Through the interactive mechanism, transform
your inner emotions into tangible symbols and entrusted
them to the countless anonymous readers online; open up
a soulful documentation based on dialogues with the self.

TR AMABIRIRT ¢

NAE UREEN, o Mashup —#
RPHBEEEE L RASIERESD
BE ~ BECRE 4L s
RERRNETLUR  #&
R AEATEWeb 2.0 >
BESTERERE - FITEREL
HHVARIE RIS HER -

Mashup *

The term was first used in music, for
the mixing of different musical pieces
and styles to present different
musical effects. It was later used in
Web 2.0 for online services based on
the integrations of  different
websites
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Large-scale video installation
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Courtesy of the artist
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SENSEable City Lab

20Mm

fERRRZEREmE
Actual size of the work depends
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Single-channel projection
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Courtesy of the artist
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(EWCEHMisTE ) RREFAERERPL  FEHE
IREIYE RS R HABERE - EE T2 RER
MERECUAERERT2REERMES ~ BF
BEETRRGEERERE  SERFHAPPER
BARERDWEIRHEWER » EBL&ERDINEE
HIMBIEIEERHUshahidi ' EITEE > RIFHERILT
BHMREDHE -

HEHFEPMEETERRELHNHERETHER—
BT (0] W Bk BE 4R 88X COOPAMARE (Cooperativa de Catadores
Auténomos de Papel, Aparas e Materiais Reaproveitaveis)
HESF  REIEINIEE 778 < &R EWAEBEE

&+ 3R TR L 8 HN L AR A 50 388 mh P = IRR A AR
B BEEAEWARRHARE NEFR  BAEFESE
RERA SRR EFELR  MELOWERENT
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g HER TIERL AN - R REEM
FEEHEREWE  BEHFHEENFTERHTHE
i B EPARENEIKWER  BEREE2EWRER
BAFEWIHTEN - AIEAEBBH TR ERR
B Fit > BERMAEASREEELRRURITEHE
iy AIATEMARIE—ERMAE - ALUER
BREzEIMEE  WEY "EREWKE | H TER
HOUE o AN EFRE > MILARERER Y
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SENSEable City Lab (USA)
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Single-channel projection
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Courtesy of the artist
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Forage Tracking is a project investigating how the official
and informal recyclers in Brazil find and collect material in
the city. MIT SENSEable City Lab utilizes location-detecting
hardware and software, and smartphone app to connect
with these recyclers. The data collected all go through
Ushahidi’, an online platform, for processing management,
and the site is also used to connect with people in the city.

This is a collaborative project between MIT SENSEable City
Lab and Brazil's COOPAMARE (Cooperativa de Catadores
Auténomos de Papel, Aparas e Materiais Reaproveitaveis).
The objective is to increase the visibility of non-official
recycling organizations and for the public to become
familiar with the contributions that these groups have
provided to the city. Prior to the operation of the official
recycling system, these informal recycling systems have
been running for a while already. These recyclers collect
materials in the city and resell them to corporations to

earn money. COOPAMARE situated in downtown Sao
Paulo is the pioneer in this kind of operation model.

The new National Policy on Solid Waste has greatly
increased the possible integration between these existing
informal recyclers and the solid waste system. At the
same time, it could also increase the potential for them to
become a formal sector. In the past, most informal
recyclers roamed around the city with pushcarts or trucks
to search for materials to salvage. However, the method
they employ of collecting a few kilograms of recyclable
materials is not the most efficient in generating returns.
Therefore, with the use of GPS system and cellular phones,
these tools could help them develop some useful
knowledge and help to find the most efficient collecting
path.  Furthermore, a new collaborative supply and
demand relationship could also be formed between the
“recycler” and the “recyclable material providers”.

T Ushahidi :

Fy—FIRRIATE 2 F& (Ushahidi.com) » 2 RERIEMNEELE
M85 . X AREEEERIL TR REFHEREEEEN
BR# - WFEREN2008FER  BRNZFFIHEEREEME
BN EFESTIESARMMTRE M@ 5%, FiF
MEEREDEEREZEELZF < Ushahidili—35 " B15E
B, FAIA - BORRYEBIE ARIRAIUshahidi. com e E A ETHAE -
PR INEE B ARER R T 5%

T Ushahidi

This word means "testimony" in Swahili. It was a website that was
initially developed to map reports of violence in Kenya after the
post-election fallout at the beginning of 2008. The original website was
ran by volunteers and was used to map incidents of violence and peace
efforts throughout the country based on reports submitted by the
general public. Ushahidi originated from an “online movement”, and the
platform developed is opened for use by others around the world.

i N
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SENSEable City Lab
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Single-channel projection
installation
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Courtesy of the artist
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Trash Track

inE R T2 RERNHEREN CGUREHEE) BRI ERYRER
MEHRA - FERERR A THURE ) (trash tags )& B MAAFEMRES D EHATE
E > ARRRTEERERN "Bk, (HEENAR) - EREEN A
o BERFEHT 20002 EY R > BEEE  SBREBFEROKY « £EE
MZENBEERY  LNERFESR - ALEMHFEEEXR  FERRENS
EIEHERAE Ruh - BLRIE -

IEFFERERERKHEBERENERDED LN A RFRERERE -
WA RELEN  BEHRBEEFNRMIKENEERTE - ZRIINARE
TREM > SKIEFERIEEH TREEY)

MIT SENSEable City Lab’s Trash Track visualizes individual
traces of trash abjects in the city. With the use of trash tags
that report back to the central server the locations of these
tagged trash objects, the project is intended to be used for the
design of a more efficient “removal-chain” (opposite of the
“supply-chain”). During a test conducted in Seattle, the lab
tracked 2,000 objects, including recyclable objects made of
glass, metal, plastic, toxic wastes such as batteries, and also
electronic appliances such as monitor screens. These objects
traveled throughout the U.S., and some ultimately ended up at
a legal resting stop, while others didn't.

This project intends to find a more effective way to transport
wastes and to lower carbon emissions to the lowest possibility.
Cities could also use the information collected to educate their
people in making consumer decisions that are more sustainable
for the future of our planet and to encourage recycling and
treatment of toxic wastes in a more appropriate manner.
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BNEARTT

Hyper Trip

E—EAREMEE LAEELS  BEREBEHE
HEEREY  EREMNRABEARISEER
BRRFFZ ANRBEEN—8  BEERERE
R > BRIBEENPERLT - EEZEAH
BIREHKAT °

The more time a person spends online, the less he/she
spends in a real world. Mixing exchanges online and actual
social interactions has become a real part of many people’s
everyday lives. Take a trip that switches the perspectives
of the virtual and the real. Take a Hyper Trip and
experience a new way of traveling between the realms of
reality and virtuality.
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Michelle Teran (Canada)

2010
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Actual size of the work depends
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Video installation

ERER
Courtesy of the artist

SHEREXRE

LIMRERR - ReEST —W2BAMT NEEH
PREE(Murcia) B T2k ARR—RAVEEEL » F
m (SREHBELL) ZERMBRBENERERES
R~ ZEBMAIIKIT °

EERE LIRRCE] > ZMeEIEEBCoogle EarthfEE
AR R BB S T 0 A& BhYouTube EFE
BREBER A RABZRCBRETE - BEELTFT
RERADPNRENER  EESUAKERIRAE
Google FarthfVEFHLE L @ IREPEE TITREL
EEEE Iy EE EYouTube HIABMEIM S » ZFH
TR BB R EERE °

ZEREERN > BEX EMERNMEESREINEENT
HIENZR - REFHEBYouTube BB E S BN —LER ¢

Buscando al Sr. Goodbar (Looking for Mr. Goodbar)

— B2 SN LRI A ~ BB FEA
—E RN A BERRE - BEMNEZNEA B
ABANER... .5 RITBEP  BERFELEET
X BERAUBEM—SLYouTube X FAES R
H MEEBNERPBREMMERREL FFHNR

7N
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A —2R > NMEMEEE FERAAEMHEARZUERR
BREENHRE  BAEEEAR R RBEMHTER
B BRNERIERANERE cAERIIERER
MERYZOM @ BBILF - 2MREHENEREBLHER
T AR SMEEMERNOREERINREMET -
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Video installation

BiTRE
Courtesy of the artist
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Artist Michelle Teran has organized a tour on bus through the Spanish town
Murcia. Different from conventional tours, Looking for Mr. Goodbar is a journey
that mixes reality with virtuality and is comprised of multiple layers.

Prior to embarking on the journey, Teran used Google Earth to view the city
online and also watched YouTube videos with footages about people’s lives in
that town. As the bus traveled in Murcia, the route was also simultaneously
broadcasted on Google Earth. If the tour bus happened to pass through a
destination that matched the latitude and longitude coordinates of a particular
YouTube video, the video was instantaneously played on the screen inside the
vehicle.

Through this design, the tourists on the bus were able to learn more about the
designated city and also meet some of the residents through their YouTube
videos. In the span of just two minutes, they were able to meet someone that
solved a Rubik's cube, a young pianist, a group of slightly drunken friends
singing in unison, a person self-learning Arabic, and a couple in love.
Throughout the trip, the bus stopped from time to time and let the tourists
meet in person the people from the YouTube videos and see their performances
live in the real world.

With this mechanism, connections that surpass virtuality were formed, as
people traveled to the actual spaces where the videos were taken. A more
intimate relationship was formed between online viewers and the video
uploaders. With this project, reflections and discussions are spurred for issues
relating to the contemporary urban setting, people and the society, and the
cyber media.

Special Thanks to * Canada Council for the Arts (Conseil des arts du Canada)
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The internet has made it possible for information
integrations and exchanges to surpass the constraints of
time and space, and for the transmission of collective
wisdoms of economic or cultural substances to rapidly
produce considerable collective benefits.



TESMAB Artworks | EEE{Est Wisdom Association

SPEL - WEFBHHTGER)
Scott Draves (USA)
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Video installation

EMRER
Courtesy of the artist
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BFF
Electric Sheep

ABEESRENBEERSM ? ARRRBRES /AU FEEFRSHENAN ? EEZHHMARN
MR ATEBEERND TR ? MAELBURAIFRREE S B RFEB AL RPATNEY
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WHERNEEEBESBEA ERMAR - MBLUTHEFRIEREINEREABE -
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Video installation

EMRER
Courtesy of the artist
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What is the relationship between man and machine? Is open
source a sustainable way to run a creative society? Where is the
boundary between artificial and organic? Can digital creations
have the subtlety we know in the natural world? These are the
issues addressed by this work.

Scott Draves creates his art by writing software that runs an
internet distributed supercomputer consisting of 450,000
computers and people. The first versions of this algorithm date
from 1992. Each image is a form of artificial life, with its own
genome, thousands of numbers that define how it looks and
moves.

Scott Draves created this collective intelligence - the Electric Sheep'-
in 1999 and it has been evolving and developing since. The system
is based on a open source screensaver that anyone can download
and run. All the computers work together to render the
animations, or “sheep” (it takes an hour to render each frame, or
one day of work per second or animation). All the people
contribute their creativity and aesthetics, via open source,
crowdsourcing, and by voting. Sheep that gain favorable votes
mate with each other and reproduce according to a genetic
algorithm. Hence the flock evolves to satisfy its human audience.
This popular version makes draft designs that are the basis for
artist’s fine art.

7

B
-

The artist uses the screensaver as a design laboratory and factory
to realize museum installations and limited edition collectors'
pieces. He selects sheep that satisfy his aesthetics, redoes them
in high definition and slow motion, edits and assembles them. He
picks sheep for how they look, their relationship to each other or a
theme, or to tell a story.

Sales of this fine art support the open source code and server
network used to create it, sustaining the flock artist brought into
being. By applying supercomputer power and the techniques of
artificial intelligence to image synthesis Draves creates works
beyond geometry, beyond the mechanical, beyond the limitations
of a single human creator, all with a fine level of detail rarely seen
in digital art. The artist hopes when you see them you will be more
open to accepting the machine as part of yourself.

1 The term “Electric Sheep” originated from the novel
by Philip K. Dick (1928-1982), Do Androids Dream of
Electric Sheep?, which is what director Ridley Scott's
1982 popular film, Blade Runner is based on.

0.
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Courtesy of the artist
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Swarm Sketch
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Swarm Sketch is an ongaing collective online sketching
project. The artist invites everyone to participate in the
collective sketching of the collective consciousness and to
explore the boundless potential made it possible through
shared efforts.

The “collective consciousness” the project focuses on
begins with the topic selection. A popular search term is
selected randomly in the creative system anline each
week to be used as the sketching topic for that week.
This also signifies that the weekly topic for collective
sketching is also a result from collective gestures. The
project restarts weekly with a new topic; however, if more
than 1,000 lines have been drawn on the canvas, the
system will also automatically start a new Swarm Sketch
topic before the week ends. Each contributor could only
draw one line, and additionally, the contributors could also
vate on the lines drawn by others. Through the voting
mechanism, they could adjust the opacity of other lines
and leave critiqgues about them as well. In the end,
viewers could tell how each individual line was judged or
voted on by looking at its opacity.
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Video installation, internet
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Courtesy of the artist
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Taiwan Gold is a form of “collective wisdom” proposed by
the Egret Culture and Education Foundation for this
exhibition. Aninternet interface connecting and forming a
“collective wisdom" is used for The Search of Taiwan Colors
Project1, as the project breaks boundaries and invites the
participation of everyone in Taiwan with an unprecedented
grassroot force. Undiscovered behaviors and memories are
expressed in a diverse approach and with the integration of
the most profound and vast collective memories and
conscious in Taiwan, the project calls out to the entire
nation to search for the most iconic color to represent a
sense of beauty that is distinctively Taiwanese. Through
public participation, people are able to discover profound
cultures embedded in this nation.

The Foundation attempts to approach The Search of
Taiwan Colors Project from multifaceted dimensions to
uncover the yet to be identified iconic Taiwanese color.
Through tracing of the timeline of Taiwanese historical
developments, a quest embarks for the search. The shape
of Taiwan resembles a yam. Taiwanese people call
ourselves “Children of the Yam” The three treasures in
Taiwan during the Ching dynasty's occupation were
“camphor”, “sugarcane” and “tea”; . Taiwan was titled the
“banana” kingdom during Japanese colonial era; and during
that chapter in history, Taiwan was also referred to as the
most precious metal mine for its Jinguashi region in Asia.
Furthermore, throughout Taiwan, we can see various
regional specialties, such as “soybean curd” of Dasi,
“kumquat” of Yilan, “persimmon” of Peipu, "pastry" of
Fengyuan, "loguat” of Puli, "maple” of Auwanta, “rice
grains” of the Chianan plain, “lIrwin mango”, "Yellow
Butterfly Festival” of Meinung, “pineapple” of Gaoshu, the
precious Taiwan “black gold,” "mullet roe" of Pingtung East
Port, and the "sea of daylilies" at Taitung Liushidan
Mountain; all of these are important parts in the forming of
this vital color of Taiwan that plays essential roles in many
aspects of our lives., and this iconic color is Taiwan Gold.
Each part of it is a glimmering golden memory of Taiwan.

This work invites the public to use digital cameras or phone
cameras to capture photos of the color gold representing
iconic Taiwanese culture. By uploading these photos to the

Taiwan Gold official website (www.taiwangold.org), the
images would be shared online as well as at the exhibition.
The analysis system of the website will analyze the RGB
values of these photos and constantly update the data
collected. At the conclusion of the event, the system will
compute the average RGB values from all the photographs
received, and this will become the iconic color of Taiwan
Gold. Public participation is an integral part for the
formation of this color. This process of communal memory
and life experience is a collective wisdom, and Taiwan Gold
is the outcome of this co-creation.

Special thanks to: Board of Egret Culture and Education
Foundation: Hung-Chun Yu, Ai-I Lin, and River Lin; Reliable Source
Industrial (RSI); The Bank of Taipei Cultural Foundation; Mr. & Ms.
Yuan-Dong Sheu's Memorial Culture & Education Foundation; Xue
Xue Institute.

TrepABeritE  GREaEEXRESeLE
EERBESTLTABESEEZNE  KEELR
MER EHL THRAE, AESBSE  BHEE
ABERBFECHR  BEZEBEBHFLULAIRIF
ERERERBEZR - 2F ~ 20 LUREsEY
A BRI R EEFEMNEEX—2004F THE
AL (M100 ~ YI0)RA LRIt © M » 2007 BREFS 2L
TEREREESHRUENBAERRIERERE 8

BB

ZHEHAERAENE  BRE  MEEERR
BE—WBNMANESE  MEAREFEN

REIWNBEEERBNENGE LKZE TE5E
1 (0100 ~ Y50) » ANRHLEEIR -

1 The Search of Taiwan Colors Project: The project began when Egret Culture and Education
Foundation’s Honorary Chairperson MsYou-hsiu Chen was serving as the Ministry of
Culture Minster. Prior to embarking on an official visit to Europe, Ms. Chen initiated the
idea to use the color of hot pink as the representative color of the visit. The objective was
to exhibit an image of passion and vibrancy distinctive of Taiwan through the color. Upon
returning to Taiwan, through many resourceful and meticulous efforts from people in the
cultural creative industry, scholars and experts, this representative image was
transformed into a unique icon of Taiwan, as the 2004 “Taiwan Red” (M100, Y10). Since
then, in 2007, Ms. Chen initiated another quest to find another iconic color from Taiwan's
natural environment. This was how the color of “Taiwan Blue” (C100, Y50) was identified.
A color that represents the ceaseless energy in Taiwan's rivers and oceans, it is inspired by
the bird’s eye view of the green island and blue ocean. It is the pristine vibrant green at
the crossing of the land and the sea, symbolic of youth and vitality.
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Nova Jiang (New Zealand)

20Mm
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Actual size of the work depends
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HEE

Interactive installation

E N
Courtesy of the artist

9

Courtesy of Nova Jiang, technical collaborator: Jake Jefferies

BEE

ldeogenetic Machine

OgFEN) R—HESREFR BB REBRERGE  TEISHBRMNE
R - BMFERERKRENRERS - SR8 R ERBRIIRFSERE X
65 BEREEPTRESINERE &  HESMRNEBENEETREEE - M
BRERNPEGSRNEERTERET  BERSEHANRRMELEEXNES - It
EREBRNFEINA > FEERE SRS R ERE  BETNEMAEE
B MEAFRTPNFRERFND2EFHREmTRMAEZEHFE - AIHERAR
BABCRENHA  NE—AZHRER2EMBTITERERINEE - BLLLRIRHT
Fil

BBt —EEES  BROANESIESNREEESRABRNREE - W HIBRE
BRBETNIAC—  EERAENEREEENRIFE -

Courtesy of Nova Jiang, technical collaborator: Jake Jefferies

Ideogenetic Machine is an interactive installation piece based on the audience's
performance and collaboration, and their active participation is what drives the story plot
to progress. A camera is installed at the exhibition site by the artist, and the audience
could freely pose as they wish for the camera. The images captured are processed via the
artist's illustration databank, and the audience’s images would then be placed inside the
preset layout and begin to produce interactive effects alongside the progression of the
story plot. As more images are added, new possibilities for the story continue to take
place. With no repeated images, this software utilized also provides blank word bubbles
for the comic storyboard, and people are able to fill in their own dialogues. This is how this
public participatory comic comes to be formed.

Through this interactive design, the audience is transformed from a passive viewer into
an active participant, and also becomes a key subject in the comic and even the creator
of this unigue comic work.
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Interactive installation

EEN=E
Courtesy of the artist
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Courtesy of Nova Jiang, technical collaborator: Jake Jefferies
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Takashi kawashima (Japan)
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Actual size of the work depends
on the site

10,000 E& TEEFTBHE
ZRc e

Customized software and drawn
by 10000 anonymous contributors

BT R B
Courtesy of the artist

—8Bx5
| Ten Thousand Cents

S RBHEMBEBEFRIMD (crowdsourcing)' BB A
B E S (Amazon Mechanical Turk)? @ BEREHR
SEARIEIZ<10,0002 TIEE » & BEERISHREE K
B2 AT RBETEDN—/NBD - BELES
TETRR BN ABEEMEAR BN - MRE
EH—RATEPHNADEIAR(EBAFTER0.01ES
0.01%£5LN0,000&2 TfFE) » EFFENATEY
%R -

Through crowdsourcing' via the Amazon Mechanical Turk?
artist Aaran Koblin recruited 10,000 contributors from 51
countries using a special drawing software respectively to
complete a small portion of a US$ 100 bill. When these
contributors were working on this, they were not aware of
the final intention for this artwork. Each section of this
USS 100 bill was compensated with USS 0.01, which
totaled to USS 100 for the 10,000 people who took part in
the project.

T BRIME (Crowdsourcing) —3E2 H Jeff Howe 7 2006 G412 - B
BREH—LHRMBANTRN LIEERFETE » IMB4AREELE
TNEENERSE  BLETFEAREEEARHER READER
BB LIRS - B RNRBEXLIEESHREAME
B TESRABERERNIE - DEESEA/NmEENTE
W B DR GETS  BEERKE LRBAEERENERS
- HPIMBTFE LNRRELERNARESES R B2 RTIA
BBz A2 EMTIE - REVEERIS - MEEXMS @ ERER
FARE  MAERIIMBNZ THRARNERBRELAR - BEEA
TERIERE  MARKRLERENISEAEREBZEERE - MR
BRIMNTAEBR - WWFERERR—IEE B ARSI N ErRE
HIFTRIZ S R NEEINRARIST EE - e EBEARE
HY AT ABRNSEAERNERIMTEZ— -

2 17606EMRE - —RIGFAIERWolfgang von KempelenBliE T S —ASEREAITTHALEM T B BhHHZEHER
A1 ©vonKempeleniB BEELZ R Turk » ERH—E/NAKE « —BIEE » DIREEMARBEEER - &
B TUrkEBOICER R LT T » BRE DIABPEEREE —HEESF - TukEUAZIRAEREE
Ef - BEEANRHAEBAESEAMES -

T AIREE A (Amazon Mechanical Turk » f&%8 AMT » http://aws.amazon.com/mturk/)EXE % » B8
ETBHARFZMRA T2 WEIIENE - ZELMEE (Requester) HHRBBAEEBHRETRNEME
¥ PRI/ NERRN T - WiAE AMTES FRERBREE @ 26 AMTREMNIESCTER TEMAKE
ZAEFE(HIT » Human Intelligence Task) XN EMEIMI TR » BLAFE (TurkenFUBBRIAEEMN T
B LAE -

BLEEBREHREIER TERNEANR TR, <ANE  BEREBIENGRE - KSEEXITIET

XH2B - MERREEBETT  RELEEERBTRNBIETZEBCLES > SRIEEM
5 RABEFAILENAIRREATRN -

GB\
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=

T The term “crowdsourcing” was coined by Jeff Howe in 2006. It is based
on the concept of outsourcing jobs to volunteers found on the internet
through specific platforms. The jobs involved are usually more tedious
and require massive manual labor that is hard to replace by computer
programs. The operation method consists of simple yet tedious and
time consuming tasks. They are dividing into smaller segments and
outsourced to others that are paid by per unit/project basis. The job is
posted online to recruit for a large group of people willing to work on the
task. Since the recruited people are usually amateurs seeking to make
extra money; therefore, the pay is usually quite low. For the employer,
when compared to hiring a professional for a job, crowdsourcing is a
more economical way to get works done with greater efficiency. The
qualities are comparable to the one executed by a professional. For the
people taking on the job, the crowdsourcing platform is not only just a
channel to browse around online but also a good channel for generating
extra income. Amazon Mechanical Turk is currently one of the most
widely used crowdsourcing platforms.

2 |n the late 1760’s, a Hungarian loyalty Wolfgang von Kempelen created
the first “chess-playing automaton” that was said to be the first robot to
defeat human in the board game. Von Kempelen called it Turk, and it was
comprised of a small wooden cabinet, a chess board, and a mannequin
wearing a turban. The Turk was positively renowned when touring in
Europe; however, a chess master was cleverly concealed inside the chest.
The Turk appeared to be an advanced high-tech product, but actually, it
was driven by the wisdom of a real person.

Amazon Mechanical Turk (AMT, http://aws.amazon.com/mturk/) is
named after the Turk, and indicates Amazon is basing its operation
model on the same idea. Requester dissects a tedious job that requires
the performance of human intelligence into small portions and posts the
request on the AMT website. AMT then distributes the Human
Intelligence Task(HIT) to the outsourcing platform and let the Turkers
acquire the job from the website for completion.

These jobs are usually dissected into tasks that could be completed in a
short span of time with compensations that are comparatively low,
usually in the range of a few cents to a few US dollars. Therefore during
the job outsourcing process, it is not necessary for the requesters to
become familiarize with the backgrounds of the Turkers. As for the
Turkers, they are oblivious to what the final objective of the job would be.
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10,000 EZ TEEFTAAE - kil
ﬁ%ﬁgﬂiﬁﬁftware and drawn REBEHRINM D EBRAREFE TS (Amazon Mechanical Turk) 85 1
by10000 anonymos contributors E o BRMIEESERE - EAAESNEY MHETFEERA
0.02%% - ERMEEWETEFERFAR » TIEETTEE05THRR
SR s — S48 THRFHRMA069%S  HEGeEREE
BEBEY - T — I\ ANERE ERERIESHALZEE - &
BiTRER BELER—IERAANT - RRBERBESETSE -

Courtesy of the artist
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Similar to Ten Thousand Cents, Koblin once again used the

Amazon Mechanical Turk for crowdsourcing. The task this

time is to draw a sheep facing left. The compensation for
the task was US $0.02. The sourcing of the sheep took 40

days, and each contributor spent an average of 105

seconds in completing one sheep, with the average hourly

rate at US $0.69. 662 sheep were rejected, and on average,

about 11 sheep were created according to the direction
were collected in an hour. Finally, the image of The Sheep

Market consisting of 10,000 different sheeps was created

based on these collective efforts.
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research centre FABRICA(Italy)
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TV screen, player, internet,
print-out

EXEN=T=T
Courtesy of the artist
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Exquisite Clock

ER (HERZ) 2—ESERFKappEARER - HASHMNBERYEEEE
AFH2E  HZEMHAE - (ABRZ) SBAFMALORIZETERZ  FAIEER
=5 AEUBRIN - 7R2EES, (William Blake1757-1827) (RE) =S T——it
R —E—RE > EFERER > JBEKE, > BEINOKZEE - BEEEE
FiE - ZERERHBEEFREAZYIRESR-98TER  BMZEENY
T RAKBH  BrE - PIBLCET > BEENXREE - SHRbd - BBHE -
B ZAEHEFRBEMABEXEEBRMBAR  —IEFAMNRIELESR
R BRHEESEATTETENE  ERYENFHIE  REFNNEGEE
B BHEGRERNE - (HERZ) SRAZD  FRHFEETWERNREH
Lk o FRIRAER Y 2R - BlES - AEBIDHEERNSNAE  BHREEA
EHERARR  BiEAL Rapp i B EA B

Exquisite Clock is a smartphone app. People from around the world could use this app to
take part and share creatively. Exquisite Clock encourages people to take time to
experience the small details in life. The concept is similar to British poet William Blake's
(1757-1827) Auguries of Innocence, “To see a world in a grain of sand, And a heaven in a wild
flower, Hold infinity in the palm of your hand, And eternity in an hour.” Feel what's around
you wholeheartedly and you might discover pleasant surprises that have been hidden
before. Participants are asked to discover shapes and forms in their everyday lives that
resemble the numbers 0~9, such as on money, newspapers, telephones, house numbers,
or the less obvious ones hidden in folded clothes, cable coil, tape roll, body posture, etc.
Through this work we are able to discover interesting things in life’s small details. When a
user has discovered a number, s/he could take a photo of the image and upload via his/her
phone. The image would be processed and uploaded to the virtual clock’s image database.
Exquisite Clock is a collective endeavor, and makes the mundane task of telling time a fun
visual project. It also makes less distinct the roles of the artist, creator, producer, and
consumers. People all over the world are able to connect with each other through the
internet and the app.

ot
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Courtesy of the artist
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s <—> BB

Inter-struction

ERTZRAPERAENTEBNLEH  ERDHEEHLE
BARNFER - XeEE BB RMRRIARZBENA
AEIEELRAS

The core body and communities in the cyber space are
constantly changing. While demolishing the inherent
social relations, it also enables the construction of new
possibilities and links through the process of organic
deconstruction.
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Ars Electronica Futurelab
(Austria)
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ENZRHE - BIY ~ 484K

Printer, computer, photo paper

aMRER
Courtesy of the artist
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Ars Wild Card

fEm (BRing) REERFHappEARR  2HEBZBEAR
# H2RERARGEANRNESEE  EXETURREAR
HZEBENRERK - 28 (FRing) afFNEEH - A2 RERHS
E—EZEEMNOR code  BRBEBEEFHEFBTHEEROR codet® -
EFH LRI EAZFRNERBEIE - TEERERNERRATLIRZ
ERINEREF  ARERA—RREERER  EATHAEELS
CHEEREY LB TBECHTM MERBRANSERESLTF
BEEIZEHNRBRARN » HRXSREO GRS 2 EEE
#95& (http://awc.aec.at/) ©

AT R

Photo credit: 444

« Tl

& B

Ars Wild Card is a new smartphone app which enables
visitors to enjoy exhibitions in public space. Using the app,
visitors can capture a QR code beside each work and access
a frame that reveals information about the work. Within
this frame the visitor can photograph the work, including
themselves, friends and family to record their experience
of the work. The photos are stored on their iPhone and can
be shared to a cloud service and optionally shared via social
media networks (http://awc.aec.at/).

B - A F B0 — /N IZEER ~ NI1Ag
ET 25U - i

RSt - KRR BRAT GKRAFTHL)

BT 1 BES - AR

A project by Ars Electronica (Hideaki Ogawa, Emiko

Ogawa, Manuela Naveau)

Software development by Memetics GmbH

Design by Stefan Eibelwimmer

Photo credit: 1st row: asami, Anna, Agnes; 2st row: Emiko, Emiko, Dynamic Creative Lab; 3st row: &F, 3114, Emiko;
4st row: Sunset janghang,Sealedbeam
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aMRER
Courtesy of the artist
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Photo credit: Johannes Ramsl|
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Multimedia installation

aMRER
Courtesy of the artist

TAPEAERREZ2M, &k "RBARE, —E=®
REREAFIFNRNEE  LE-LEERESARE
BEAMNE S EL AL BERE " BFE MR
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EMBRRKRZEMEREYRE "HE ) ERELH
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Multimedia installation

BiTRE
Courtesy of the artist
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“Persaonal information protection” and “privacy” are issues constantly discussed
heatedly amongst internet users. Some popular search engines and social network
sites have also been caught in the controversy of selling out user information. Itisa
cycle that happens over and over, and as the dispute dies down, many users still
choose to “remain” using these sites because everybody else is still using it. This
phenomenon is making it difficult for users to fight against the monopolistic and
authoritarian powers that some of these websites hold in the market.

Face to Facebook is a work that deals with these issues and attempts to fight back
at Facebook, a site with hundreds of millions of users globally. Utilizing the security
loophole at Facebook, the artists scraped information from Facebook accounts, and
filtered them with a face-recognition software to categorize portraits stolen from
these accounts. 250,000 users were then selected and uploaded to a dating site,
lovely-faces.com, that the artists have created and were sorted by their facial
expression characteristics. Users of this site could search for people who attract
them according to their personalities and preferences as indicated on their Facebook
pages. When the artists unveiled this project at Transmediale11, some people were
angry that their information have been leaked and exploited, but there were also
others that were happy to see themselves posted on a dating site. Of course
Facebook was not happy about this, and has consequently taken legal actions
against these two artists. The artists’ Facebook accounts have also been
permanently deleted, and the site lovely-faces.com has also been shut down.

Face to Facebook won Prix Ars Electronica 2011 for the genre of Interactive Art. The
definition of “interactive” was discussed at the awarded artists’ sympaosium, as the
genre is no longer defined by interaction prompted by the audience pushing a button
and computer interface to spur for interaction. This artwork is based on a broader
perspective of interaction, as it investigates system loopholes and causes social
responses as an interaction. On the one hand, the artists wanted to bring the virtual
public on Facebook into a new shared space to express themselves in a freer manner
and to break system restrictions and social conventions. On the other hand, it
targets digital totalitarianism, and through the protest via art to expose Facebook's
role as a media hegemony and how it puts its users' privacy in danger. The work uses
media and public power via Facebook users to force Facebook to face the problems
at hand. Ars Electronica also raised the project’s visibility through a week-long
media exposure and helped the work to go viral. This artwork/action became a
grand-scale global media hacking demonstration, and is an example of true hacker
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Video installation

BilTZR B
Courtesy of the artist
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AT 2= BIAI AP

BIMREEMEXRBANBEAREBIMEEE (Apple
Store)d? © #9100 HIMacEBIER AR M L 2K RHRA
RERE  ZREEREREIESHREREKAMR
ERR - LRIEENERFRBZX - AREREBM
SEESRIHMATEREEERNRTE LIFRER
B AEBMRFEEGREMOER  BRREZRE

fEm (ATEBEMAM) - MEEHAZEEREMKE
MREBEHE  EHERNERT T EBAREMEM
RIS - BEBREBHAS AL BEEMLE
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People Staring at Computers
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Artist Kyle McDonald went to some Apple retail stores in the U.S. and
secretly installed an application on Macs that would snap a photo using
the Mac's built-in webcam every minute and uploaded photos if a face of
an unsuspecting customer was detected. Because Apple retail stores
uninstall added softwares on their computers nightly; therefore
McDonald had to go back to the stores to reinstall them daily.

People Staring at Computers captures urban dwellers' facial expressions
as they stare at computers. This work not only shows the look people
have when using computers, and if the computer were alive, the webcam
would be its eyes. Through these eyes, the artist simulated how the
computer through the webcam observed us (the computer users) staring
atit. The photos collected were made into a short video. After the unveil
of the project, the artist’s home was searched by secret agents, with five
items belonging to the artist confiscated, and they were two of his
computers, one iPod, one USB drive, and a camera memory stick. They
also informed him that Apple would be in touch with him.

This art project and the proceeding incidents deal with the boundary and
issues between public space and individual privacy. The photos were all
captured in public; therefore, permission was not needed for one to take
photos. Prior to conducting this project, the artist even asked the security
at one of the Apple retail stores if he could take photos there, and also
asked the customers if they were willing to have their photos taken.
Upon obtaining permissions from them, he then proceeded to carry out
the project.
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Rate Beat uses electromagnet to make coins inside a bottle jump, and the piece is linked
simultaneously to the currency exchange rate online, whereby the coins inside the bottle are
prompted to jump and make different sounds.

In Chinese, the term for “exchange rate increase” sounds phonetically similar to the term “able
to jump” So which is a better jumper? With the coins inside the bottle hopping up and down
constantly, it symbolizes people’s uneasy state of mind with the unstable currency rate.
Additionally, Rate Beat is also about the excitement and rhythm of one’s internal beats.

Innocent, joyful, touching, passionate emotions are constantly overwhelmed by sounds in a real
world, and what is left in the empty shell is people’s sense of “competitiveness”. People like to
hear the crisp sounds of coins jangling, but usually hate the booming sounds of industrial
machines. Behind what appears to be perfectionism is usually something less than perfect.

#
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Ars Electronica Futurlab (Austria)

Selected Awards
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2006
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The Futurelab is a model of a new kind of media art laboratory in which artistic and
technological innovations engender reciprocal inspiration. The teams of the lab bring together
a wide variety of specialized skills; their approach is characterized by interdisciplinarity and
international networking. The Futurelab’s wide-ranging activities include designing and
engineering exhibitions, creating artistic installations, as well as pursuing collaborative
research with universities and joint ventures with private sector associates.

CAESAR, Austria

Animago Award, Germany

World Summit Award, Austria

Staatspreis Multimedia und e-Business des BM fiir Wirtschaft und Arbeit, Austria
Adolf-Loos-Staatspreis, Austria

Oberdsterreichischer Zukunftspreis, Austria

Kunstwirdigungspreis der Stadt Linz, Austria

Prix Ars Electronica, Austria
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Christopher Baker (USA)

Solo Exhibitions
2010

2009
2007

Group Exhibitions
2012
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"As Time Goes Byte," Museum fir Kommunikation, Bern, Switzerland
“Systematizing Part 2" Gallery of Contemporary Art, USA

"Hello World!," Visual Studies Workshop, Rochester, NY, USA

"Current...” Edelman Headguarters, New York, NY, USA

“Emerging Artist's Exhibition,” Franklin Artworks, Minneapolis, MN, USA
“Duet No.3: Baker+Stewart,” Quincy Street Gallery, Minneapolis, MN, US

“Crossing Wires,” Evanston Art Center, Chicago, IL, USA

“llluminating Data: Visualizing the Information that Moves Our World,” The College of

New Jersey Art Gallery, Ewing, NJ, USA
“ZERO1 Biennial" San Jose, CA, USA

“SMart Multimedia Art Festival," Open Concept Gallery, Grand Rapids, Michigan, USA

“CHI" 2012", Austin, Texas, USA

“#isthemessage”, Kunstenlab, Deventer, Netherlands

“Scope Miami”, Scope Foundation, Miami, FL, USA

“Networked", Alta Technologia Andina, Lima, Peru

“Social Media”, Pace Gallery, New York, NY, USA

“Virtual Identities,” Centro di Cultura Contemporanea Strozzina, Florence, Italy
“Second Lives: Jeux masqués et autres Je,” Casino Luxembourg-Forum d'art
contemporain, Luxembourg

“Northern Spark”, Northern Lights.MN, Minneapolis, MN, USA

“Incidental Data”, UTS: Gallery, Sydney, Australia

“Osospheére Festival”, Strasbourg, France

“MAN, SUCH AS WE KNOW HIM, IS A COMPUTER", Mastodon Mesa, Hollywood, CA, USA

“Everything in Time", Center for Book Art, New York, NY, USA
“The Block”, Queensland University of Technology, Brisbane, Australia
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2009 TOREh, - B W
Thomas Fuchs (Austria)  Thomas has been writing hard-core JavaScript since the late 1990s. His famous script.aculo.us
framework was created during the development of one of the most highly interactive Michelle Teran (Canada)
applications the Web had ever seen and it is used in such web sites & applications as
Apple.com, CNN.com and NASA.gov. He has continued to push the boundaries of what is
possible with HTML and JavaScript with libraries like Zepto.js. He is a self-described “artsy

Exhibitions
2012 “MFSK_Online,” The Museum of Contemporary Art, Roskilde, Denmark
“Media Facades Festival,” M-Cult, Helsinki, Finland

wanker.
“Brighton Digital Art Festival,” Lighthouse, Brighton, England
e . — = e " 20M “Tracing Mobility,” Haus der Kulturen der Welt, Berlin, German
£ KF (X2H) RIAWIESGES TE CEA | DRAGIRAE  MLISERABNE - B g oot es SR L en Fer e e o
e B 47 - < Urban Festival,” Cinema Gric and various locations, Zagreb, Croatia
/ﬁmE’JﬁEDRIHLX& WYIVE ) o X IEHA T EL EE MRS R - mimERES 2010 “Mediations Biennale of Contemporary Art” National Museum, Poznan, Poland
RIEMRENER » AINERGE - FEMTWART @ EBTEERADIK “Hacking the City,” Museum Folkwang, Essen, Germany

2009 “flux-s,” Eindhoven, The Netherlands

Amy Hoy (USA)  Amy is the most famous designer in the Ruby on Rails world, known for her gut-bustingly funny
laugh-out-loud tutorials, great explanatory graphics, and apt metaphors. She has got over 10
years' experience in expllamlng technical concepts in an entertaining and understandable way, E%%{’Eﬁ‘i Wisdom Association
and she has been teaching thousands of students and has spoken at countless conferences all
over the world.
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SENSEable City Lab (USA) 2009 "EMEEROHE L o AN X
Solo Exhibition 2008 "O74 L c SESCER - BRE - B
FRETEETEBERRM) o @ ARNERENE - A1 X6
2010 “SENSEable Cities: Exploring Urban Futures,” Grey Area Foundation , San Francisco, USA 2007 Mk A BESSHER | 0 S ST ABY 0 EE

Croup Exhibitions
2011 “Talk To Me," Museum of Modern Art NY, New York, NY, USA
2010 “Venice Architecture Biennale,” La Biennale di Venezia, Venice, Italy
“Repair,” Ars Electronica Festival, Linz, Austria
2008 “Design and the Elastic Mind,” Museum of Modern Art NY, New York, NY, USA

Scott Draves (USA)
Solo Exhibitions
2011 “Pioneer of Generative Art,” Devotion Gallery, New York, NY, USA

Group Exhibitions
2012 "Emocao Art.ficial Biennial of Art and Technology,” Itau Cultural, Sao Paulo, Brazil
“Lichtstrome,” BUGA, Koblen, Germany

#BARTT Hyper Trip 2011 “Expanded Abstraction,” LACMA & CVM, Los Angeles, USA
2010  “Poetics of Code,” Chelsea Art Museum, New York, NY, USA
ZER - & (IEX) “Hybrid,” HybridArt.ru, Moscow, Russia
e 2009  “Artin Odd Places,” New York, NY, USA
= 2008  “Generativa,” SESC Avenida Paulista, Sao Paulo, Brazil
2012 MR FZTsaXB8E , - EREMER  BER  AE “Design and the Elastic Mind (website),” Museum of Modern Art, New York, NY, USA
MEasse By | o HEESbRL  FREEE 256 2007  “"Burning Man Decompression,” Queens Museum of Art, New York, NY, USA
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Peter Edmunds (Australia)

Group Exhibitions
201 “Art Machine,” Australian National University, Canberra, Australia

r , Eh ) 3 ), 2R

2007  “Never Been to Houston,” Lawndale Art Center, Houston, Texas, USA RREAR LMERT=T ) - FRAZHE - K

2006  “Phantom Captain,” Apex Art, New York, NY, USA KB ARREGTEME ), - KEFPINE > BXF
“DrawingNow!,” White Trash Contemporary, Hamburg, Germany T#ETs o AEERE RS =5

“ParticipART," Museum of Modern and Contemparary Art of Trento and Rovereto, Rovereto, Italy 2008 R BEE R E . X
vl =R [ T SRE

AERHESE (47) Sonar,  KABEBRA « BRI - DR « T
SRRXAESBAINR—ANZEAS « BARA RS LRBHRIOALE (AR08 EHERERERERL SR -
FHEBAEN - HEEEBHEEAZESGER - BERALURBERIEHNA T E53C Nova Jiang (New Zea|and)

(CETRERTS - LR GUBHBRE - H2ERE RN - ol Exhibitions

2012 Landscape Abbreviated, Wave Hill, New York, NY, USA

HEe ek BEESEINS TRESRERY, - THESR—TE, SAR 2011 Ideogenetic Machine, Eyebeam, New York, NY, USA
RIFLFE)  WAEHBRITHASETLE ARBEFTLE  ULBFERNIELE Group Exhibitions

WEIWESEY AR AREOvEE LY  EEHSATHEy=L  BEL 2012 “File Festival,” SESI-SP Art Gallery, Sao Paulo, Brazil
FEEBEMR(L 0 EEEAL B E T TR o 20M Creatomatic, Eyebeam, New York, NY, USA

2010 “01S) Biennial: Build Your Own World,” San Jose, USA
“Tough Art,” Children’s Museum of Pittsburgh, Pittsburgh, USA

BREEEEIN  THE/EFTL  RMERTUEEIRA ~ R BEENE 1 2009  “Autonomies of Disagreement,” Transitio_MX, Mexico City, Mexico

SHELEAL ABBEIAY « SRS RMZ BB  RIFEDAR < FER » £ “Cause and Effect” LM Projects, Los Angeles, USA

LU A BEL L ERE L T RS E « BN NSRBI RE e Public Besian Festival, Esternl Fam, 131y

9 New Frontier” Sundance Film Festival, Park City, USA
‘ “Glow,” City of Santa Monica, Santa Monica,
Lk 2008 “Glow," City of Santa Monica, Santa Monica, USA
“Sonar,” Future Past Cinema, Barcelona Museum of Contemporary Art ,Barcelona, Spain
Egret Culture and Education Foundation (Taiwan) “INTERACTIVOS?'08 Vision Play,” Medialab-Prado, Madrid, Spain

The Egret Culture and Education Foundation was founded in September 1993 by Dr. Lu Hsiu-yi and a group
of art and cultural enthusiasts. The mission of the foundation is to preserve and promote local art and EEfFFAH~ ) *fHE** ( % )

culture and to also offer more accessibility to the public through educational means. NN G
201 TIRBEHEE L - BAEME - A0 XE

Several large scale music events have been presented since the founding of the foundation, including respegoes | EEREERL 0 B3 £

“Concert Tour Series” and “100 Years of Taiwanese Music," and furthermore, the foundation also ram 4t 4 21175 £ A
periodically presents new talent concerts, charity concerts, and invites renowned local and international 2003 RS, EZAIBROEREYE W20 RE

musicians to perform in Taiwan. The objective is through exceptional concerts of various genres to PEMBUR ) o INEEBANETEE - IRTEEAN - X
cultivate the public’s interests in art and also through the democratization of art to form a sense of purity FAZEHEZA | HEEEME  HHAEEK  E=F

and peacefulness in the society. 2008 008 R=HHEEEH# | » EREBME 488 ' E=H
In addition to performing events, the foundation also conducts in-depth systematic collection and 2007 FEEIIZERS | o BTAIE T ) 5538 LS

overview of Taiwanese music and art. Moreover, systematic organization, preservation, and publication of
early influential figures and historical documentations of Taiwanese local culture are also executed. In the
recent years, the foundation has been focusing its efforts on comprehensive research, publication, and
promotional projects for the creative cultural industry, and hopes to bring positive benefits for the
development of contemporary art and culture in Taiwan.



Aaron Koblin (USA)

Selected Exhibitions
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“Talk To Me,” MoMA, New York, NY, USA

“Collections Contemporaines,” Centre Pompidou, Paris, France
“Decode: Digital Sensations,” Victoria & Albert, London, England
“Data+Art,” PMCA, Pasadena, CA , USA

“Creativity and Cognition,” Berkeley Art Museum, Berkeley, USA
“Design and the Elastic Mind,” MoMA, New York, NY, USA
“Cyberspaces,” Laboral Centro de Arte y Creacion Industrial, Gijon, Spain
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Joao Henrigue Wilbert (Brazil)
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2009

2008
2002

“Poetry of Mation,” Osaka, Japan

“The Kludgists," Brazil

“Swarming Futures of Architecture,” Gallery 31. London, England
“Decode: Digital Sensations,” Victoria & Albert, London, England
“Decode: Digital Sensations,” CAFA, Beijing, China

“Decode: Digital Sensations,” CCC Garage, Moscow, Russia
“Imaginaires,” Lodz, Poland

“Graphic Design Festival,” Breda, Netherlands

“Salone del Mobile,” Milan, Italy

“Maison et Objet,” Paris, France

“Colors of Money,” Luxembourg

“Imaginaires,” New Museum. New York, NY, USA

“RE-Write,” Goldsmiths. London, England

“Eight Mosquitos,” Itad Cultural, Sao Paulo, Brazil
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Alessandro Ludovico | Paolo Cirio (Italy)

Solo Exhibition
2012

Group Exhibitions
2012
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“REALITYFLOWHACKED,” Aksioma | Project Space, Ljubljana, Slovenia

“ArtFutura”, Museum of Modern Art, Rio de Janeiro, Brasil

“7th Seoul International Media Art Biennale”, Seoul, Korea

“Out of Control”, Ars Electronica Center, Linz, Austria

“From the Pharaoh Lady Gaga”, Wywyzszeni, Warsaw, Poland
“Response:Ability, Transmediale”, Berlin, Germany

“Anna Kournikova Deleted By Memeright Trusted System”, HMKYV,
Dortmund, Germany
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Kyle McDonald (USA)

Solo Exhibitions
2011
2010

Group Exhibitions
2012
2011

20089, 2010, 2011
2009

“Guest Research Project vol. 1 Exhibition,” YCAM, Yamaguchi, Japan
Only Everything Lasts Forever, IEAR at RPI, Troy, NY, USA

“Fair Exchange,” Eyebeam, New York, NY, USA

“Wired Frames,” Eyebeam, New York, NY, USA

“Art Hackday," 319 Scholes, Brooklyn, USA

“Corpus numerica,” Bouillants, Art Rock, Rennes, Saint-Brieuc, France
“OFFFMatica,” OFFF and Sonar, Barcelona, Spain

“Cinekid Medialab,” Cinekid Festival, Amsterdam, Netherlands
“Machine Dreams,” KolAN, Seoul, South Korea
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Purels: Tzu-Heng Chi, Li-Hang Cho, Chi-Ying Lee, Ting-Ta Lin (Taiwan)
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Tzu-Heng Chi
Group Exhibitions
2012
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Li-Hang Cho

Solo Exhibition
2005

Group Exhibitions
20M

2009

2008
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“Transjourney - 2012 Future Media Festival,” Kuandu Museum of Fine Arts, Taipei, Taiwan
“Taipei Digital Art Festival,” Bopiliao Historic District, Taipei, Taiwan
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National Taiwan Arts Education Center, Taipei Taiwan

“Taipei Digital Art Festival,” Bopiliao Historic District, Taipei, Taiwan
“Designers' Week,"” Huashan Creative Art Park, Taipei, Taiwan
“Young Designers' Exhibition,” Taipei World Trade Center, Taipei, Taiwan
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Chi-Ying Lee
Solo Exhibition
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Group Exhibitions
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2010
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Ting-Ta Lin
Group Exhibition
20M

PEMNA,) » BIRERE  J0E - 58

TEBLUEME,  HRFEELGRE - At B
TEFEMREAE,  EFEAHEESE i B

“Sound Shower,” National Dong Hwa University, Hualien, Taipei, Taiwan

“Taipei Digital Art Festival,” Bopiliao Historic District, Taipei, Taiwan
“Excellent Chinese Character Design Collections,” Hanguang Education Foundation, Huashan
Creative Art Park, Taipei, Taiwan
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“Taipei Digital Art Festival,” Bopiliao Historic District, Taipei, Taiwan
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Gerfried Stocker
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Shu-Min Lin was barn in Taipei, lived in New York for 15 years, and has been working in
Shanghai for 6 years. Some of Lin's previous positions include: Associate Professor at the New
York Institute of Technology Graduate School of Art, served on the Board of Directors for Art &
Science Collaborations, Inc., Consultant for Acer Digital Arts Center, Columnist for China Times
Weekly's American region, amongst others. Lin was devoted for several years in creating
holographic works and video installations and exhibited frequently in museums around the
world. In 2001, he represented Taiwan in participating in Venice Biennale, and followed by the
position as the curator for the 50th Venice Biennale, 2003, Taiwan Pavilion. In 2006, he was
the curator for the Shanghai Biennial. In 2007 he was invited to curate for the globally
renowned Ars Electronica, and was the first international curator invited by the organization in
its 33-year history.
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Cerfried Stocker is a media artist and telecommunications engineer. In 1991, he founded
x-space, a team formed to carry out interdisciplinary projects, which went on to produce
numerous installations and performances featuring elements of interaction, robotics and
telecommunications. Since 1995, Gerfried Stocker has been artistic director of Ars Electronica.
In 1995-96, he headed the crew of artists and technicians that developed the Ars Electronica
Center's pioneering new exhibition strategies and set up the facility’s in-house R&D
department, the Ars Electronica Futurelab. He has been chiefly responsible for conceiving and
implementing the series of international exhibitions that Ars Electronica has staged since
2004, and, beginning in 2005, for the planning and thematic repositioning of the new,

expanded Ars Electronica Center.

SEUHL - fRFH

Manuela Naveau

1997FESAFERBMRAERRANAGR > 2003FHRMABTEMPLZRE
A MRS - RIERARSFRROBTEMPOEINEHELEEIRE &8
HEFEMPONREEREEZFFENEMESEKE - BREEMETESS "HRE
217, > KRB 2METFH2 T NEENE  LAERRENENERSTN
R E -

Manuela Naveau has been working as an artist and curator since 1997. In 2003, she assumed
curatorial and project management responsibilities at Ars Electronica. In collaboration with
Gerfried Stocker, artistic director of Ars Electronica Linz GmbH, Manuela Naveau developed the
Ars Electronica Export division, which she has headed since its inception. In addition to
curating, producing and placing Ars Electronica exhibitions at museums and institutions
worldwide, her interest is focused on the manifold manifestations of contemporary artistic
practice. Manuela Naveau is currently working on “Crowd & Art”, investigating in new forms of
internet-based participation in the artistic process and their influence on artistic practice that
is currently in a phase of flux.
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