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When sculptor Henry Moore was elderly and ill, he
drew a series of depictions of his own hands titled The
Artist's Hand (1979), praising the long history of hands
as a medium of human expression. He stated,
"Throughout the history of sculpture and painting, one
can find artists have shown through the hands the
feelings they wish to represent." Meanwhile, Paul
Graham, founder of Y Combinator, a venture capital
firm that has incubated many tech startups, studied
painting at an art school after graduating with a
computer science degree. In his essay collection
Hackers and Painters, he views both hackers and
painters as "people who create things with their own

hands".

Hands are versatile, but they also often give us away.
In the history of biological evolution, modern humans
developed powerful thumbs capable of opposing the
other four fingers, allowing for more precise use and
manufacturing of tools compared to other primates.
Anthropologists consider this a key factor in the
development of human civilization. Today, as people
marvel at the explosive efficiency and effectiveness of
artificial intelligence, which seems capable of

liberating us from many repetitive tasks, while also

@ fEFF1H 7 Institute Coordinator | ## & Lin Zhe-Zhi ~

#x B 58 Jessica Chien »
® ZE[EERETER 1452 Space Design and Technical Coordinator | M Lin Zhe-Zhi @ BE

Interface /Handshake
THE TR

=R A Curator ST Artist

ZE(ERR LEE Chia-Lin FRER CHEN Chen

?fgﬁﬁﬁ LI Ning-Jdyun

CURIOSKI 7514 MEE xia LIN

EBfE HSIAO Yu-L|

ZHE
Sponsor

#ﬂ# % /fi 2 LN . o\ _—
E 5 S 3L @ # fd F T &
NGAT National Cu ts Foundation ™ M e v CHEW’S CULTURE FOUNDATION

gZIf ERe&

/0K B CRIE LREAITECHIERT - FXBER
A RS HIEASRERS °

EERBRUBEBIFEARTRREN [ XF4E
AElS ( text toimage ) 1 Al BIE - IRIFIRFEEAY
it - Al @HANBIFRES | 5TEEER 1 AIEMIE
=F > tEUELZRFIEEFIE FaTERN—

IRIVEIE - MiEtER D —REIGREE A Al £RHY
MELZ— - HHEALSSEIERE - IBFH

T -

ItESh » Bz ( digital ) B9S2 &l 4RhS > T
digit 1 & " 10 BATRIEF 1 WA Frar Gt
HHEEE - AL T FIR [ digitus 1 FEPHIMEFiE
ARG - FAMERFMAFER - T2t ERIER » 8B
EAHE: — EEEAEFELNAGEY) —
mE BB EEARESEMY - TRABEERS » HEi

worrying about being replaced by the technology we
created, hands once again become a critical entry point

for reflection.

The exhibition concept was initially inspired by the
"text—to—-image" Al image generation that has entered
the public sphere in recent years. According to current
technology, the part that Al is most likely to
"miscalculate” when generating portraits is the hands,
such as producing images with multiple fingers or
fingers completely fused together. This has become
one of the clues to distinguish whether an image is
Al-generated. It is as if hands do not exist in the

understanding of artificial intelligence.

Furthermore, the core concept of "digital" is binary
encoding. "Digit" refers to "numbers below 10"—that is,
the range that can be calculated using fingers—while
the Latin root "digitus" refers to the finger itself. The
hand is not only the origin of technology but also the
origin of calculation, and moreover, it is the primary
bodily part through which humans interact with
machines — these artifacts created by our own hands.

This exhibition attempts to consider whether, if

technology is not merely an extension of the human
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hand, the metaphor of the hand can serve as a vessel
for technological diversity, and whether artistic creation
possesses a certain potential to fork technological
history, enriching our imagination and even bringing
positive meaning to the "disappearance of hands" in

virtual reality.

As Donna Haraway has noted, new technologies
reshape our understanding of subjectivity, prompting us
to reexamine the boundaries of body and mind.
Meanwhile, Heidegger’s reflections on the typewriter
offered a historical lens on technology’s shifting
relationship with humans. Our hands may no longer
grow calloused, but they are surely mutating into

organs fit for new technical conditions.

Gazing at our hands, these intricate yet expressive
limbs, perhaps we have always been

"machine—humans." ( Text/LEE Chia-Lin )
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Invisible Technology 2023
B 8, 5% 9

Two-channel video installation
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In 2027, due to the mature
development of artificial intelligence,
an Al company began its research and
development on “Perfect Operation
Technology”. However, only humans
needed to rely on operational skills
and digital connections. For Al that
didn't require operational skills, they
could only analyze the historical
operational techniques of humans
through a retrospective analysis of the
database. Invisible Technology is set in
this not—-so—-distant future, where
artificial intelligence presents a data
presentation on the current
mainstream operation technology,
“Touchscreen,” starting from the
launch of the first iPhone in 2007 and
continuously tracing back along the
timeline, even linking to the fictional

ancient Chinese martial art, “Dim Mak”.
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Invisible Technology: Fold 2025
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Four—-channel video installation
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Whenever a technological device
reaches a certain level of maturity, it
begins to fold. Laptops resting flat on
thighs, foldable phones held in the palm
or close to the body — these designs
aim to create more intimate modes of
interaction. But why do we keep folding

our digital devices?

This work explores the emergence and
evolution of foldable technologies to
reflect on the human desire for folding.
Hinges and joints, the bending of limbs
and the opening and closing of screens
— all become symbols of the
increasingly blurred boundary between

humans and machines.
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Born in Kaohsiung, Taiwan in 1997. Chen graduated from the Master's program in

the Department of Fine Arts at TNUA. Currently, his creative mediums include new

media and video installation, with martial arts films as his research subject, which

he re—deconstructs and reproduces using various digital interfaces, techniques,

equipment, and experiences in the digital era. Through the process of

reproduction, he unfolds the problematic of corporeality in virtuality. He also

excels at crafting visual narratives through approaches of essay films and desktop

films to respond to different contemporary digital issues.

In 2021, he participated in the “Great Wormhole in the Coastal Mountains Range

Film Festival Artist-in—Residence Program” at Gihak Artlab in Hualien. In 2022, he
was shortlisted for “The 2022 TNUA Contemporary Art Prize” at the Kuandu
Museum of Fine Arts. In 2023, he participated in the “Digital Art Festival Taipei”
(DAFT x ARKO Video Art Screening Project: The Ruined Intelligence). In 2024, he

presented his solo exhibition "The Severed Arm" in the FreeS Art Space.

Croquis Demo

iPhone, screen, fabric drape, easel, digital print
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Since The Mother of All Demos, the
“process of operation” and advanced
“computer graphics” have often served
as central elements in demonstrations
by both software and hardware
companies. Sometimes, these demos
do not need to be fully functional; the
presence of a “working image” alone
can convey the concept and evoke an

imagined sense of actual use.

Croquis Demo attempts to foreground
this aspect of demos — namely, their
capacity to visualize usage scenarios
that have yet to occur. Through this
process, the project brings into focus
the relationship between text and
image within the context of
croquis—based input methods. It
prompts viewers to reflect on how
algorithms recognize images as text,
and to consider the meaning generated

in that translation.
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* Here, “croquis” refers to a drawing approach in which the
artist reduces his tools to nothing more than a hand and a
mobile device. Using a fingertip to draw on a handwriting
input interface, the resulting image is processed by the
system, which identifies it as a specific character and
stores it accordingly.
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Croquis of Hand Features 2025
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Digital print
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Commissioned for this exhibition, this
series of sketches captures various
working scenarios and concepts of the
hand, drawing from cases documented
by French police officer and biometrics
researcher Alphonse Bertillon in his
1889 archive Signes caractéristiques des
principales professions manuelles. It
explores how different modes of
recognition yield varying approaches to

feature extraction and interpretation.
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Born in 1999 in Taipei, Taiwan, and an MFA student in Fine Arts at Taipei National

University of the Arts. The work often takes the form of mixed media and video

installations, rooted in everyday observations and thoughts formed while walking.

Rethinking the nature of everyday objects through personal actions allows new

contexts to emerge. The practice aims to blur established modes of perception and

initiate a dialogue with the viewer’s prior experiences.
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Tech-Zombie, 2025
Palm-position of Multiple Machine

(Alpha ver.)
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* Caution: Risk of electric shock
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Discarded household appliances, custom circuits, Arduino, power supply
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Dimensions variable
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In the anime Knights of Sidonia, the term “palm-position” refers to
a technique in which Gardes ( 1A, Morito ) interlock their hands
to operate as one. Drawing from this concept, the Tech-Zombie
series continues its exploration of fragmented and
interconnected technological objects. This iteration expands on
the idea by deconstructing various hand-controlled interfaces
and recombining them into a system of interlocking
“palm-positions.”

The work begins with human—-machine interfaces related to the
hand—elevator buttons, membrane keyboards, game joysticks —
and extends inward to the machine’s own internal mechanisms,
such as the massage modules of a massage chair or the motion
system of a robotic vacuum. Through disassembly and
reconfiguration, these heterogeneous devices form a
micro—system of mutual grasp and interaction, echoing the logic

of modular symbiosis in a tech environment.
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Born in Tainan, Taiwan, the artist holds a bachelor’s degree in
Mechanical Engineering from National Chung Cheng University
and a master’s degree from the Department of New Media Art
(formerly the Graduate Institute of Arts and Technology) at
Taipei National University of the Arts. As a core member of
Maker Village, the artist primarily works with sound and kinetic
installations. In the realm of sound, his practice explores
transformations between acoustic and sampling. For kinetic
works, the focus lies in the dissection and collage of discarded
technological objects, treating them as material for mechanical
anatomy. In recent years, collaborations across disciplines have
led to ongoing inquiries into the relationships between inorganic
and organic matter, using mechanical thinking to probe how one

might disturb or activate the other.

3C Xing Yi Quan: Sparring 2025
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Three—channel video installation, stereo sound
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3C Xing Yi Quan: Sparring refers to a training method in which
humans and technological objects engage in paired routines and
coordinated movements based on forms and postures. This work
continues the artist’s long—term project 3C Xing Yi Quan, initiated
in 2017 — an open-source, contemporary internal martial art
system. “3C” broadly refers to computers, communication, and
consumer electronics. While traditional Xing Yi Quan draws on the
behavioral ecology of animals in nature, 3C Xing Yi Quan reflects on
the ubiquitous technological devices that have come to define a
new kind of natural environment in everyday life. Through physical
gestures and embodied practice, the project explores ways of
learning coexistence and reshaping our experiential understanding

and relationship with technological objects.

( BCHRZ - 4R ) IENRABKAINER - BEFHERSHEFES -
ETRBHEERNRE LA - EMRTEEZRB2017FRRNERE (3C
‘RE ) BRE—EAAMERIE (open-source ) FEMHAIFTNREL - 3CiZ
REME - B /B HEMEFEMNGE  SENEERERBRARR
BT RER  MBLRFEABSENSERRER - DEREFZEN
MERRE - BBERTANEARSE  BEHE BRI ARG

ME=E xia LIN

MEBARSAREES - K% - AZBEERIRATZFFETRE - (FRE

SERBRERSERAETEN SRR E » T ESRAGEE AR R4 B LA

EIHEHE o FIHEETPNEMIER ( 3CEZE ) R—EMRHIENFTIARE

% o BRERMA ESHAA TR MK URRIN B ESCEREIRIE - MEE 2B

484 lololol BIEEIRIFEA » BHAIER I Future Tao | ABEMNEMERENE
EHSEIOI o

Xia Lin employs multimedia, video, text, and performance for an
artistic practice concerning Tai Chi philosophy, martial arts, and
cognitive processes of humans and machines. Xia’s ongoing
project 3C Xing Yi Quan is a new form of internal martial arts that
seeks to grasp the essence of mobile computer gadgets and
accessories. The practice helps mind and body equilibrium in the
digital age. Xia is a co—founder of lololol, Its initiative "Future Tao"
is an ongoing exploration of Taoist interpretations of technology in

today’s context of living.
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3C Xing Yi Quan: Develop Workshop
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Essential Handwear for 2025
Consciousness Migration
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In VR experiences, the “hand” is not only an extension of

VR ( Played on Meta Quest 3 )
VR ( {#F Meta Quest 3 #&¥ )

6x4 m ( experience space )
6x4 m ( B25RZ==ME )

perception and control but also the central medium through which
viewers immerse themselves in virtual worlds. Essential Handwear
for Consciousness Migration continues the speculative universe of
Paxville — Consciousness Migration (2024) by CURIOSKI, specifically
expanding on the setting of the “Pool of Love” a space where
individuals can alter their bodily structure to achieve sensory

experiences beyond those possible in the physical world.

This work takes place “upstream” from the “Pool of Love”, within
a fictional environment that offers virtual glove-fitting services. It
further explores how the hand — once endowed with new
functions that transcend physical-world limitations — can
reshape one’s modes of interaction with both the self and the

surrounding environment.
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CURIOSKI is a new media art collective formed by artists Cheng
Yi-Ting and Li Yi-Ho. They use VR to experiment with the dynamic
interplay between virtual content, new media installations and
embodied perception. They believe VR is not merely a tool for
visual stimulation — it is a creative form that shows how
consciousness is reshaped into immersive experiences and helps
us to reimagine the perception of the body and the space in the

virtual world.

Cheng Yi-Ting and Li Yi-Ho, both graduated from the Department
of Communications Design at Shih—Chien University. They have
each held VR solo exhibitions at DAC.TW. In 2022, CURIOSKI
presented their debut, A Glimpse of the Mind Landscapes, at
MOCA Taipei. Next year, they joined the Taiwan x France XR Days
Program for the Newimages Festival and industry exchanges in
Paris. In 2024, they produced their first immersive narrative VR
work The Insider, integrating physical spaces with virtual
environments. In the same year, they initiated the long—term creative
project Paxville - Consciousness Migration, continuously exploring

the forms and definitions of consciousness in virtual reality.
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