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ABSTRACT: This paper examines Taiwanese artist Li Yi-fan’s work “howdoy-

outurnthison” (2021) as a case study to explore how the artist invents and interro-

gates the use of digital toolkits as instruments for producing images and as means 

of reshaping reality and generating memories. Li employs a game engine and real-

time images to design and create virtual avatars that move freely in a virtual space, 

unconstrained by physical limitations. Utilizing virtual reality (VR) headsets and 

body controllers, Li assumes the roles of director, actor, voice actor, and photogra-

pher, intuitively and sensually manipulating and capturing these dynamic images. 

His creative process emphasizes that digital tools are not merely instruments for 

image generation but also tools for reshaping reality and crafting new memories, 

challenging traditional methods of image production through the manipulation of 

virtual space. 
 

1. INTRODUCTION 

In contemporary digital art, the intersection of 

virtual reality, gaming technology, and artistic 

expression has opened new frontiers for 

creative exploration. This paper examines how 

digital tools transcend their role as mere image-

making instruments to become active 

participants in reshaping reality and generating 

memories. Through analysis of Li Yi-fan’s 

work “howdoyouturnthison” (2021), this paper 

investigates how contemporary artists challenge 

traditional narrative and image-making 

processes by designing their own creative tools. 

2. THEORETICAL FRAMEWORK AND 

METHODOLOGY 

2.1 VILÉM FLUSSER’S THEORY 

This study draws significantly on Vilém 

Flusser’s Vampyroteuthis Infernalis (1987) as a 

theoretical framework. Co-authored with artist 

Louis Bec, this work uses the deep-sea cephalo-

pod as an antipode to human existence, creating 

a unique dialogic exercise that challenges an-

thropocentric perspectives. While the text pre-

sents itself as a scientific treatise, it functions as 

a philosophical fable that encourages humans to 

observe themselves through the lens of a crea-

ture inhabiting a literally opposite universe. 

Flusser’s concept of technical images as “artifi-

cial memories” provides a crucial lens through 

which to examine Li’s work. According to 

Flusser, technical images represent a new form 

of memory manipulation that transcends bio-

logical constraints, allowing for conscious con-

trol and mutation of information rather than re-

lying on natural selection. This framework of 

examining the non-human perspective and arti-

ficial memory systems particularly resonates 

with Li’s exploration of digital tools and alter-

native realities. 

2.2 METHODOLOGICAL APPROACH 

The analysis employs a qualitative case study 

methodology, examining: 

- The technical aspects of Li’s image-making 

process 

- The conceptual framework underlying the 

work 

- The relationship between virtual tools and 

memory creation 

- The role of body-technology interaction in 

digital art creation  
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3. ANALYSIS OF 

“HOWDOYOUTURNTHISON” 

3.1 TECHNICAL INNOVATION AND 

VIRTUAL SPACE 

Li’s work represents a significant departure 

from traditional Machinima techniques. 

Through the use of game engines and real-time 

imagery, he creates virtual avatars that move 

unencumbered by physical constraints. This 

technical innovation allows for: 

- Freedom of movement in virtual space 

- Real-time manipulation of digital entities 

- Immediate response to artistic impulses 

- Integration of multiple creative roles 

3.2 THE BODY-TECHNOLOGY 

INTERFACE  

Li’s use of VR headsets and body controllers 

creates a unique interface between human inten-

tion and digital creation. This relationship man-

ifests in several ways: 

- Intuitive control of virtual avatars 

- Direct bodily engagement with virtual space 

- Immediate translation of physical movement 

to digital expression 

- Synthesis of multiple creative roles (director, 

actor, photographer) 

3.3 NARRATIVE STRUCTURE AND 

MEMORY CREATION 

Behind the seemingly absurd imagery lies a so-

phisticated narrative technique. The work’s 

structure incorporates: 

- Whispered confessions that draw viewers into 

the creative process 

- The concept of “ghost in the shell” stimulating 

bodily perception 

- A reflexive exposure of internet generation re-

ality 

- Liberation of traditional narrative constraints 

 

4. DISCUSSION 

4.1 DIGITAL TOOLS AS MEMORY 

MAKERS  

Li’s work demonstrates how digital tools have 

evolved beyond simple image-making devices 

to become instruments of memory creation. 

This transformation aligns with Flusser’s vision 

of technical images as artificial memories, 

where: 

- The image-making process becomes a form of 

memory manipulation 

- Technical tools enable conscious control of in-

formation 

- Virtual reality creates new forms of experien-

tial memory 

- Digital spaces become sites of memory gener-

ation 

4.2 IMPLICATIONS FOR 

CONTEMPORARY ART PRACTICE 

The study reveals several important implica-

tions for contemporary digital art: 

- The evolution of artist-tool relationships in the 

digital age 

- New possibilities for narrative construction in 

virtual spaces 

- The role of technology in memory creation 

and preservation 

- The changing nature of artistic authorship in 

digital contexts 

 

5. CONCLUSION 

Li Yi-fan’s “howdoyouturnthison” represents a 

significant evolution in digital art practice, 

demonstrating how modern tools enable artists 

to not only create images but also reshape 

reality and generate new forms of memory. 

Through game engines and real-time imaging, 

Li creates dynamic visuals that exemplify 

contemporary technical image production. His 

intuitive and experiential approach to “writing” 

images through virtual reality equipment 
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reveals the complex relationship between 

humans, technology, and imagery in our time. 

The work transforms the image-making process 

from mere objective documentation into an 

interactive dialogue between participant and 

technology. This artistic practice aligns with 

Flusser’s concept of technical images as 

“artificial memories” - a process that transcends 

biological constraints through conscious 

manipulation of information, rather than relying 

on natural selection. 
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