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FEE—HERBARRAT > ERTEREKSR T BRNELEMSEIR o ABEEPX Small Creative &
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B HIE - ERARERN EFHAMNE » EFTINRRAHEKRERNBABRIZNHREA
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A WORD FROM THE DIRECTOR OF KFA

Beyond Physical Realities:
The Virtual Age of Collective Empathy

As Asia’s leading platform for immersive XR cinema and exhibition, Kaohsiung Film Festival’'s XR DREAMLAND invites
audiences each year to cross the boundaries of reality and experience the world’s most cutting-edge XR works. This year’s
curatorial theme explores collective empathy across different realities. XR has evolved beyond individual visual immersion,
sparking a revolution in collective empathy and participation. When we put on XR headsets and step into the exhibition
space, we are no longer filmgoers observing a story from the outside, but active participants breaking through the limits of
physical space and collaborating with creators to complete the work. The most exciting aspect of this year’s exhibition is
the surge of large-scale, multi-user, free-roaming works. With greater realism and interactivity, these works allow multiple

participants to explore times and places otherwise inaccessible in the real world.

At the forefront of this wave of collective experience, leading international creative teams offer striking recreations of history
and place. French team Small Creative presents Everest: The First Ascent, recreating the legendary first ascent of Mount
Everest by Sherpa mountaineer Tenzing Norgay and New Zealand climber Edmund Hillary. Amid towering ice walls and
precipitous slopes, participants join the pioneers on their perilous journey. Small Creative also collaborates with TaiwanPlus
on Mission to the Moon, guiding participants across the Moon's silent craters in search of traces of ancient water sources.
Meanwhile, Amsterdam 1652 | The Hands of the City—co-produced by Dutch ENTR VR Museum and French digital content
creators BackLight—transports audiences to 17th-century Amsterdam, immersing them in an era of extraordinary prosperity

and maritime adventure.

Beyond Europe, Asia’s content creators are also uncovering the power of immersive historical narratives. Following last year’s
Guardians of Jade Mountain, acclaimed Korean VR director Hayoun Kwon returns with THE FORGOTTEN WAR, which made
waves after its world premiere at SXSW. The work recounts a forgotten chapter of the Korean War: the Battle of Chipyong-
ni, involving the French Battalion under the United Nations Command. In this free-roaming experience, participants are
collectively thrust into a brutal battlefield, standing shoulder to shoulder with soldiers as they struggle to hold the line and
witness a forgotten moment in history. This sense of group connection also extends to bodily movement and marginalized
histories. French team Atlas V, whose work has made a major impact at the Venice Film Festival, transforms four participants’
dance movements into a dazzling array of symbolic sparks in Collective Body. Meanwhile, the Taiwan-Denmark-Germany co-
production Dark Rooms, also acclaimed at Venice, boldly immerses three participants in the world of queer BDSM, distilling

the psychological stories of a marginalized community into an intensely evocative dark room.

Among this year’s Taiwanese works, none has garnered more attention than the Kaohsiung Original MR experience Towards
Jimagawod. Adapted from Black Wings, a novel by acclaimed Orchid Island author Syaman Rapongan, the work conjures
images of traditional ipanitika boats and flying fish as chants fill the space. Viewers collectively sink into the depths of the

ocean, adopting a flying fish's perspective to witness millions of black wings rushing past.

Within the physical exhibition space, increasingly precise spatial tracking unlocks an unprecedented scale of movement.
Together, multiple participants enter spaces that would otherwise be inaccessible—walking, turning, and even breaking into
a sweat as the experience becomes astonishingly lifelike, with emotions flowing and resonating between them in the virtual
space. This expansive, free-roaming narrative form heralds the arrival of a new era in immersive cinema—one defined by

shared experience and collective empathy.

Director of Kaohsiung Film Archive
HUANG Hao-jie
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NS Z=EIRRRamRE o

EEFNFARED - {—EBERET NASA BENFIRRGERE > MARBRBELENRA > B
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A WORD FROM THE CURATOR

Strangely Resonant: A Creative Language and
Pathway in Constant Evolution

Technology and Al are drawing us ever deeper into immersive experiences, pushing the boundaries of space, time, and
velocity. Ultimately, human creativity must return to human experience and the things that resonate between us. As we
construct experiences that seem niche, disparate, fleeting, and diverse, we paradoxically find ourselves entering repetitive,
homogeneous landscapes. Have we truly become freer, or less free? What shared experiences are we preserving, and can
we truly preserve them? Do the things that connect us really exist? And what forms might such shared feelings and language

take?

"Al might be capable of almost anything, but human creativity still retains its own unique texture." This reflects humanity’'s
belief in and struggle to preserve its existence and agency. Perhaps, then, "Strange yet resonant" is a key principle that

drives the human pursuit of meaning through creativity in the age of Al.

In this cultural moment, Mission to the Moon, a French-Taiwanese free-roaming VR experience exploring NASA's Artemis
lunar program, feels particularly timely. Blending scientific realities with a female perspective, the work turns an outward
journey into the unknown across vast physical distances into an inward psychological journey for the protagonist. Between
the Earth and the Moon, and between scientists and the general public, it probes human perception, emotion, and
fundamental beliefs. Translated into a large-scale, multi-user, free-roaming VR experience, the work negotiates the space
between historical subject matter and fictional creation, offering participants the rare experience of being present together

and moving through time.

From Taiwan’s first presentation of the large-scale, free-roaming VR work Eternal Notre-Dame in 2023, to Titanic: Echoes
from the Past at XR DREAMLAND in 2025 and this year’s Horizon of Khufu, the rapid growth of the international XR industry
is also taking shape in Taiwan. Previous single-user experiences, despite their immersive nature, could sometimes feel
isolating. Since then, creators have expanded the headset's field of view, challenged the boundaries between the virtual and
the real, and embraced advances from 3DoF (three degrees of freedom) to 6DoF (six degrees of freedom), bringing greater
spatial realism and richer interactivity. The shift from single-user to multi-user formats has also opened up new possibilities

for collective experience.

Another work from the XR SPOTLIGHT, Collective Body, strengthens interpersonal connection and real-time interaction.
Through physical exploration, participants become more aware of their own presence and that of others sharing the
experience. Meanwhile, The Metamorphoses of Guernica traces the creation and tumultuous journey of Picasso’s Guernica
through the voices and perspectives of those close to the artist. Step by step, the experience deconstructs and reconstructs
the painting'’s story, revealing how individual lives were shaped by and intertwined with international affairs and shifting

political landscapes in an era of sweeping change.

Beyond XR SPOTLIGHT, the international XR COMPETITION continues to showcase an eclectic range of styles and themes:
life and death, perspectives on the self and the material world, nature and ecology, the history of civilization, human emotion,
and gender issues. XR SPECIAL PROJECT features two themes developed in collaboration with industry partners from
Asia and Europe. Four Sanrio Virtual Festival works blend music, dance, and psychological healing into fantastical festival
experiences. Meanwhile, the Villa Formose Immersive residency program presents two distinctive projects: one a multi-
user party experience, the other drawing on inner emotional memories. Both will undergo XR prototyping in Kaohsiung this

September, followed by open-studio presentations.

This October, XR invites us to embrace change and sparks a series of connections—some anticipated, others entirely

unexpected.

Curator of KFF XR DREAMLAND
WANG Kuan-jen
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KAOHSIUNG VR FILM LAB
ORIGINALS

2017 F:&IIM9 &M VR FILM LAB) 5t » BBFHEIVRENEE  IBE TIFHMENETE
FEE > ESEHIEE 50 =L RAIEBRSHER °

SERNN=IEEEm > R L ERFEERICIBARE > RS TEERIIURET - KR
ERBENENFERS > NESSARMNOIER , RERRTBHATES > FIAE
BEHARE SR B - ERARHR OB A 1518 - EieE B S EREER - VR NMERHE
ERFRIBAHRENRAERR

WXBEE  DERAEIELHUE  RRTEEMNINRE2EAMFRLR  TRERTER
ZEHR 0 EREERABANEREARE o

Established in 2017, the Kaohsiung VR FILM LAB has supported over 50 Taiwanese
and international co-productions. This year, three Taiwanese VR works delve into local
memory - spanning Indigenous ocean literature, the flow state of pursuing dreams,
traditional shadow puppetry, and White Terror history. By weaving technology with
collective experience, VR becomes a sensory bridge traversing past and present.
Ranging from literary adaptation to historical trails, these immersive works guide
audiences to connect across reality and virtuality, revealing the deeply moving soul and

vision of Taiwan's original creations.
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Towards Jimagawod

=% Taiwan | 2026 | 2 AESEASELE - 182 Multi-user

H=hE

Interactive Mixed Reality, Projection | 18min | Z£58 ~ HsE%H
Mandarin, English Dialogue | #F %5 No Subtitles | Z &4k G

=14
World Premiere
# % AE &) Multi-user Interactive

# REEIE Mixed Reality [l #J1/F NI E2 Immersive Projection

# 7EE) Roomscale W # Al EEEHHEES) Al-speech-recognition-driven

HEEERERMEER (815K FREEZ-
BERZEF)SREm (RErdE) - B850
RIVCERR BB Al EEEHRES > RERIE
BHEAEREXREN » XBREME  (FED
KARRHE - BRL—RUORREEZOE
RERNERNYREER BRRTESERA
REEMZT > RIFENBERCREEHRS -

Inspired by the oceanic novel Black Wings by
Taiwanese Indigenous Yami/Tao writer Syaman
Rapongan, this immersive documentary
transforms audience readings through Al
speech recognition-driven response into a
collective literary ritual, resonating with the
author's voice and memories between MR and

projection space.

HEAYEE

BERABUKRAE XR ABEIEE » FmZSBRENIRE « X6 - 2iRA

SRRE o RENALAEREEZIRAR - BRERSEESIEMER

BAORBRUELRS - 1B XR FmBEE (FIELERBR) ~ (BRHEHZE)
(KREMIEARRN  S2EAZE) ~ (MAERESE Epl. ‘BATRNIAE) ~ (FHBEMSEIEX)
(BIBETIE) F > ENZERRTRATARE -

An independent filmmaker and XR creator focusing on environment,

culture, memory, and identity. He experiments with diverse media to
evoke imagination and emotional connection. His XR works include
The Reflected City, Missing Picture: Tsai Ming-Liang, Speak to Awaken:
Diving into Siraya, Pneumo Hacker, and The Train Hamasen, which have

been featured in international festivals and platforms.

BaiR
LAl Kuan-yuan

Director’s Statement

EE - BERZR » RS« BFENAKAANERERBIERITERNSERMMIEERE - &
MERREMBFERN MR > EREURE - RBATFNSNBFHRR2H » BEMEEET
ARELBHEHS - §—REHE > HRBE —EZMTIRERE > BB REEMERMELE - 2
MBS AILRIUREN—IR » EEBRENRGHED » IEEXRE® - MR HRAIRIZ

Syaman Rapongan's writing conveys life, the sea, and respect for nature as directly as waves
crashing against me. Beyond sharing his ocean philosophy, | invite audiences to engage through
reading, listening, and interaction, fostering reflection and resonance. By preserving the reading
experience and making audiences' voices part of the performance, we hope to carry forward the

spirit of literature through a dialogue between the virtual and the real.
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My Time Machine

=72 Taiwan | 2026 | E&] VR Interactive VR | 23min | #¥{H No Dialogue |
X ~ I FE Mandarin, English Subtitles | Z &4k G

@ i =10
World Premiere

# B& VR Interactive VR
# BEERBHE Head Tracking

fI e —R EHTEEELDE > R RIR—EEB/  Adam is a young boy with Asperger's syndrome
EAXRE > BAIUESRH2EYIEMNTER o X >  growing up in the aftermath of World War I.
ITEZIRERTITHELS - B4 - BEEm (B Inspired by H. G. Wells' The Time Machine, he
SEHEY 5 BRI SR FRITEY BT o (s »  dreams of traveling to the future and isolates
,D\E%}EH:'.E%H%E ’ @ﬁggﬁi*m s /:\%H%ga himself in an old silo to build a time machine.
AR — R ENSE » BERE > th o S4& Years later, he finally completes it, but it
% > AR RS R St » A7 EREHEERT S IR o explodes upon activation. As Adam leaves the
A E RS ARRFIOEWEBEE -
BN E R - BRFTNER « RigEEX
AKIESHEERE - XX » MR EBEEA R
RETRRK > EREHIEFHUTRZE?

silo, he discovers a mud wall bearing a message
carved by his mother. Stepping outside, he is
astonished by the sight of cars, airplanes, and
skyscrapers. Has he simply reached the future
through the passage of time, or has he truly
traveled through time and space?

WIRAGE

EBEE—EEHNBN 6DoF VR B1E - BRURBZRAZKRBEN WORER - TAMFEERENST
BRI > IR EREE CRBREREREIRR - BRA BHERRZER » EEPHERE - 2
BERFRERNZ—EROTER » RIS - SHAETHSANEREREIE - 151 EBERHRRE
%g - ZEBRRBEBENREFR  RHEZEFERRT TREEFTHR L RARTHEB T HE?

EHRRAREE - IRNEBLRYEE  BIENEEEMASZEREE
MBRAYBRATME UIFEHERE SBEEESARETIS2MRH
ME2E > /Em (FEEMXFIE) EEEE Vision Summit VR/AR R{EE
EISFRER MY > 3 ABE IndieCade ; HAIELIAITAR R &G &R ISEA -
SIGGRAPH Asia ZEIEHz1E ©

Lee Chun-i is a creator, researcher, and educator. He is Professor and

Chair of the Department of Multimedia and Animation Arts at National
Taiwan University of Arts and directs the Experimental Game Lab.
A former visiting scholar at Georgia Tech, his work Eleanor of Ayer
won the Best AR Experience award at Vision Summit VR/AR and was

nominated for IndieCade.

Fi&ig
LEE Chun-i

Director’s Statement

Inspired by psychologist Mihaly Csikszentmihalyi's concept of "flow," the work follows Adam,

who dedicates his life to building a time machine and fails to realize that he has arrived in the

future through time's passage. Audiences may explore the virtual space and piece together the

story through details. Sound design supports the narrative and guides audience attention and

movement. The work invites viewers to reflect on what we might have missed along the way.
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The Island of Shells

=& « J£E « % Taiwan, France, Denmark | 2025 |

E&] VR Interactive VR | 32min | Z£:E ~ 338 « AZEHA

Mandarin, English, Danish Dialogue | #X -+ BZEXFE
English, Danish Subtitles | & 12 & PG-12

2026 HFAGBATE BIEETT

Newlmages Festival Panorama Section
2026 RRRBERER TR
Clermont-Ferrand ISFF
2025 HARBRR

Geneva International Film Festival

SRR
Asia Premiere

# H&) VR Interactive VR |l # VR360
# =528 HEE) Controller Interaction

AEBYEE  BEREEERNEREDHEE
BRG > WBERRE—RENEARNNSZE
8o fFEMEREREZENER > BRRINES
HHER NNBERZTERBREEHER ) AEA
FEBH o LEEF > PRERGEITENNSE > HECERMEA
EEHNHRECFERGHNESELL ) RREEE
meyR - FRIEBHIBE > EENERERESR
A IR AN IRIR B R BRKIE » thRAERE
TFHE - BE8H EMBEEBREE  AIXAE
FEERMERFZ MMEIE > MEHES|ERE
[FI12ELEE o

HEAYEE

At the Human Rights Museum, senior guide
Fred Chin invites audiences to control an old
puppet of a boy, leading them into a magical
shadow puppet world. The boy leaves home
and falls into the trap of a demon king. Chin
then compares the story to his own experience
of wrongful imprisonment and torture, saying
reality is even more terrifying. When the boy
finally escapes, he must choose between
revenge and forgiveness, and audiences must

make the same choice.

HRAtEZEEEIUIIAEER - WERIRERGR MEEES RERENEY - BN BEES{HERMR
T > BIEARRERNEBREZREES ARE - Bt > RFIBIET NBENEE » (FRRIREER

BORRMT © {EaRLL
IFmEHER VR > BRERREE

FEISNTREER » BRBE S EZEE » BN EFBEBTRERHE R -
BECARHERRIR

RIT
CHANG
Hao-yuan

RERZEGER - tWAEHE
REMEGRERPRT > LN
BIFTIR ARSI ER R AVEE R ©
The director of Mooz Studio,
Chang explores the real and
virtual worlds, using innovative
media to blur the boundaries
of traditional filmmaking.

B=5E
WEI
Shiue-ying

BERTEEHFERIMA > £F
RHREM AL RERE - UEBR
EUNEEERRARIELM
Co-founder of Acorn Den Studio,
Wei specializes in technological
art and game development,
creating inspiring interactive
experiences.

{EE
KO
Chia-wen

BERILEEERAIA - UE
fEEGR2M AR EAENER
REthl > MAORSRIEAEM o
Co-founder of Acorn Den Studio.
A new media artist focused
on computer graphics, Ko is
dedicated to exploring the
possibilities of interactive media.

Director’s Statement

This work portrays the bond between Chin and his mother that transcends language and political

oppression. We created the story of a boy leaving home as a metaphor for Chin's experiences.

Presented as a shadow play, audiences manipulate the boy puppet, much as the totalitarian

government once controlled its victims, while also witnessing his journey. Through VR, we hope

audiences can experience the plight of victims of political persecution.
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EEN FRRE

YEH Su.ling Company Director, Riverbed Theatre

FAREIEEREREAN > SIS ASEASRREL « REARARIS - R
BEMEDDINARENE  BREERE - BRAREEXEEE - ARER
(FEREM VR =& & XR fEfm (ZM) ° LEMERABERREHZREIEH
B WHREERERTEXH SREXHARFENEEYRELTHER
RIBGTE °
Yeh Su-ling is the Director and Producer of Riverbed Theatre. Her work spans theatre, visual arts, and immersive media,
with extensive experience in interdisciplinary production, international co-productions, and cross-cultural collaboration.
Her projects include the Just for You Trilogy and Blur, which were selected for Venice Immersive and have received
awards at the Luxembourg City Film Festival, the Kaohsiung Film Festival, and the Festival du Nouveau Cinéma.

2 3k VR R

LIN Pei-ying VR Director

1991 4 > KBRILIEE « SEAM o tAERER LSS ORENEE B
BLELRE) o B 2020 FHERA VR BIE > MIAENEIIER (B) REES
i TVR FILM LAB) stEEEER - BEFm (RENER) - 5122025 &
ANEREHZFINSINETT » B XR MRERERSHETE XR TBERFIR
Fed o
Born in 1991, Lin specializes in video production and editing. Her work focuses on capturing the tremors, chaos, and
fluidity experienced by women. LIPs, her debut VR project, won the Grand Prize at the 2020 Kaohsiung VR FILM LAB
Talent Workshop. Her second VR project, Happy Shadow, was selected for the Venice Immersive section of Biennale

College Cinema, as well as for competition at the Kaohsiung Film Festival.

ﬁi{; E®EFE XR DREAMLAND KA
CA' Jia_hao Technical Manager, KFF XR DREAMLAND

SEET o IRIE VR BERIBIPR R TS IE R = i E #287 XR DREAMLAND $#1if
HE - aFNESHBEEHEMEELE  BEeEARIMNAEZ XR FRNEE
Bt 0 2020 £ > {BSABEA XR ILINEE » EILRAKRTE VR HRNEER »

AT -

A Kaohsiung local, Cai Jia-hao is currently the Technical Manager at VR FILM LAB and the Technical Coordinator for
KFF XR DREAMLAND. Having worked on the festival's tech team for four editions, he has helped bring over 100
international XR works to Taiwanese audiences. In 2020, he accidentally logged into the immersive world and has been

trapped like a hamster on a VR wheel ever since.

RinslE Atlas V SEEIBI A BHITR
Antoine CAYROL Co-founder and Chief Executive Officer, Atlas V

EEREABEER > EEBRADNINIAMERIEAITEHE - HEBIE 20 &£

VEERER  FRREERER  IREBRRESER - FRhS EEREC
R R - BEBRFEURSHRERE - RIRHER Atas V BIHFEIRIMN
ARBITR » Atlas V EEIURERAIFRE « REEBT > (FmBEER
BRIRGRES o

Antoine Cayrol is a French producer and entrepreneur, internationally recognized as a pioneer in immersive storytelling.
With over 20 years of experience, his work spans virtual, augmented, and mixed reality, as well as transmedia
documentaries, short films, music videos, and high-end branded content. He is the co-founder and CEO of Atlas V, an

award-winning studio dedicated to the development, production, and distribution of immersive works.

ZIPRLAIRIBE | siwasrzsenes

Anais EMERY Vice President, Fondation pour la création numérique

BEAE 4T Utopiales B4R BRAEE: > LR EAIMIG LAV
BLELE L 2006 F£ = 2020 FREBEEEMAEEE 2017 F > el
FutureStoryWorlds@CERN L{EZE » £ AU M E © 2021 F£F 2026 &F »
MEREHRNREERTRERUTBNEMEEE - REKLTHUAEESE

(Fondation Création Numérique) BI&E

After studying film history and aesthetics, Anais began her career as an independent cinema programmer before
directing the sci-fi convention Utopiales in France. She co-founded the NIFFF and served as its artistic director from
2006 to 2020. She also launched FutureStoryWorlds@CERN, devoted to immersive storytelling, and served as the
General and Artistic Director of the Geneva International Film Festival and Digital Market. Currently, she is the Vice

President of Fondation Création Numérique.

n == s = i
Rigip BRI ERBEE
WU Dar-kuen Director, Taiwan Contemporary Culture Lab (C-LAB)

TR « REA ~ 1FR - EESENEIF - RE - BB - (THRERFER > &
EASILERREREMNEE EEXEHER (TASA) RIEEER
UKRREEMEERREA - HAFRERERRIAEEENEN « RIEFEE
Hyg28 > LUERNENESREEAHEERER  YESKMCEMBEMmER
BIRAE T » FAEIRER TEMEESR) HHsE -

Wu is an artist, curator, and writer. He served as the Director of the Treasure Hill Artist Village, Founding Chairman of the
Taiwan Arts Space Alliance, and Chief Curator of the Kuandu Museum of Fine Arts. His creative practices have bridged
technological media and social participation, using a unique artistic language to reflect on contemporary society. He

continuously explores the possibility of "art without borders" in the context of globalization and neoliberalism.
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PROGRAM C1

@ 57 s
World Premiere

# VR360

EIREFIRBIA—%] » B HERMEER » &R
MEARMBIRSR - AIARNHIRE BSIR/MNZE
TR -WE > RETHRRNBCTEEHE -
BYHRETE > SIANBEEEHHML » UKRHER
FIBHIARE) - AR B9 VR360 BER - EEEERE L
SREFRFNESR > MERAGTENEEESMH
HIEE ~ RECHHEITERE N - HMRRIRIT
BRAEMRIR » MOERMMUE > WIRERRT
FEKIE o

FMEFEHRZZOHEE —RZHERE T
B2 SECHREE INBREETTHM PR
R BFIEEANERPHTER > 288A
B EFHFNERTH o

Inspired by a near-death experience, AFTER
THE SHELL is a 360-degree film in which you
become a drifting soul, suspended between
the disappearance of one world and the rebirth
of another. Guided by a distant glow, you
travel through an immaculate landscape where
Nature slowly awakens. Immerse yourself in this
sensorial journey and let the light surround you:

Where will it lead you?

RERZHZ ZH2M KX AEMIEE > MHNAFRERBANEZHNRE
ER » R ABEERRYT > HRCRAFTHRERBNRRG - tUFEM
RZNEBEEESD > BAERBBMER - B—PBE > ENRRECH
5 AYEE o

Pierre Moulin is a French artist and art director whose work explores the
interplay of natural forces, questioning our place within ecosystems at
the intersection of the intimate and the cosmic. He offers a poetic and
radical vision of the living, where humans learn to listen, to step back,

and to become part of the world once more.

RRHBFZR
Pierre MOULIN
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PROGRAM C2

) I= 3

Asia Premiere

# VR360

15 T—OHMERGm 0 —I5FUIRE RER MR
IRIZHLLRRM - fFRESWBERERX BEFS
LRG> BEATMOREAREEENE
i 5| EBRMBREEE - SRS RZE
B4 o DL 360 ERBITERBLERNREZER
METY PERORFLAGAERE > FHERN
RE BRI ESRZE - BERTHEBRA
MBEER > BEROBERNREZRRE
MERARRMKRG > SEREREGRARRE
BEEFENAE » WERKIRES RIFRAH
kB EHFBRUR AR EH TR B a5 R R
%o

Take a sip of a mystical beverage and plunge
into a digital rabbit hole. This fulldome
psychedelic journey blends traditional Peruvian
rituals, electronic music, and immersive
imagery, exploring the connections between
the body, consciousness, and the digital realm.
Through a 360-degree visual landscape, the
work navigates the boundaries between
reality, memory, and digital life, inviting us to
reflect on our sense of identity and the shifting

relationship between humanity and technology.

AMIXR BRRIIF 2021 FEHIEBSEINEMEES - RIREM - REBMTE
SRR EMTAIE - FRTEAIXE ~ XR~ Al BERTEEE - HAKRMEE
& (Dance Permit (Denied)) B (RARRKLIZTHER) - GERETER
RIEERES « IDFA Doclab ~ Teatro a Mil R T HREFEBHEEES
FFo

A multidisciplinary group of artists exploring digital culture, XR, Al and
hacktivism through performing, visual and new media arts. Founded in
2021, AMiXR has created works including Dance Permit (Denied) and
Feedback VR, an anti-futurist musical, receiving support and recognition
from festivals and institutions such as Goethe-Institut, Netherlands Film

Fund, and IDFA Doclab, to name just a few.

KioBa1eD 09CHA I 09CUA - Uonnadwod yX MESEE] X
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PROGRAM C3

) I= 3

Asia Premiere

# VR360

—(UAIRXEEFRNBUZRMEET > iR
BPZESRAHEBLENZO  BREA—HTRHEM
REERIIRER o (FRLGEZIME B AREBREN
B XBRE T REEREFENER
RECATHEEEFNRMER - TEERE
A KEEXRNRENRSET - ERESZEHE
BHPH—ERS o &Ei@ VR TUESNEN > fFm
TEREEENGE  GMRHEXEZE > &
BRAMEPAEFENRIRABIRTBAEE
il - SIERVBRATMRDOIREFSRIL
R ERBEFEZERERES > #WEH—E
BERAN 2 AR Z « KERIEIRRHE TS o

Honeyboys is an experimental VR film by Nemo
Vos. We follow a red-haired, naked delivery
boy as he journeys through indescribable
worlds, descending into the core of consumer
society. Here, eroticism, death, religion, and
birth become mechanical rituals within a
vast, eternal, and insatiable machine. With its
striking visual style and surreal imagery, the
work explores the intersections of desire, faith,
and consumer culture, inviting reflection on
the human condition and the mechanisms that

shape modern life.

EEXHIBABERESBMTEZERAER > BIFAMIAREESHINR

BEER > LUKBEBE T HRNE2EAN  FABURKTNENRE - HE

XACH B BhEE S AR o MPINIER R A EAMESR - UEBMNNE

BRFFE » FEEERAT » WRRIUIEAERBIIERTAE o HIRIE

B (BEEFEH) - CRERNBEEFEH) > fiE % 2024 SHEEREH
TVR360 fEHE] o

Nemo Vos (Tibor de Jong and Doris Konings) creates cinematic,
immersive experiences using a distinctive visual language that is both
provocative and maximalist. Their work explores themes such as identity,

consumerism, and social disconnection in the digital age, resulting in

subversive, genre-defying projects that challenge expectations and

expand the possibilities of immersive media. Their works include 8
Billion Selves and Korstmos. The former won the VR360 Narrative

Award at the 2024 Kaohsiung Film Festival.

ERXER

Nemo Vos
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World Premiere

# VR360

PROGRAM C4

BESHE (Wauja) EERAERELBHE
Studio Kwo XR ®fE » (EEHBHETFRNWE)
FEERRALDERRMN  EERSHRTERER
NEBREER - FECASESRTHRNRERE
RG> MM REEHRERME « IPEEA - F
WERESIBERE » MiFETHELEENT
o ERGEETHEN 360 EESIRIEE 3D 1B
BE > MRS SEEREEREE I
MUPThiF5esE (Arawak) FFERZRBEFEMNE R »
SIRBRTEMBRAEBANES > UAHEE
HRRAIFIAE ©

Created by Indigenous director Piratda Waura
and produced by Studio Kwo XR, Kamukuwaka
takes us deep into the Amazon to the struggle
of the Wauja people. Stewards of Brazil's first
demarcated Indigenous territory, they defend
their homeland against farmers, loggers,
wildfires and climate change. Drawing on
ancient myths and their hyperconnected youth,
the Wauja stand as a beacon of resilience.
Through intimate 360-degree filming and
3D-scanned environments, Piratd shares his
people's wisdom in the Arawak language,
inviting us to reconnect with nature in the face

of an uncertain future.

RAZRGILEREBAZFER F¥htENR SRS RARERITE
& USRS FREFLERERERD ° 2025 F > thHEFERET
JEER (Replika) °

A Wauja filmmaker and Indigenous activist from the Upper Xingu,
Brazilian Amazon, using digital media for cultural preservation and
Indigenous rights. In 2025, he co-directed the award-winning short

Replika.

TEE PR ESEAIZ B Studio Kwo XR BIFEREIBIHIA » #thE 1528l
RS AL ~ IRIBERHRE XR 1E& > WIEE (EREERNIME) R
R EHEEE -

As co-founder of the Brazilian studio Studio Kwo XR, he creates award-
winning immersive XR works at the intersection of culture, environment,

and technology. He produces and co-directs Kamukuwaka.

BHERSL
Piratd WAURA

E TR R e Eh
Francisco ALMENDRA
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PROGRAM C5

@ 57 &5
World Premiere

# VR360

>

STV ER

MINISTRY OF CULTURE

é? TAIWAN CONTENT PLAN

ERXERHGE

(BFF5e) BMEZERTARIKREK  —RED
BRI RERAKRE  ZHEENT-IEW
BHEYEXTT - EBHSBSRERBTRE
EEREPEEREEE BREKREMSE
> FERERREN > WEHBRFRELNER
B - FEERIZHE > WA =RBRERLE B
MREENAE > WESERIER B SERE
FUET o (BYFI) RS EEMEE  RIRBGRER
ORF > BHATESREIREREBEAE
RETHIBHEH > LERMIHFRPHEERE
CHYEESE o

Set in the near future, SILIQ follows an
advanced drone prototype on a classified
cargo delivery mission across Taiwan. As it
navigates landscapes through machine vision,
it witnesses traditional rituals, everyday
traditions, and traces of a rapidly changing
world. Processing these encounters beyond
its original programming, SILIQ begins to
question the nature of memory, spirituality,
and consciousness. Blending speculative

science fiction with Taiwanese mythology, the

film explores whether Al can develop its own

understanding of humanity and still make

choices beyond its creators' intentions.

BRI IRERZENSEERANGREMR > BORRREE - XR
HERERERILRIARE - HARREFEE S > HAFRSHERIRL
TR RERNE  BEEARRABGHNERE » TEBEEEA
EHRBRE MBI EN -

Lu Te-hsing is a Taiwan-born, Los Angeles-based director and new
media artist who explores immersive storytelling across film, XR, and
emerging technologies. Drawing from architecture and animation,
his work blends speculative fiction with experiential design to create

emotionally resonant worlds.

E{ER
LU Te-hsing
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PROGRAM Cé

R EHR

World Premiere

# VR360

&t VR BRI —ZI » fRR B EZZERKE
HRE ; T %m%%%%’gﬁ%%&p
RON KN TERE o RA—ARELHMIE
4 BIREERE D) EAE  BHE—KEHBA
BIRFEY) > BB PRI - [R2K > 3E
TARARAEREY > MEERZMATNPISIKE o
REBH > REHLBBHEUNGE - BEIERD
BIERAI®G » UKBT — LWERITE - (R
RBREESY AREXBITENEE  IBA—K
HERCRARRRES - EHR+E 5 BEBESIR
VR 83%02 !

A clinical trial briefly ends participants' lives
to uncover what lies beyond death. Instead
of oblivion, they arrive somewhere no one
expected. Through an immersive journey driven
by music and sensation, The Venue transforms
the afterlife into a celebration of existence.
The work uses vibrant colors and boundless
imagination to sweep audiences into an
experience that leaves them wondering, with

a smile, what they have just witnessed.

FRRBRERENESR  BEMRTLAR S TERREREREE
5@ﬁﬁﬁﬂ~$mﬁza&%mﬁﬂ$’;ﬁs% 745« BHRER
ERMEETE o

Evan is a filmmaker, animator, and musician whose work explores
memory, grief, identity, and transformation through virtual worlds,

generative tools, and experimental narratives.

ERWMOHERNEZE - REBLHK > 28 D) BAELREA - thiEd
EmE1T - BERAFREGRERE  HERREFIXRARFRMNRE -

Maahir Shah is a Bombay-born, LA-based DJ and producer exploring
the intersection of electronic music and production technology across

releases, collaborations, and cinematic experiences.

RRAESE
Evan SIEGAL

Ex@my
Maahir SHAH
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PROGRAM C7

# VR360

(IBIRAAT) HEBRRER—BRIFIRAENAL
RITZIR > RBEERITERBACESHE > &7
HEANZBRF LR > REEETIEE R
LLIARBYAL PRS2 © (Fm B RIURNIEE » BE
BHBRARTERS I > EIHE - LSRES
2@ RESERTHEREEH - BERE—
BERHRESUAR > FRfERRAENREIR
RNBR > MEEARXE - ILERBRRRZ
IR ZIMALRTIELS o

This work takes viewers on a voyage of human-
powered flight—following wingsuit BASE
jumpers in the Alps and a paragliding team
across the Himalayas in Pakistan. Presented in
a live-action format, wingsuit and base jump
athletes Fred Fugen and Vincent Cotte take the
viewer on two exhilarating wingsuit flights in
the Italian Dolomites. Meeting Aaron Durogati,
a longtime colleague of Fred's, we then follow
Aaron and his partner Matthias Weger as they
take the adventure to the next level in the
Himalayas. The aim is simple: to get as high
and deep into the highest mountains on the

planet.

BERRIFERES VR &L8k5 > KAE X TENBHERTIRR
B VR BBRE > SRERBEHE - ARFEE (BRESE) BLHRITR
HEAREFRSHRAREN (BRET) > GBI - XEERER
B Bt E L IEHER o il Meta ~ Google ~ Microsoft ~ BBC E&1F »
HHEW VR AERLZRSERRIRIESRIR o

Jonathan specializes in VR, bringing cutting-edge human adventure to
your headset. Producer of Touching the Sky VR, The Soloist VR, and
Everest VR, he has received international awards from Cannes, the
Emmys, and BAFTA. Described by Meta CTO Andrew Bosworth as a
"new media pioneer" and as being at the "forefront" of VR, Jon always

strives to push the boundaries of what has been done before in VR.

EEREI R
Jonathan GRIFFITH
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PROGRAM C8

) I= 3

Asia Premiere

# VR360

ERMIHBEAMRER > REEEERERILLK
7 REITRENFORXFHEER o BE2
R BEERE > LENENEEREBN
BAMENEE BBRIANGRA (R E—
EBAEBOENRTE - DERLEREBEUSAENHE
W BARRE - BISER 0 BRAE - ERRE
AR S ERBVETA

BRURBE 2 (EBA) HF%A » KEAEER
RREBER > HUUBRBIBRUELOIEAREE (8
EXREFERE > MR —BERBUEERE
R EXNBERBNER > ALIREBL—EFIR
FREVEM > EEBXEAMBHSEARLZEE
AURERIRRS o

Yesterday Maybe evokes the suspended
moments following the announcement of a
loved one's death, when reality falters and
the mind struggles to grasp the irreversible.
Inspired by the first sentence of Camus's The
Stranger, the project delves into a swirl of
memories, emotions, and absurdity, offering an
intimate journey through grief and questioning
the rituals we rely on in the face of the

incomprehensible.

BHEEBUYRRRNEER KR BFERERR - B1EXE » 85 (Petite
routine) * (Tragédie Grouick) * {The Evening Cigarette) REE
BEEER > IR ATRHRRAE  AREREARIEER > B1F%
ARTE ®{ERY (Caravaggio in Tenebris) ©

Matthieu Van Eeckhout is a director and screenwriter whose work spans
short films and animated series, including Petite routine, Tragédie
Grouick, and The Evening Cigarette as well as commercial projects. He
also develops immersive experiences for brands and personal projects

such as Caravaggio in Tenebris, created for ARTE.

EFEEXRFN
Matthieu
VAN EECKHOUT
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PROGRAM C9

=10
Taiwan Premiere

# B8 VR Interactive VR || # F2iBHE Hand Tracking

EREHHERZMARERE > sLISthAG—&—
AR o CBRIEH) B2—HEEES VR
fEm > WREREE 72 ST RIENAOH
Fo DR RBEREMPI—X - BELEY
HEE - BRLKPAEBE THHRE » REZEHR
MRERIZKZ AR - sSTIRMBtER—R RZ
3R EEtEMKEIBENAL - R - (Fail
RiEEEREREHRERHRETIENFIL
B > EARAMBEER P DERRILRE
i LURRF R @RS ESRALE
Fm—REEREA « ARNZ2EEHERER

A Long Goodbye tells the story of Ida, a
72-year-old pianist living with dementia. We
experience a day in her life, as her reality is
fading. When we interact with objects in her
apartment and play her husband Daniel's
tape recordings, her world gradually comes to
life. Memories and conversations help Ida to
rediscover herself, while Daniel struggles as he
realizes their remaining time together may be
short. A Long Goodbye is a poetic experience
about the impact of dementia, but above all
it is about love and the long goodbye of two

lovers who shared a life together.

HRARBRLLARERARE > BENEISAKRE - LUCA 21
Bl AR% The New School » #thEYE & (FmiIERIRF R » L HERE
EFN VR Fm CBRISH) » REEFREEMREER -

Kate Voet is a Belgian film director and screenwriter. Her works, Les
Homards Immortels and The Tears of Things, have toured internationally.

She co-directed the award-winning VR film A Long Goodbye.

HRZIBEENHEER LUCA BT 2Bk I B Global
Cinematography Institute &R © thEFHFE VR fFm (BRIE
A o REEHTEEERIL LR o

Victor Maes began working as a camera assistant and cinematographer
across fiction and documentary films in 2016. His work, A Long
Goodbye, premiered at the 82nd Venice Film Festival and won the

Venice Immersive Achievement Prize.

G RESP SR
Kate VOET

MR SR
Victor MAES
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PROGRAM C10

) I= 3

Asia Premiere

# % AE#) VR Multi-user Interactive VR

# F2BHE Hand Tracking || # &) Roomscale

1652 F > B RETRE—HRK > &
TEEET o EEERA - IR THEEAEEHNE
ARIENAERINRE - AT ERMNIBRR
& IR EEHERNET - BRAIEREZRME
Hoh— ABYR /A > ZFERE 17 HICBFIEES S
RARB D EIEFELYE > RBEENHINEE -
EHFRUARNEEZRELESEH VR B
5> BIBTRAYNEGHSE » ENEEELN
ARRANEFHREE mvﬁkﬁmﬁixﬂﬁ?ﬁ N
FEE 52 BB A n B IR L ST AT IR 2 1

Amsterdam, 1652. When the old Town Hall
burns down, the lives of a whaler, a printer,
and a newly freed Black craftswoman become
intertwined. As the city rebuilds, so do they.
Walk alongside one of them and discover
Amsterdam through their eyes. Your choice
determines whose perspective shapes your
journey. Amsterdam 1652 is an intimate,
cinematic VR experience where history unfolds
through the lives of ordinary people who built
the city with their own hands.

,)L,x-t%ﬁéwﬁ,sﬁm#buﬁﬁm FiBE| ERHSIFERRIE « BRREE AR
AL o BRIV IEACSR R ~ R/ NREAFESME - H VR /ER (ZFHER
1BE) TFAE 2025 SEEFE XR BEHE -

Nienke Huitenga Broeren is an immersive director exploring memory,

identity, and human connection through creative technology. Her work

B ik & A
Nienke

HUITENGA BROEREN

spans documentary, speculative fiction, and historical storytelling.

MARHERS ENTR BUA » BOOREIE - REABTEMX BB
VR B25E > WEIRERIBEKR A ERKE *EEWEF‘ ‘t AR o

Vincent Slangen is the founder of ENTR, a platform that creates,
presents, and distributes location-based, free-roam VR experiences

through permanent venues and a scalable mobile format.

MARHAR
Vincent SLANGEN
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PROGRAM C11

# BE) VR Interactive VR

# RS EIE Mixed Reality | # F2EHE Hand Tracking

EMAERBYEM R Carol Rasaphangthong HY5|
BT BRRHRFERERE LREZWIEHER
% BIEBERE > BLEREMHEME 1911
FEX > B2 (RMED) MFERT=HK
RISRBER  hARE TEEEER > MERBEL
TETE - FRMEAEBESE - TH BB EAHR
fess > SIEERCEAEE » BEWMAE > —
TEHEREHEH > BRENE LRETNKRE
= HE RN I EREENEIRIRE o

For the first time, true crime podcasting
meets the art of miniature model-making.
This immersive mixed-reality series allows you
to reconstruct history's most infamous crime
scenes and unsolved murders, guided by
miniaturist Carol Rasaphangthong.

This work pieces together one of the most
world-shaking art thefts of all time: the
disappearance of the Mona Lisa. In the summer
of 1911, the masterpiece vanished from the
Louvre's Salon Carré without triggering any
alarms or leaving a trace. For two years, the
world wondered where the Mona Lisa had

gone. The truth? Piece it together to find out.

RBRRBUKBESRENEZRRE > SEEEYNER > tERAIUR
NEFFRMITES I AABNIFEERS > LHFEAIH TARGO TIE=E »
AR RERBE - HRMEMERESE (When We Stayed Home) ~
{Rebuilding Notre Dame) ~ (&I 911 : RESETH 27 /Y ~ (H
B ERRERIRG) - (GEEE | URFIER) %> XS RAESIES
FOH o

Chloé Rochereuil is an Emmy-nominated and multi-award-winning
director using immersive and interactive technologies to craft
compelling non-fiction stories. She co-founded TARGO, an award-
winning studio specializing in immersive documentaries. She has
directed high-profile immersive documentaries such as When We Stayed

Home, Rebuilding Notre Dame, and D-Day: The Camera Soldier.

RBRERE
Chloé ROCHEREUIL
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PROGRAM C12
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Asia Premiere

# % AE#) VR Multi-user Interactive VR

# FEIBHE Hand Tracking | # &) Roomscale

(lBE) B—BEaRESRRIRIERNE
@Jéﬁ{’ﬁuu » RREREAZMUAEBEADLERN

milE o FmBEE - ABRE > K- 5
ﬁ%’u’\lﬁ BB BERE - IBTIBEARBRIRS
SLHRRRE - DR AFREER - BRR
W58 ZREZEINRRNERZH > LSRR
M=ot A\ EmERE - BEMEWRDEH
R~ R REE B RIS TSR 0 7T
RIE L IBRIBATIRIZT » SRRIEM LR
{ERYRTAE ©

Dark Rooms is a site-specific immersive
installation that invites audiences into the
intimate inner worlds of three real individuals.
Through first-person storytelling, the work
explores themes of sexuality, identity, trauma,
and transformation, revealing experiences that
often remain hidden in the shadows of desire
and memory. Moving through three immersive
environments, audiences encounter deeply
personal narratives in a safe, guided virtual
space that fosters empathy, curiosity, and
reflection on intimacy, self-discovery, and the
diverse ways we connect with ourselves and

others.

BEMRHAZEERERZM > 2R (Snow) £ (Melon Rainbow) AR
BHREEREE > #ETNARRETYERM » TEREERETERES
EiER  HEMEEHHZIER B0 ©

Laurits graduated from the National Film School of Denmark in 2013.
His shorts Snow and Melon Rainbow premiered at IFFR, with the latter
also screening at SXSW and winning Best Danish Short at Odense.

H]E~ RHEA BAORKERER - RERUZARNE » WAITZ XR TEE
Makropol > fEGRERERE - HAIE (End of Night) REREMTRERE
IURHRMELE -

Mads is a director and producer exploring the intersection of cinema,
performance, and immersive technology. Founder of the XR studio
Makropol, he produced End of Night, winner of Best Immersive

Narrative at Venice.

BRI MHTSE - IR
Laurits
FLENSTED-JENSEN

TS
Mads DAMSBO
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PROGRAM C13

Taiwan Premiere

# BE) VR Interactive VR

# F2IBHE Hand Tracking || # &) Roomscale

YNEEFER B RIAR DY VR 1R M > RAIBRABRERAIZE
EHUWBVNES o fAGEREE - AMBERNAIREVIE
& WEAIEARM « [OIfE4 - IRIZ BEMEAE M ATHE
i’E o BB MEBNEER  BRAUASH

5| EHISIE > T—RREFF > BHRBILE
EWEE’J e

EmZAHA » hRAXFRT » —IREER
BERHERZTH » St —EREFHBREENINR
NEMERRMY - RRARZESIBE > EEHE
ORI EERE - SISMRRRILNIEE - &
BUMARBEARKRNES R > ENEGRA
BRIFAERNBEA I > WRFER OIS
WEERNRIE

Empathy Creatures is an interactive fable about
collective healing that invites participants to
encounter a burned-out, Al-powered bird
that senses their presence and responds
to their actions. Without dialogue or text
prompts, the experience unfolds through
intuition, interaction, and poetic rituals of
care, encouraging participants to slow down
and rediscover joy together. Through delicate
and futuristic design, the work reimagines
communication between humans and non-
human beings, placing empathy at the heart of

the experience.

EEFTREZIWIMEREMNR > thB9Fm (HanaHana: Multi-Bloom)
ZR7E Golden Halo Award B @ M BWR5|I2XERERIFANBRHFE
B - HER BN HREREMREL  BEKERZMEYE « Ligsh
BEMEE « HTE NS 2MBYE FEREMEERL -

Mélodie Mousset is a renowned innovator in mixed media art. Her
critically acclaimed, Golden Halo-winning production, HanaHana,
a multiplayer VR sandbox, has seen some four million hand-crafted
sculptures by users worldwide. Her work has been exhibited at venues
including the RCA (London), MOCA (Los Angeles), Bund Museum

(Shanghai), to name just a few.

T

MERE
Mélodie MOUSSET
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PROGRAM C14

) I= 3

Asia Premiere

# % AE&) VR Multi-user Interactive VR

# F253BHE Hand Tracking || # E£&1 Roomscale

202519 (HiERE - FHEE) EWMES LBE
TR TNEEERE o EZBE R Small Creative BE+]
E2H VR EFEF 0 BHEBERER 1953 £A
HEEETEEBIEBNETRZ - EEBERHRERE
AREERARLEEMESE - e WrHE
LLHRRIBEBER o (R IFRMER—8 > &
EBALFBAT > EHRE - RZEFETHAF -
— SRR E - ERRERE—RBREL > M

FIRERIRME MBI VR - B VR &88RA R

BELEE > MERIKENRE  EMARE

0 WMIEMEREY > MERIRIbE RIFREZIEN—

o

Join the legendary expedition that climbs
Everest for the very first time in 1953. From
Kathmandu to the formidable summit,
experience alongside the climbers and Sherpas
an epic human adventure marked by danger,
hardship, and unexpected twists. Drawing
on the research in Nepal and the Himalayas,
the experience recreates the scale, cold, and
extreme conditions of the world's highest
mountain. As a member of the expedition, trek
with the Sherpas through thin air, fierce winds,
and deadly terrain as you make your way

toward the summit.

IR TRERINREREE » MBI RNEFEIZGINER A
AXRBEREXHNERRF  RREGEMSBIARE > MEERE
R » EIFRITER AR BERAYTR AR

Dellac began his journey in cinema, where he explored new ways
of shaping images and narratives through virtual production on
international films. Drawn to spaces where technology becomes a

sensation, he gradually turned toward VR.

EXEER - RA AR ERIEE > HER 15 FRAGRIFEER - &
SERRTT  DEFRENGEELN > HEINER  EREEREAT
B UBHIRBHE » iTEMEADBINE -

With over 15 years of experience in music videos, commercial work, and
innovative audiovisual formats, Auriche now focuses on projects that
blend cinema, VR, and Al. He creates emotionally powerful narratives

where technology serves the story.

R EhI
Jean DELLAC

HEHBRER R 1+
Benjamin AURICHE
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PROGRAM C15

=EEK

Taiwan Premiere

# % AE#) VR Multi-user Interactive VR

# REEIE Mixed Reality | # F2EHE Hand Tracking

EEBZEWENE? 3P LOFREHRFIZF
% o HEI—&| VR RERfthiXE— B IRERRN
ERAE > AERBHIRBINIZER - BRI
VRChat XIEABRITEMHR » FRET—HE
MXERENAER | RELZINRIPERN - A
M A ERENREDNY > BEAEECH
/Y Al BHIK - BB —EX—BARNE R
BB o DEBRIKERIFRIRS - thiBI8IAS
ANEREENFZERABRFEE > MEE
B ABC - E2R4A VR HEN—HEHFES
ME2—REAREIE - BHEBKIFANKRE

Bz o

In a future where VR is commonplace, avatars
serve as our "other selves." First Virtual Suit
follows a high school student who, after
struggling to find his path, enters a vibrant
virtual community inspired by VRChat culture.
Through encounters with unique characters,
musical performances, and creative interactions,
he rediscovers the joy of creation and learns
that life is not about becoming who others
expect him to be, but embracing who he truly
is. This work explores creativity, connection,
and self-discovery within a virtual world where
everyone can discover new ways to express

themselves.

1996 FAR A HEMRBEENRSEEMASEARNRER > IR
RREMABREEBRLTRM - tBRESHIEESHEIEAIE 360 EF
£ > FRBIE Shugo Tokumaru {Canariay EhE > UK ERFHE (POP
TEAM EPICY 5= REEEE - H VR fF (FEH18) L# 2020 =ik
BRET TVR360 fhZEtE o

Yuhara Kazuki studied Information Design at Tama Art University and
earned a master's degree in Animation from Tokyo University of the
Arts. Yuhara creates 360-degree animations using digital painting and
other techniques. His works include the animation for Shugo Tokumaru's
"Canaria" and the opening animation for the TV anime Pop Team
Epic Season 2. His VR work MOWB won the VR360 Award at the 2020

Kaohsiung Film Festival.

HEFEE
YUHARA Kazuki
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PROGRAM C16

# E&) VR Interactive VR || # F2EHE Hand Tracking

EttRITBRGMAERN -] BREStHS
BA—RRIE? VEEMGBREBHNERHE
o AMAEERRF > WBRAZEZAENLIR -
ERTaER » BYEAOBZTEHERK - 3N
BT ARET £ REHBRUKE © fFRUT
BMARNKE > #EIE - RIGRARFZHE
UERNEKERE > ERMARABRKNZ
B BMER DAl NEZE—ERSHHRK
BIRIE > thimiE T FE M BRET » BR

B RERTAENE—RBHE?

The boy's only friend was the hallucination of
his beloved cat. Concerned that he was ill, his
mother admitted him to a mental hospital. After
three months of treatment with medication, the
hallucinations disappeared, and the boy was
discharged. However, he had lost his emotional
anchor and appeared even more lifeless
than before. This work portrays the complex
relationship between loneliness, trauma, and
companionship, reconsidering the meaning
of "healing" at the intersection of psychiatric

treatment and emotional attachment.

1980 FEHE » EXNAREEKZ + Image Forum Institute of Moving
Image BAERTEM AL o § 2002 FiE » MHEERARBEELIE » H
REBRER TENSRE BHAERESHHN T (Ma) 1 » 21RE
EZ PR SRR EE S o

Born in 1980, Wada graduated from Osaka Kyoiku University, the Image
Forum Institute of Moving Image, and Tokyo University of the Arts. He
began creating short animations around 2002, continuing to explore
"comfortable movements" and the traditional Japanese concept of

"Ma," which refers to the tension created between movements.

MEE
WADA Atsushi
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PROGRAM C17

) I= 3

Asia Premiere

# E#) VR Interactive VR || # 8EEFEHE Head Tracking

MOEENRHERRZT RERES —EH
DWERMMTHA  FRiERAFEHED

MKatabasis (ERZHK) | BER > 5IHEBERR
ANBEERPR ~ R REIE ~ KIBRZREE » RS
ERSREHEEHAMN—ERE - RREH
BIEE  BERRNFA  URESFARZ
YIEER - BRRRMAERLUNR VR E ML
REGAFEEG  FEENESREEREN
BUBRAZ IR UL ARAR > Dt —ERRANCRERE  (BEE
FENRR > ENRREHEERLERETFE
A DRIEREE S o

Katabasis guides you into the city's hidden
veins—spaces inhabited by those rarely seen:
unhoused souls, unseen laborers, abyssal
poets, and seekers of the invisible. Ugo Arsac
amplifies their raw, intimate voices, creating
an immersive journey where poetic evocation
and documentary truth intertwine - a story of
escape, longing, and the urgent necessity to
exist. Drawing from the myth of "katabasis" -
the descent into the underworld - this project
reveals New York's shadowed terrains: beneath
its urban frenzy lies a network of shelters,

tunnels, waterworks, and hidden corridors.

RRAZEREBFZEEENRERMHUENR » hE2ERIUSRAIEN
IRAR - (FRAMSMEE - ARSEHRR ) HEET - RE XR A
THEHAE SRBEREEYREAZMEBRL - 2026 FERBERINZ
NHRBEE TR » M ZEFTHARAT Villa Albertine BAZ 7 Villa Formose ©
NS - AEIUSRER CRABEZLY) o

Ugo Arsac is a visual and digital artist based in Marseille. He won the
Grand Prize of the Immersive Competition at the Cannes Film Festival
in 2026. At the crossroads of mythology, anthropology, and urban
exploration, his work captivates through its formal rigor and poetic
depth. He creates films, installations, XR experiences, and graphic works
that have been exhibited in major festivals and venues. He recently held

residencies at Villa Albertine in New York and Villa Formose in Taiwan.

FRRMIESE
Ugo ARSAC

KioBa1e) aanoeialu| Y |{gEtEk | - uonnadwo) ¥X MEHSEE] ¥X




PROGRAM C18

; ) I= 3

Asia Premiere

# HE) VR Interactive VR || # #EHIZ8E &) Controller Interaction

#BZHH) Voice Interactive
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WMRANEER RS > BHFERECHM
8m > FRAEARN ? (HIH LAND #E5E28)
HEEEEERIA VR JURIRER > ER MRS
B ERERF > 5|BHRKE E—RERARBRT
ERARAZ IR MEIER ~ MEEE ~ HiE -~
g IEHESR RREMEE  5—EBREFE
M BB R 2 N EBE L KR o FmUERR
RN EARRZUNLERE > TAORRFEY
BB —HRAGEE « 1 BIZ T HlEE R B
BE > WBFSUREENTZIEM  1ZNEER
BHEE -

Lesbian Simulator is an interactive VR artwork
and game, an ode to love and sexuality. It
explores the journey of discovering your sexual
orientation, the violence that queer women
continue to face, and the sense of belonging
within the lesbian and queer community.
Guided by the divine voice of a female narrator,
you are invited to enter a poetic virtual world
where you can explore your sexual orientation,
meet fictional like-minded individuals,
experience a coming-out, go on dates, and

much more.

LFHN B ERERARNEURMNR - hEBRIFMNAI R RS
RHLE > RARBREE - BREZE o (FRE Playgrounds #2/& ~ 1
EXH M Kaboom BIBXERRAHRIBSEEZEMARZHRE
$ o

Iris van der Meule is a digital artist based in the Netherlands. In her
work, she creates innovative ways to hold up a mirror to our society and
reflect on themes such as climate change and queerness. Her works
have been exhibited at festivals like Playgrounds, The Netherlands Film
Festival, Kaboom Film Festival, and the Dutch Design Week.

BYEIIE VAR
Iris VAN DER MEULE
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PROGRAM C19

) I= 3

Asia Premiere

# B8 VR Interactive VR || # F2iBHE Hand Tracking

BA—GAERERENSES - RFIHEF
VRSHEREMRPTEEN, - RBHEEA ; 51EEN
HERE  FRMBEEXNBIENEZIR » £E
BZRAREBEZR - FEREVRIARE - BREE
ESTEEE TEEL R HHESN—5H
AEEEEBENSLED o

AMEEM VR BB » REERH#ER - £H
BIRBREIR > AIEHRMETHISREL -
ERA  AIEERERBRESHZE > (REHEG
B E R PTRAR R R - BRIIISEILIRIIR
12 MERRBESPIEFIELE > hBEMER
R RERRFHER » REBAIBTERE

TIRE > BEEE—gR -

Gil learns to control his dreams with the help
of his boyfriend in this shifting immersive work.
Through VR's spatial capabilities, this work
creates a constantly transforming dreamscape
of optical illusions, shifting environments,
and visual wonders. As Gil flies, creates
spaces, and forms intimate connections, he
learns to transform fear into something he
can confront and understand. This dreamlike
journey explores the delicate balance between
control and surrender in lucid dreaming, while
reflecting on the meanings of escape, loss, and

letting go.

HEE—RIEREDE « @ERSNERNERIEMNR > BE (F
EEZE) (2026) * {A Mae de Sangue) (2019) » UUKREIEHRH (A
Danca dos Fanchonos) ° EffiERERXFEBE MEEILEER

KHEE °

Vier is a multidisciplinary artist working across animation, painting and
immersive media. Director of Lucido (2026), A Mae de Sangue (A Mind
Sang) (2019) and A Danca dos Fanchonos (in development), their work
plays with light, shadow and negative space to paint scenes that contain

simultaneous imagery.
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PROGRAM C21

) I= 3

Asia Premiere

# B&) VR Interactive VR

# REEIE Mixed Reality | # F2EHE Hand Tracking

BN LFRAE—HHEANERBRN > HRE
it R EEFRES - HEEBRILIZE » it
B FETIER - B EAEREMEY -
PR ARBISENERTD - BEEREES
MICERRSSBIE AR A » ERIEEIKE S > W8
§55518% - HEB TR OLRBHRARE > 7
- EREERIREZEAREBHR - ERURN
DEBEERR > EHENEARNRERBRST
BIOR - R —HRMEFBCHEIEE > B
RUBRAAENELAGEPEZINRK - AME
TEMES > MERZFS ~ KAFENFERM
TERF R R BIMTS

Nox is an interactive XR work that immerses the
viewer in a fractured psychological landscape
shaped by trauma, dissociation, intrusive
memory, and fragmented identity. Through
narrative progression and four hand-tracked
interactions, the participant moves through
an unstable inner world where perception,
bodily sensation, and reality shift. Blending
documentary intimacy with dramatic immersion,
the work offers a deeply personal experience

that leaves a faint sense of hope.

HAER 2007 F£ - HFHMER—SHEAEMNR - EXEEHRAER A
& o H XR Ef (Nox : RERE) AERFABEEEREAKTIS;
MR FFZEEtE (Tactus) 2 2024 F&E% NICOGRAPH W s & 1E& Demo
Exhibition #% » 43 # % CEDEC B

Born in 2007, Nakada Rio is a Japanese artist, filmmaker, and creative
technologist. Her XR documentary Nox was selected for CineMart
Lightroom at the International Film Festival Rotterdam (IFFR), while her
MR research project Tactus received the NICOGRAPH 2024 Best Demo
Award and was later invited for exhibition at CEDEC.

fhESE
NAKADA Rio
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PROGRAM C22

) I= 3

Asia Premiere

# E&) VR Interactive VR || # F2EHE Hand Tracking

ABECEREZMAEMED - BRI - AIFLUNR
il VR B2BR » SIBBRMEARMRTHIERN TEB
(Outrenoir) 1 BIFFHE > (F@EFHEINERTRE
B~ EFCREEEMEMER TSR
REEM B > HERERMATERNIE » &
B RSAE E > FRE TEBR RIFERBRE -
EHEMBEEMRNVEBFRT > BERESR
YHE - TREERE > SIEBRER —IBEEREA
RAZik > EMETIER BEREEHAE

BT o

In tribute to Pierre Soulages, Outrenoir is a VR
work that immerses viewers in the painter's
universe. Viewers are guided through a
continuous movement: between the brilliance
of prehistoric caves and the mysteries of
painting's origins. Childhood memories of
the artist emerge, and the perspective shifts:
at times offering the intimacy of blended
pigment, at others the sweeping view of a vast
composition. A fluid narration, drawn from
his writings and interviews and carried by the
magnetic voice of Isabelle Huppert, invites
viewers on a timeless journey, suspended and

free from constraints.

P74

BER—RAERE - ERAFGAEE  WESHERTYLEY > WA
ZHEREZREBGE - MNEFRIES T HHEXLRAEARE > (Fm
BRREXME « ERNRBIRKRBETEEL - B 2018 FiE > SERAE
BREUBEISEIBAIE > 8 Lucid Realities SEXSIERIZIIZ R85 - B

VEMEMNZEFAE (RAAER) &2 (FeEes St -

==
==1
&=
=
L]
=)

A French writer, director, and stage director, Gordon has directed
multiple award-winning musical films featuring leading French
orchestras. His recent works combine classical music with contemporary
performance, and have been presented at the Musée d'Orsay, the
Théatre du Chatelet, and the Louvre Museum. Since 2018, he has been
creating VR and AR experiences, largely produced by Lucid Realities.
Co-directed Van Gogh's Palette and Dance Dance Dance - Matisse with
Agnés MOLOA.
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ERFIE > RIEE—RE A RIER - HEFENRE
RAFIBXMAAE o RB ARB R PR > ABEAIKE
1E3% - SEPEABALH mBVES VR e > BHE
FANREEERER  LHFER - ANXHES
MtmB RN NBRESR » SAEEEF
—RIRZMERNES © RSN HIEZEHIR
BIAZE -

—(IEMERABRERFIALEES > &EAD
MnER : NERTHREEBNSY ? 845
L HRAVEST B HERGFER IEREEHE -
TENEZMM » B—PEEEES —IREILIRN
B o TF—HAEMEE HAEBIERIEZ
i o BABIRF B FRARIZHEM] » RS EERY >
ARk’ EEAUSBHMAE?

Before he knew it, the man found himself
standing in a strange line with no beginning
or end in sight. He was a biologist researching
whether apes possess intelligence while
dreaming of one day making a historic

discovery.

Ahead of him stood others whom he felt he
somehow knew, yet could not quite place.
The feeling seemed mutual; none of them
knew why they were standing in this endless
line. In a society defined by competition
and comparison, how are we meant to live?
Is it possible to escape this line? This story
confronts how we live in a society where

comparison with others is unavoidable.

ERRMBEREERRL T MRILEMA—RRE © 7 25 5
ENRAUBIE (BT 5T 5) AERRRERNEERE A E)
RE > I LUSERAIBIAIERHIE - RN EEXABRAGELF -

While working in film lighting, she aspired to become a screenwriter. At
25, her screenplay Ao no Zarazara was nominated as a finalist for the
Kido Award, a prestigious gateway to success in screenwriting, and she
subsequently made her debut with an original screenplay. She currently

writes and directs films and television dramas.

LFERIR
KAMIMURA Naho
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25 FEBVABAL S ITE BB R P EE SR - ZEYRIRIFEREL
i R BUSCIS SRRt R — R 158 - FEERIRERE
B BRREE AN BEHRERER > BR—
B< NOHEREEEAE o« ERIERI IS KR
BARE > MU AEERBIBE - ME—R >
BRRBtHhRE—ERRNESNEDR
8 R BEERRIAIRIE ?

Elena, a 25-year-old influencer, wakes up in
her room, her world blurred by medication
and fragmented memories. Confined within
this enclosed space, audiences embody Elena,
piece together clues step by step, and uncover
a heartbreaking, cruel truth. As traumatic
memories come rushing back like a tidal wave,
Elena must confront her past. This time, the
audience will choose for her: to succumb to an
endless cycle of agony, or to bravely step into

an unknown future.

REFEREEEAVIIR XR AIFE LRGSR - ZEIBIZEIERLREDN
RREE > s AIERZERE ~ ARE M EA R EENE TR EE 0 HAIE
BROFERZEERAA > B RENARTERAMBMERNE
RURR o (MHNERE) BHIE—3 XR E&R > HEREAE 2025 F
Innovate UK T8 TR 4% o

Chang is an emerging XR creator and theatre designer from Taiwan.
She explores how space, visual language, and emerging technologies
can shape narrative experiences. Her practice is grounded in a feminist
perspective, drawing inspiration from women's experiences. Sweet
Dreams is her first XR project whose prototype was shortlisted for the

2025 Innovate UK Immersive Tech Awards.

RERF
CHANG Shan-ting
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World Premiere

# B&) VR Interactive VR || # 128 E &) Controller Interaction

PROGRAM C25

(LI 3E88h) LB 2025 J[EBFEHTZEA
BH MR R (F2F)  URBEZHERRES >
HE—2REXERT BCNEFR > FEH
ERBIEHE - #1  &RRAEFENETH

o EmUFTTMFERHIRE » REHE—HMINE
BRBRZENIUINIRE » 5IBHRR ML)
W~ BE - RREBRISEREES > HEHHE
RIRZ M R A ENRELE BRI - BER
FRERNFGZHEY > FR5|IEERBRS
7 1N REZAEBFKETR > AIEMEERIL]
Bt R A > BRE ISR AR ZR o

Inspired by Andersen's tale, The Double
follows a scientist who releases his shadow,
only to see it gain autonomy and power,
eventually replacing him. Across the dreamlike
tableaux, the experience blends realism and
abstraction as viewers journey through a world
suspended between dream and reality. As their
presence activates choreographies, encounters,
and shifting narratives, viewers are drawn
into a sensory exploration of identity, power,

imagination, wonder, and melancholy.

HHEFEEAENTEER HSEHEE » WA XBEEMBRRELT o b
ARAEAMESSHEE > BMBRLF > TEAREBEIANTEER
Teatros del Canal BiTAEE R AR BRRIMHT EE - AT ERER
B (BREE) - (EF) ERAER > HFRALEHEBE=5 4
BERA

Blanca Li, choreographer, dancer, and director, is a member of the
French Academy of Fine Arts. She led Madrid's Teatros del Canal and
presided over La Villette in Paris. Born in Granada, Spain, she has been
trained for five years with Martha Graham. Her Paris-based company
features immersive works like Le Bal de Paris (VR) and The Shadow (MR).

She directed three feature films.

wEEFE

Blanca LI
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PROGRAM C26

) I= 3

Asia Premiere

# % AE#) VR Multi-user Interactive VR

# EE Roomscale || # FE4EHE Hand Tracking

1950 78 » BEIRY - MG EIEMN S S
XEmER 0 AR R EREAEMBERER
ABIE o (EHTHER) UETFEBERARE
b B - BEEPESHENRIES
R HEA T ARREIIZHIAERIE o [ZER
A0SR ~ 1R N SIARBVAESERRE > BIBE B LUK
WOER > EMERLUTERANE - BFERE
RESZFHHREAETHNES > —RARFBEFE
BEIEZENEWREE > hREEFIBEMEA
HHRERIE - EEEEZRZE  ERBRMNF
BYAJ & o

In 1950, the United Nations sent forces to
support South Korea against the invasion by
North Korea and China. France contributed
an all-volunteer unit, the French Battalion
of the United Nations (BF/ONU). Through
the testimonies of various participants, and
by structuring the narrative around the key
moment of the Battle of Jipyeong-ri, Hayoun
Kwon chooses to give a human face to the
suffering common to all wars, while highlighting
the solidarity and friendship that developed
between the French troops and Korean soldiers

embedded in the Battalion.

BAREREMAEMNR > KR IEK&RHRNERERIFEZ—
Innerspace VR » REFRECEELGIEEELIF - MFEHHSHINRN
REMFR  QERASEHERE - AR 2024 FREFFZREHETN (X
LLsFEEE) -

Renowned Korean artist Hayoun Kwon co-founded Innerspace VR, one
of the very first VR studios. She has been developing a work on heritage
and memory for several years now. She recently developed several
immersive installations such as The Guardians of Jade Mountain, co-

produced with Taiwan and in official selection at Venice 2024.

A
Hayoun KWON
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Taiwan Premiere

# H#) VR Interactive VR

PROGRAM C27

WMRENHEAROE > ABREER ! £1FELU

MERA) LS (MMSMkREE—ERES
8 EMTERAE > 5 EIRTRABALE « BEERE
FAXE  BREMEZANFHEER - MBES
AP N ARG RE TEHART) - BE
FEE FORA tH 57 30 N TR AR

EEBERNXMRNEEES VR RIRMEEAH
fea > BIEARIRBEMBEMR > EBAKE
BN EEEZERERR  BAARMR—IER%
FEBIRAEET o

Three moody geraniums take control over their
fate and plan their escape from the windowsill
they spent their entire boring lives on. As one
of the plants, you grumble about tangled roots,
complain about the scorching sun, spy on your
owner's daily mishaps, and even sneak a selfie
with their phone. But freedom proves less
exciting than expected—the new windowsill
looks much like the old. This humorous and
playful interactive VR invites audiences to see

the world through the eyes of a potted plant.

HHTEMRERBLEAFEEEHR VR TR > 2020 FREHMIREF KASK
BB BERIESA (The West Flemish Pub Experience) ° H#%&
FHERRFHEN VR WRIRATAE > EEAIEEES VR TEIER (Three

Geraniums on a Windowsill) ©

Joren Vandenbroucke is a Belgian animation and VR artist. He
graduated from the KASK School of Arts Ghent in 2020. Fascinated by
the performative potential of VR, he continued exploring the expressive
possibilities of animated film and VR, making his VR opera debut with

Three Geraniums on a Windowsill.

HFHCERER
Joren
VANDENBROUCKE

KioBa1e) aanoeialu| Y |{gEtEk | - uonnadwo) ¥X MEHSEE] ¥X




- uonneduwod ¥X g TEE ¥X

1=
5
7T
5
—
[
a
Q
0
o
<
()
(@)
Q
—+
[}
Q
0
S
<

7

PROGRAM C28

) I= 3

Asia Premiere

# B&) VR Interactive VR

# &) Roomscale || # #EHIZ3 EE) Controller Interaction

EE—EERCIRERNEE » (RERE LA
KAIFRERIL > REEREANEERES - 558
ERUABEERRAKERNEESR > BEN
HHES 2022 FRMNREAKIRE - MIREHE
EEFE—TIRAR > BARRZREER > BA
IREFIFEENTHNEE - ERARAKS ; HAA
ATHERTRE  BEFREERXIER > M&K
FHOBREOENTIERE

PSR KENEBAEE - FEEHR
BB KRR R EFR o fhFIRIRE R AR L
prestERER - KBEAENRERY M- (R
FERE Y mA B REMM 0 MEHKBRE > MHF
REHERECE ©

A house is never the same after a river runs
through it. Memories of flooded homes are
reimagined using groundbreaking storytelling
technologies. Through VR, projections,
miniatures, photographs and sound, The World
Came Flooding In explores the rich inner world
that remains when everything is washed away.
Hear from three flood-affected individuals—
Marina, Antoinette and Tom—as they share
their personal stories of living through climate
disaster across eastern Australia. Separated
by thousands of kilometers but united in their
experience, their words create a powerful

collective narrative.

D EWEMMANRTRAUEREE - MEARKRAHRAIFZL > 7
BRI - METEENEE  XR BINEHEE Fm o G SIIEEHM
MIRE  BR - BEEIUIINRM - 28BS  BREREIBRERNIN
EAiTRSER o

With a shared passion for stop-motion animation, storytelling and
technology, Isobel Knowles and Van Sowerwine create technologically
innovative, elaborately detailed animated films, XR and immersive
installations. Their work blends three-dimensional miniatures,
photography, animation and immersive technologies in unique and

emotionally charged, surreal environments.

Fpid= N B
Isobel KNOWLES

RERR
Van SOWERWINE
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My Time Machine

DA FE B ER AR R ERIFEET
EATORRE > th2RkEZTHRERNR
o FEBF 90 F > B TER T R > T2
BEMMREIRER - thRAREEERAHES >
BATMIARIRIE T K2R > B ATt 22l T By

ZEE?

@ R
World Premiere

# B#) VR Interactive VR
# BAERIEHE Head Tracking

D 1VEF

AEHEEXEE XR ILRRTAK
BIfFSZHstEE

-

Adam enters a state of flow as he dedicates
himself to developing a time machine,
completely losing his sense of time. Unaware
that 90 years have passed, he finally completes
the time machine. Has he simply arrived in the
future as time passes, or has he truly succeeded

in traveling through time?

RianalfFE - IRERATE RERISEEMARSRED

=
EEMBAERATE > LIHEHERE - SEXESEEET
==
%

TehEEE B (RERMIXFIE) EER Vision Summit VR/

R RIERIZEIRASEREE > W AE IndieCade ©

>

Lee is Professor and Chair of the Department of Multimedia and
Animation Arts at National Taiwan University of Arts and directs the FER

Experimental Game Lab. A former visiting scholar at Georgia Tech,

LEE Chun-i

his work Eleanor of Ayer won the Best AR Experience award at

Vision Summit VR/AR and was nominated for IndieCade.

PROGRAM C29/01

@ tH 57 &
World Premiere

# % AE &) Multi-user Interactive

1t REEIE Mixed Reality
#IURTIEE Immersive Projection
it ‘EE) Roomscale

# Al EEE HEHBEE) Al-speech-
recognition-driven

miENSEFRT

Towards Jimagawod

BRE—GEGINRNCHER BER XR XBER
BOBRER > WXBNAWH > GEFWEM2REE
FRERMER (FIEK) (FXEE - BERENE
FAE (REREARE) HE - EiB Al EEPE
KRS - BEEBIRARS » HERNAEES
BFENEE - BRNEIEXBE—IE -

-

An immersive documentary and collective
XR literacy ritual experience that reinterprets
Black Wings, the oceanic novel by Taiwanese
Indigenous Yami/Tao writer Syaman Rapongan,
through Al-speech-recognition-driven, mixed
reality, and projection, audiences' reading
interaction are woven into the author's voice,
presence, and memories.

XR ATHBELBURRE » HAFREIRIE - X6 SfREED
SR ——ARIENTEMAEER - ERF 5| B2 IRHS - AR RIS ACER A ~
BE - BIBR A XR > ERERTRKRRNGEYE  MEBRGHARBR

B - FmE RS EREREEREL

Lai is an XR creator and filmmaker whose practice explores

environment, culture, memory, and identity. Rooted locally yet BER

globally resonant, his work spans documentary, animation, fiction,

LAl Kuan-yuan

and immersive media, experimenting with diverse forms to activate

imagination and foster emotional connection.
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XR SPOTLIGHT

IKEIAK > SRR > KANTHNEIEREREES - 5F [XRAH] BEx
B RS T R - N —I5IEE AR 2 ARIRZHEEY o MEREMEFHNEN LR
2 BN E SRR AR M SEMER » URBN THEBE LR - AERZSEEE, -
BRRFERAREFE  RRUESENRGEY

The keywords of this year's XR SPOTLIGHT read like the coordinates of a
multidimensional journey, traversing space, time, and modes of encounter - from the
solitary to the collective. Gravity and exploration propel us into outer space; dance
and live interaction awaken new forms of empathy; and reimagined art histories revisit
the spaces and inner landscapes shaped by war. Distinct in aesthetics and perspective,
each work speaks through its own creative language, opening a unique way of seeing,

sensing, and experiencing the world.




§- 4 PROGRAM 1

FlER4% .
SHEF:

Mission to the Moon

SEE « Z=i# France, Taiwan | 2026 | 2 AE&) VR Multi-user
Interactive VR | 29min | 338 ~ 7A5B¥fH English, French
Dialogue | 3 ~ A3 F % English, French Subtitles |
EiRER G

e
Asia Premiere

# % AEH) VR Multi-user Interactive VR M # & Roomscale

2030 £F » NASA EIEnErmFIE K4 EtZ > B In 2030, following humanity's return to the BMR ~ RE ~ B8 > EANESERAE  RREBZHFEEHNA

REARBRERE > AEHEREBENGFEFSEN  Moon through the latest Artemis program, 4o Haltegisicirh « EnmBESEERER  fIEHBERHREER

KIEE - BEE AT ABEERNERHTRNS K - astronaut Lucy Bauer invites viewers to BIEIFTREE ° (Ef (FEFID - BBERBA) » B—REAEBAISEN
BARKE—RIIELMRFZ] | {EXEAZEF  experience this historic mission alongside EREGEBNIITENER > BRENZEZTERRTRE - this@RTAE

Ef5EK - S REIFEK > BRI ABKMERE MEE®  her. From liftoff and spacesuit testing to lunar BRI > REIRE(Z o WiREARAEGBNZTEE o

EIk) BB o EEKRIBRERMIESEKIE - — exploration and the search for water, Lucy

FKFHATAEMEBRFNGZLOISE ; BEER  shares the key moments of her expedition. Léa Ducré is an artist and director of hybrid media works exploring the %ﬁgﬁ*iﬁg
PHRZ > EMERAONTNEBEIX—#  Through the intertwined stories of Lucy and boundaries between reality and virtuality. From documentary and video Léa DUCRE
Bk 5B ERMRNOMNERBARMILIEE » TEEME  fellow Artemis crew member Oscar, viewers games to VR works, she creates innovative narratives that challenge

BHNEBHPEMSER o &1EH ZED ~ EEAHE  encounter the awe, challenges, and discoveries traditional storytelling. Her work, Eliza, has been showcased at leading

] (PTS) ~ EEEHR A Small Creative 2] of space exploration, becoming part of an festivals. Through her creations, Ducré examines our relationship with

o extraordinary human and scientific journey. technology while exploring an imagined future.

82 83



J.J PROGRAM 52
—iEHESZI0

Collective Body

EE ~ EE ~ £ France, United States, Greece | 2025 |
% AE &) VR Multi-user Interactive VR | 20min | 3258 « 538
¥t8 English, French Dialogue | 23X ~ A F % English,
French Subtitles | ZiE4% G

2026 FRAREAMH BEET

Newlmages Festival Panorama Section
2025 BEMFRE ISAARHREET

Venice Film Festival Venice Immersive Competition
2025 Wz RINRRE

Sandbox Immersive Festival

S
Taiwan Premiere

# % AE#) VR Multi-user Interactive VR

# EE Roomscale M # FE4EHE Hand Tracking

(—EBKEEIE) ZH T —EZORR @ SREWA
AHFRERBNESE ? MELELEXZWAHRR
M WHRZE > LEABAZRERS ?

FRBFE2REZASRAETE  EMEBCK
R IIELE - UXEMEETMNN—ERARS
B S| E2RESHRRRVAEREEHNTG
i RRESPREERNERFER ; KBS
ER BERATE  BYER—GHASSE
EERRVERS IR R o BRBRP RV ERASER 2] — 118
BFEE ~ BERARA ~ YRBE - BIEIRMESE —
E}ﬂ%" BEHNE  EREARERENES

=z
BEo

i

Collective Body is an interactive VR experience
that invites us to meet ourselves and others
through movement. Set amid a New Mexican
storm, viewers are guided to rediscover
their first ways of engaging with the world,
symbolizing formative life events that culminate
in a shared exploration of our embodied selves.
These moments - beginning alone, discovering
the unfamiliar, first encounters, and joyfully
moving together - represent how our personal
and collective stories are written through

movement.

DHARARR - HER—REE GEX  EERINNFFEREMNSK
HFRBIMERIERE S T SREF - BREIR « IBEEREANENE - thE
Body of Ways BRI ~ fERERMEFL - BREFRBEIRKRREESE
MEESEEXCHBERX - REER  FERRSEERNATEIIN
STERRHRAIARK

Sarah Silverblatt-Buser is a dancer, choreographer, director, and
immersive media artist whose work combines movement with VR, AR,
and emerging technologies. Her projects have been showcased by
institutions such as Lincoln Center, Théatre du Chatelet, and the Musée
d'Orsay. Based in Paris, she explores how embodied experience can

shape the future of immersive art and technology.

O©Atlas V, 2025

RIS AT T LK S R

Sarah
SILVERBLATT-BUSER
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©Lucid Realities, Musée national Picasso-Paris, VIVE Arts

§_J PROGRAM S3

R
i HE R

The Metamorphoses of
Guernica

35E ~ = France, Taiwan | 2026 | E&f VR Interactive VR |
15min | ZEEE - HEE ~ AR - FAPETFEE¥H Mandarin, English,
French, Spanish Dialogue | #EF % No Subtitles | Zi&4k G

DN ER
Asia Premiere

# B#) VR Interactive VR

KIERBHERTREAZEFRERERE (BBHWEFR)  The Metamorphoses of Guernica provides a ER ~ B8 » G2 HBEBEXME « ZBEAHFETFESA france.tv & Canal+
=

86

BRI - BRE—SEHEEN « BUsEEIE/
BREEIRIE - BERAGIEH S ERMBIHS 1 1937 &
EREREEGHREFHNEE « Biis/ME
BHREREL - BRARGH T HIRIERS
MREEKEHA - RAHBREERERFDE
BEEREM R EYIENERE - (FmBAmAIESE
REE ARFHNBERREKEH LR TS
l)(&»*ﬁﬁ%i%@ﬁf%%?ﬁ%ﬁﬁ » UEE— ATBRR
EXEBFR - ANIEHEREBA—RIIIZER
% STRACHREN FXEEEJ m HEEREEl
HEEMAIHE4E  AYEH Lucid Realities ~ B%2
BERREMEESA VIVE Arts HREIHME o

unique immersion into the heart of one of the
major masterpieces of the 20th century. This
experience traces the history of Pablo Picasso's
monumental painting, from its commission for
the 1937 International Exposition in Paris to
its emergence as an iconic symbol of peace.
The story unfolds through the alternating
first-person narratives of Spanish Republican
delegate Juan Larrea and Surrealist artist
Dora Maar. Through Maar's extraordinary
photographs, audiences witness the creation of
a masterpiece that is both profoundly real and
beyond realism. This work was co-produced
by Lucid Realities, the Musée national Picasso-

Paris, and VIVE Arts.

FEMXCHBEHERF - Bl - REBNNXCEENHURE > &
EBE S ARBERN AERRE MRAR B ER KBS EREN
tEsh » 7RISR RBEMEEH MM VR (Fm (ERN—EENGR) » &
EmE I 2019 ERHEREIREMR

Nicolas Thépot's works include the series Orsay en Mouvements, the
mini-series Oubliez-moi for france.tv, and L'il de links for Canal+. He
has also directed cultural mediation projects for institutions such as the
Hotel de la Marine, the Cité internationale de la langue francaise, and
the Cité du Vin. He recently directed the VR experience Claude Monet -

L'obsession des nymphéas, co-produced with the Musée d'Orsay.

iR
Nicolas THEPOT
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SRlES
XR SPECIAL PROJECT

(58] MAFRE > DRERBNNBMNEERBH RIS - BREEMN XR &
PR EHE = MESEE R S RRIETF - HIRMEREEMN(F | Hello Kitty ~ REEFMAELR KD
F-RASREKRENLR ; RELEWFREER BRIRSTLOEY  BATEIER
REEENEZTRY ; URER—REBSLRBATRINERE

SENEXENEIEEERENFESTE  #E EHEDEMEN — XR REEHHAI(F
8l METBEALBHE | LS AERMRIKE > XBTHRSHNERS) ; —
AESHR AR R VSIS RS - ZFRARGRIRRRIANIRTE o

This year's XR Special Project features two collaborations with partners from Asia and
Europe. In partnership with the XR Festival Asia and Sanrio Virtual Festival, four VRChat
works invite audiences to recover forgotten memories with Hello Kitty, My Melody, and
Kuromi; journey through the stars with Little Twin Stars; dive into a dazzling electronic

music party; and embark on a healing inner voyage through music.

Continuing their collaboration, the Kaohsiung Film Archive and the French Office
in Taipei present Villa Formose Immersive — XR Prototyping Residency. One project
transforms mixed reality into a collective celebration, while the other explores memory

and grief through an intimate immersive experience.




=& Taiwan | 2026 | 58 VR
Interactive VR | 20min | 2B H
English Dialogue | 3 ~ B3 ~
B FH Mandarin, Japanese,
English Subtitles | ZiE4k G

}7{ PROGRAM P1

2026 =ZRERERE MR
Sanrio Virtual Festival

# H#) VR Interactive VR
# VR EREFRES Virtual World Platform

#1528 EE) Controller Interaction

©2026 SANRIO CO., LTD. E{F fkREtt > U+

TR > B2 Hello Kitty ~ REFFMEEZK—R  An unexpected journey through space and time
B FEEHNEERET R ! e EEE A leads Hello Kitty and her friends to encounter
gefl > BBFR/LAE T BOARIE > Y AEMRE @ mysterious boy named "J." To repair their

iR E e ? AT EE SR AR g 02maged spaceship, the group embarks on
a quest with J to find the missing parts. What

T2 XR F2EHER > €E3 R Beyond the Frame & * E)I | EEFLIEE « 2#ERHMMED 2 BRZEZHRARD » FHMMAN > BEEAE kind of story and adventure await them on this
RINRE  BAGFHENESERE » HEDN XR BlFE - SERE-EBERSHRNNKES B ERE M ? TRER BRI+ ~ BRI journey?

&~ HAMEZRERFER VRChat 1Fan » TARB L —BX—EBmm@EMEEFL] « BAlMERRARZE EEMRE > BIR—RNMASHERKEM !

ijigEA

XR Festival Asia—bringing together Beyond the Frame Festival, Bucheon International Fantastic

Film Festival, Kaohsiung Film Festival, and Sandbox Immersive Festival—supports emerging XR Yan-K Media Works FRIZAS 2017 £ > R—RUNZENRIBTIFE

creators through co-production initiatives and cross-festival presentations. This year, four VRChat ZEK > TIRERBIN Z T RN SR FRRATIHE » MER AR

works by creators from Taiwan, Japan, and the United States, presented at the 2026 Sanrio Virtual E ~ IEENRAEE ~ EMTBIMELUR AR/ VR FE o Ui E R RE

Festival, invite audiences on vibrant journeys filled with fantasy, adventure, and heartfelt warmth. mERZO  HEFRRUIRETHSEAIMKRRL N - ROKNERE

AIREMKREHES RIS -

Yan-K Media Works is a Taiwan-based creative studio founded in Yan-K Media Works
2017. Working across video production, game development, art,

and AR/VR, the studio specializes in technology-driven production

and explores new forms of expression in digital media.



12| PROGRAM P2

92

©2026 SANRIO CO., LTD. B Xttt > U+

sk AMOKA TERILRNEA XM
BRE—ISFHEENTIZTHLZIMR | USLES
AL > SIRFHERMBEEHEE - FRATRE
BRI > RREBEETERNES ? BERRE
BN E—HNRVRERR - hS T HE—
SXEEBNTFE  BETRER - RER—RAEAE
ERMETFHARAEESENEEREEETE |

H7s Japan | 2025 | E&) VR
Interactive VR | 15min | BEE% A
Japanese Dialogue | FEF &

No Subtitles | ZiE4 G

2026 =REESEREHR
Sanrio Virtual Festival

# HH) VR Interactive VR

# VR EHEHRFES Virtual World Platform

# #EHI2SEE) Controller Interaction

AMOKA KIRAKIRA GALAXY LIVE!! is a space-
travel-themed virtual live performance by
AMOKA, presented as part of the 2026 Sanrio
Virtual Festival. Powered by the energy of
music, a spaceship carrying the audience sets
off into the cosmos. What awaits AMOKA and
the audience at the far end of the galaxy?

H Aipo £ MOISAN B E N EBHES > TEFRE VRChat F
& BMARBESERET > LR KELZE VR RLELE > 5
BERBIRESZRGEHNBEHERE - BAE2E=-ERERS %
LEH > IR Virtual EXPO 2025 B A EEIRIIE ©

=% Taiwan | 2026 | E& VR
Interactive VR | 10min | ¥R

No Dialogue | #£E¥% No Subititles |
EiB4R G

2026 =EBSERE SR
Sanrio Virtual Festival

# H#) VR Interactive VR
# VR EREFRES Virtual World Platform

#1528 EE) Controller Interaction

HEBRBEE—% > URBZKNAXNEAEZS
EFEHEAE ETBNIEERY THH
b FRESHMHEERER > ERENER
RSP RBEEHRNORETHE - B8R
ROKUMORI ~ F4/ERIZK 3R2 » WU BT MR
Yan-K HETE > WM EBAZBEEFEMR

|| PROGRAM P3

©2026 SANRIO CO., LTD. B Xttt > U+

Immerse yourself in this electronic music
experience in the coolest way. Within an
industrial space, digital particles flow with the
rhythm, merging with the space and sound to
create a unique experience. Created by director
ROKUMORI, composer 3R2, and technical artist
Yan-K, the performance also features motion

kkmfd {EA45RIZE V) SEHA o graphics artist kkmfd as a guest VJ.
TOKYO WAIYOZ B—fBIURRBEMIZERIFEREEE - A R2H

HIEMNHEE S XR EERIAERETET ROKUMORI ~ fEBEZ 3R2 »
LU R BB AR R 5T BT EMTAY Yan-K o UESb » 5 RBEE T Ehae &

fTZR kkmfd #E4E VJ ©

A vocal duo consisting of Aipo and MOISAN, primarily based in
VRChat. They create music videos and organize and perform VR
concerts to share the joy of live VR music. They have performed
five times at the Sanrio Virtual Festival and sang at an official Virtual
EXPO 2025 event.

Aipo and MOISAN

TOKYO WAIYOZ is a Taiwanese creator collective based in Tokyo.
This performance is directed by ROKUMORI, a VRChat creator and
artist who has been designing worlds in VRChat since 2020.

TOKYO WAIYOZ
feat. kkmfd

93



=7 Taiwan | 2025 | E&j VR

Interactive VR | 15min | 2£5E¥fH English
Dialogue | 132 % Mandarin Subtitles |

) 2| PROGRAM P4
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©2026 SANRIO CO., LTD. E{F kR&t > U F

RBEHRPRIE CELIBRRR ? SEFRPRIR
BAAREE®RATENFE ? BBBRE KON
ERER - EERBRHBEFIREUREADEK
B REZEFR—EEAERBABEAR
FONTLEFABE - BRETHNEEBARE
BRR » 777 BRIR L ARE B E A CREE PRI R B
C - BiBEE > RBEEFRPETERECSH
B¥ o

EiER G

2026 =REBRERI T AR
Sanrio Virtual Festival

2026 REHERE IR HERET
Venice Film Festival

Venice Immersive Worlds

# H&) VR Interactive VR
# EEHI2SEE) Controller Interaction

Created for Sanrio Virtual Festival 2026, this
immersive music-video experience features
two original tracks by musician and VRChat
world-builder Screaming Color (Christopher
Lane DAVIS). Oscillating between pulsing
electronic dance music, surreal and psychedelic
environments, and soft, introspective
narrative moments, his journey reveals an
autobiographical scene from the day the artist
learned something that changed his life forever.

REHZEBES (B  Screaming Color) BHEEE » 2— i
VRChat tt REZEE « (FEREIISNEAIZEMRK o H4 Ferryman
Collective MNEISARE 2 — » thHEFRRIET ZLEIURRERBIREIS
Emm > B3F (REPEERE) ~ (ORUEFA | BRNBEEM) & (%E

BAEAN) °

Christopher Lane Davis, also known as Screaming Color, is a VRChat
world-builder, composer, and immersive theater artist based in
Taiwan. A founding member of Ferryman Collective, he has co-

REBH S EMAERR
Christopher Lane DAVIS
aka Screaming Color

created immersive VR theater works including Gumball Dreams,

Welcome to Respite, and Uncanny Alley: A New Day.

BEHEXENEZREEHE « B2 104 2P OMEDNEE S EXEROHREFREM > %K 2026
BREDZEMEN —XR REEDBIAIFSE > METHEEBEHKRRE | —AEHS AR MR TRY >
BTRIZRANEES) ; —REERABRERIVECIERS  FHEGHIERNRSE - MAETAIERER
NBREREIS M - T XR RERIF - EXIRMFARITIFEES) o

Jointly presented by the Kaohsiung Film Archive, the French Office in Taipei, CENTQUATRE-
PARIS, and the Taiwan Cultural Center in Paris, Villa Formose Immersive — XR Prototyping
Residency showcases two distinctive projects. One transforms mixed reality into a lively shared
celebration through live and improvisational interaction; the other unfolds as an intimate theatre
of memory, navigating grief in the wake of loss. Both creative teams will be in Kaohsiung this

September and October for the residency, industry exchange, and open studio presentations.
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MEZBRMENBFBER > BRTRM Echo
WEF BRI AEZER - FI—REAR
FoT8—RRESTERGHISE | —HEE
KE ~ —EREEEHNEAMSE > Uk—ERE
MIEMIBIRFIZE - ERRBEZTP > BRRS
T ofRI—EfR A 24 - (BthAR STEIARK o
BEHRIZ » BIREREAREA T RthoK o B
REERRY ZE R IR » fREVARTE/ & Echo i
B2 HRN o

5B ~ HE France, United Kingdom |
2026 | E&) VR Interactive VR | 20min |
HEEHH English Dialogue | X FE
English Subtitles

* Prototype
FEERTERR

You awaken on a foggy shore and meet Echo,
a strange child with a hole in their stomach.
Together, you descend into the Underworld,
traveling through realms that hold different
facets of grief: a rave, frozen statues of grief, a
shadow-theatre monster where everything turns
to ashes. From the ashes, Mother appears. You
sail to the Tree of Life, but she cannot return.

The journey was never about bringing her back.

FEEUS N 2MKEEE » HAEREREES  flIEHEER » AR
LEBHEITMY o BHE8 VR fE& (The Descent) ¥ 2023 £ Innovate
UK LR o (MME) BRIESRATEOHIES ©

Tatiana Collet-Apraxine is a French immersive artist and director.

Her work focuses on grief, trauma, and embodiment, but is not

devoid of levity and playfulness. Her first VR work, The Descent,

HE R A SR P L 3

won the Innovate UK Immersive Tech Award in 2023. Tatiana

COLLET-APRAXINE

7AE France | 2026 | /RS E1E Mixed
Reality | 20-45min | 75:B¥fH French
Dialogue | X » X F % Mandarin,
English Subtitles

‘ Prototype
PEERMERER

(Ik#) B—15ERE 24 - BB MR B25: »
WHEEBTEH@HCABHIGE - BHEBRNEE
M4 - WEE2RENKES(E - HREEEM
AT - BB E ~ BE) ~ RIBREE LIRIEER »
BRSUERRKIL  1EEECRMABRR - 555
IRHEZOERAZET o (A —HKiEFR

(R¥) S2—# > MEMASHBENSEH
Fegrd - BRI ERBLEESRYE > EE2
HRBREPHFERIEE -

SEFSYE - H

fufh ~ HER - FriEs B aasy -

12| PROGRAM V2

THE PARTY is a collective walk-through MR
experience that transforms real space into
a celebration. Shaped by the audience, it
unfolds through stories, live performances, and
augmented scenes, fostering awareness of one
another. As a touring immersive exhibition,
THE PARTY incorporates each location's unique

sounds and ways of gathering.

BEARRIEIR

JE
I XR > BERBRARSZHE > RERENESHAREREN

Bl o

Stéphanie Sphyras, Benoit Nguyen Tat and Mathias Deshayes

create immersive XR works at the intersection of cinema and

theater, placing the viewer at the heart of interactive and sensory

narratives.

S. Hr3EhiHR « B. i
M. EF
S. SPHYRAS, B. NGUYEN
TAT and M. DESHAYES
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REa ARBYRTERL

#BxE '®RIE | VREAIFE

XR 1EA—TEEN » EEBRAARETBIERN
+ & HiEELEHH XR DREAMLAND) [E
ETRRERZE  RESHASHEMERKS
o WIRRRRFZ TSR MR R SME
B —ERERIMIEEEASHERFSEN
R TEETENRRL EEXEULE
XR 1E@MEBEUETL > DESFEFRERTINARM
B o

o

— + 3DoF Cinematic VR : 4lig:{& Ak
BYEE A B2 5T

Cinematic VR (360 Video) R—REEAERER
MEREE - CERAT STHURGNEER
fit » BAEH - BIEESH - TE—RBPRIE
i 3DoF HEREBEHE °

WmIRESNRCERA (IBIRARIT) Bt RIERIR
TRERBEBHAERABAZE  RRTERA
iR PRI ARIBERENEEHE S ; (R
RRELIFER) ~ (RFHEROMWE) & (B
Fre) AIESERECC®E  BEHEENS
Bt (BES %) ERGEER(FRvB &R -
REIENHRRIESBRERNEE » FRYEE
HROEELRE ; M (ERLEKR) - (CTEE
BIRE) 2 (BEET > SEFEFX) RIBER
BAENFEES > HRFENEFETHE o

E+ER > mHARNKEMTEEM > RAF—
BHIFERELEEAZEGNIRE  BERBA
AREYAIESE S o [B148 2017 FHE—RBEEF XR
DREAMLAND &Ry » E¥H—BEERIZEES VR
BER » 9= PC VR K38 (Vive Cinema) &
EBHBARER ; ERFEZENTR 0 REEREH
—ERENIE  LIFEHABITHESNESG
TIFE - IR —EERELERERRERERS
FSIVER - TS > 72 VR BERIEIBRIE > REBETHE
bR —REH > BIRSLIB HhesE 360 E—
BEIBWAR RSN > REMA—BYS
IR TR o

— + 6DoF Standalone : BfgtdHEm
OB BiEHE

£ XR BERMETFE > AR EERLERE
AERRERTAEE - BERRKERS|EHEE
HARER » BERRRPES] > 6DoF Standalone
MIEmBRIRHE L EHIRRMFIAEM o

SEDMNBERNAFLES AHNRRZ . BEF
£ 19 BEIRIEETER (Nox : RERE)
RIRT Gen Alpha tHANEERMEAIES > &
s E R o NHFRNERE > B ARBES
Z—5 ; BERRI N CQUBNEE) - AlF
RPIEtRRRIEE R RRESCALERE

(FIEER D AREEBNEMBEREE2HE > &
AREERBIHE) - EMPBEEER > SBIRY
THEGESRBENNFLIEER - S SE28E
B (5 LUBE AR THERX) BSEFERE .
REARABBER ~ BRI E—E G Fim5 188
Off > ZEEEEE LERT RBERAISHR
1o (BERLOBXAY) BFRHERERNHENR
BEE AR R EHRRENASMERTHE
BEAHN (EHTHER) » UAKEEE

(Boiling Effect) #AESEEENE & MEEEFAE
PEEAENR IR > Mk BRRMERRS
B TEEESE) AHBERNWELEM o

TEHRER - BRRAIFENFREMSEEE - AJA
AEEATE ; (KPBDRBR) BiAEHS
8> HRGEBAR N —ERREAIETESEM ; (B
LAND #&#28) RILITEMEBREEELNE - &R
AR SRR R RS ; (—EPEE) RyREa
SRMIEREN ; (BFR  BEEFNRE) A

(4 EE : EHIE 1953) BRI

NEERRCER AR RRIBEEREF
(BEERE | K - HAS) EETHARLEN
FERE—E2MERNELE ; (MO T
) R F EE 2R — AR E R P ALE
GE T ZERAECIEIEN ; (REERIAD)
CEBRMGHY « CREZ) M (TERR) &
BRRNEEZESRAESHSH > RERRFEA
ReFONSEEY | SHERAIPTIFN (FH
Rretk) - EEEERRSIMEHELEESER
BER > BE—ERANKNESRE - GER
BHAENBEFEARE (FF) > hE=E
BERHERZSET » HRHEARE (IRER
H) - REESEZENBRENGHEEREY
B (RKELHHSR) RIBSIBFE « FEYH
SHIRAVIR RIS - BB - BRE—E
AKBRCIRE R E - BEARLERERNEE
BRms  GET —REERGERNEE - BXE
BBERKNEMHEESR - BREEREEBES
BREMEITIEFEEMN Meleport (BERETEE) 1 >
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MmiNS EEFRUREEBRSHESRASAS
BRI 0 SREMBVIRERE -

=+ LBE KISIHERIRGEINRES ¢
KT AR e B SR SE AR RV Ik

X % i £ A E & = LBE (Location-Based
Entertainment) BIFERE F WA RIET HF
Repy4EE o Heh X B RAY VR iRz EE 5
AR BER OKIEESRT) B CHRBYEED
EEE LMD > RS T ESRUFEUEE TR
7 o BUEEPX Small Creative ERIR T B{EMN—
EHMERESENTN (HLEE 2818
1953) HEERFZHUEEFIERARER—2 -
EEFPREREM S EEAREE  RENA
BHERRZ TRSHLREER » BEEER
FRSUMERAFE T 2R > RMHEE—&
FR7TA) BUIBHSBNR o CRAZY @ FaIiBETS
1652) FEBERRBELIRG > BEKZELT
BEN—R o (R4 . EAEF) EEFE
MiEEAIK > B2HERRAESE > BIREATHNK
ZEHMH o LIBRERBTHZD » ATERRRE
MTRIFTAVESE - BHEEER T Bt SR
BH TZ AEBES) (FmiEE - (BE)
DS EAZEERANE » BEREBERESE
PRI 2B EARBEIMEES ; (ERES
RIEE) BIR S 4EMEH avatar (ERES) B9
AERAIGER  BERULRETHES &
RERSETHNERS DR - SRRAIXFN
(RIENBFREE) EELEST MR EAREHNE
BERIEFE  TEBRERNEZF -

* Social XR Bt E$iELE . 2 LF A
BERRE

F—REEZAZHENEHEE —Social XR > BIZE
B LT REESERMIVERERE HFEAETHE

o

FhET o % TF(E7F VRChat BF > B/REEEA
B avatar ~ BEMERER » DERERENER
RN RARERT —HMAOEBEE - SENRE
LTRSS P ASLERMRN Virtal
World > fe it E 4S8R

558 - EE{EPEEAR

HIRXXR EENIEEMS ° F7THERRE
M ERRMAEREEFE > TERNEHAAM

ERBHEENIR - AIFERBBEER PR
BBt RREERL  EROZHEZAEB
A MEERRNASRES  hAZEEXE
ERNBH  NEER - RELL > BEREE
REIFASMEIEE B ER R OB EESHFATE o

MERR B ERERVIA N - TERFRIRRSEERYARM - BIfE
S0 XR EXEREERRENNRERS L E
BRERIZINEZ MM » HRAEFRRRAZEIFF
ZRIFABRRNEIRARD - BAFEREET
REEES ABHREREIFTRANABER —I
PIgE®E TRem) BRERICEEAR -

The Unfinished Drama of XR:
Experiencing the Incompleteness

of Being Human

Written by Jack HUANG | VR filmmaker

As a medium, XR has only been making its way
into the mainstream for over a decade. The
Kaohsiung Film Festival's XR DREAMLAND
brings together the best of XR from festivals
worldwide, backed by highly skilled technical
teams and sustained by a diverse selection
process and opportunities for friendly
exchange. It has long been an event that
creators from Taiwan and abroad deeply value

and look forward to taking part in.

Now, as the world of XR enters its tenth year, |
attempt to trace the evolution of several forms
of XR works and, through them, share the
many faces of the human experience reflected

in this year's works.

I. 3DoF Cinematic VR: A Purely

Cinematic Tradition

Cinematic VR (360-degree video) is a
form that inherits the narrative traditions
of cinema. Drawing on digital imagery
production techniques from various media,

it combines live-action footage, animation,

and compositing to create a 3DoF viewing

experience from a single point of view.

Touching the Sky VR follows some of the
world's leading paraglider and wingsuit pilots
into uncharted territory, showcasing the visual
power of live-action documentary footage at
its closest to the stereoscopic vision of the
human eye. Meanwhile, Feedback VR, an
anti-futurist musical, Kamukuwaka - The Call
of the Forest, and SILIQ blend live-action
footage with CG imagery, each creating
its own wondrous spectacle. The team
behind Honeyboys continues to develop the
animation techniques from their previous work,
using the release of creative energy as an
outlet for emotional expression and exploring
the underlying nature of how the real world
operates. Finally, AFTER THE SHELL, The
Venue, and Yesterday Maybe each adopt a
radically different animated language to probe

the meaning and mystery of mortality.

Over the past decade, despite working with

the same technologies and subject matter,
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practitioners have continued to extend
the tradition of purely cinematic imagery,
demonstrating their professional dedication
and creativity. | still remember attending a
Kaohsiung Film Festival XR DREAMLAND talk
for the first time in 2017, where | introduced
an audience that had never experienced VR
before to the development process of the
PC VR player Vive Cinema. At the time, the
developer's sole intention was to create an
accessible tool that would enable a group of
image-makers to break free from the confines

of the frame.

Back then, headsets had to be connected to
a computer via long cables. Today, VR motion
theaters use wireless all-in-one headsets, giving
audiences the freedom of a full 360-degree
view. The experience of getting tangled in
cables has become a nostalgic memory of a

bygone era.

Il. 6DoF Standalone: The Freedom
of Embodiment and Vital Agency

Over the past decade of XR development,
content has remained closely intertwined
with advances in hardware and software
systems. As real-time rendering engines and
headset processing power have evolved,
6DoF Standalone works have overcome
technological limitations, unlocking even more

possibilities for interactive exploration.

This year's works from across Asia have been
particularly impressive. Nox, created by a

19-year-old, showcases the experimental spirit

and creativity of Generation Alpha, offering a
refreshing surprise in its unique visual style and
world-building. Meanwhile, Sweet Dreams,
adopting a conventional escape-room format,
guides audiences through a series of clues to
solve a gamified challenge about the mysteries
of life. However, some unverified artistic props
and the arrangement of events occasionally
broke audiences' immersion in the game.
These two works from Taiwan and Japan
offer profound explorations of life and bodily

agency.

Rich in philosophical implications, RETSU
(The Line) is based on the remarkably simple
concept of waiting in line. Queuing without
knowing why, along with the conflicts that arise
when someone cuts ahead, creates dramatic
tension reminiscent of Symbolist theater.
Meanwhile, IF YOU SEE A CAT explores
the challenges of mental illness by inviting
audiences to view the human world from a

cat's perspective.

French-Korean co-production THE
FORGOTTEN WAR uses stylized animation
(Boiling Effect) with bodily movements to
evoke fragments of memories from various
characters caught in the middle of war. In a
simple yet emphatic way, it invites audiences
to carry the heavy burden of its historical

subject matter through bodily participation.

Works by European and American creators
differ markedly in style and theme. Crafting
Crimes - The Mona Lisa Heist uses interactive

participation to weave a suspenseful crime

narrative. Lesbian Simulator adopts a playful,
childlike aesthetic to explore sexual orientation
and queer issues. Collective Body explores
dance and the extension of embodiment. The
Metamorphoses of Guernica takes a focused,
documentary-style approach to the story of
Picasso's iconic painting Guernica; by contrast,
Outrenoir offers an intimate portrayal of the
birth of a work of art. Katabasis chooses a
granular visual style to manifest an unconscious
New York cityscape and the whispered

memories of its subway system.

Empathy Creatures, A Long Goodbye, Licido,
and The Great Escape use distinct visual
styles and modes of interaction to present
animations ranging from warm, healing
experiences to dark fantasy. Meanwhile,
in My Time Machine—supported by the

Kaohsiung Originals initiative—the Taiwanese

(BRI M) FIER

creative team unexpectedly adopts European
and American animation aesthetics to tell a

prophetic story of modern technology.

The Shadow, the latest work by Venice Prize
winner Blanca Li, has been adapted into
a single-user version in collaboration with
a Taiwanese team. This version, titled The
Double, places the dancing body within
surreal streets and architecture. Meanwhile,
The World Came Flooding In combines hand-
drawn elements, handmade objects, and rough
scan-based modeling with interview recordings
to create an archive of memories shaped by
flooding. For Taiwanese audiences who share
similar experiences in their own lives, the work
offers a sense of healing and restoration in the

face of trauma.

In the past, works that offered such expansive
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open worlds often had audiences use
controllers, requiring them to perform the
unintuitive act of "teleporting” in order to
move around. Today, works of this kind are
beginning to find new solutions through large-
scale free-roaming environments and multi-

user participation.

lll. LBE Large-Scale Experiences and
Immersive Theatre: Reaching Wider
Audiences and the Appeal of the
Unfinished

Large-scale, multi-user free-roaming
experiences (LBE VR, or Location-Based
Entertainment Virtual Reality) have become
some of the most popular and accessible
XR formats for the general public in recent
years. Cultural heritage VR tours, in particular,
constitute a significant portion of this field. The
commercial success of Eternal Notre-Dame
and Horizon of Khufu has attracted greater
investment and encouraged more production

companies to enter the market.

Studio Small Creative showcases both
the impressive capabilities of standalone
headsets and a remarkable capacity for
prolific output. Their work, Everest, the First
Ascent, takes participants to the slopes of
Mount Everest, where they join an expedition
team, experiencing base-camp life while
taking in the spectacular mountain vistas.
Although the character animations of the
expedition members can appear somewhat
comical, this style—shaped by the need to

balance production time and cost—takes on

a distinctive charm precisely because of its

"unfinished" nature.

Amsterdam 1652 | The Hands of the City
transports audiences directly into its historical
setting, crossing time and space to offer a
valuable lesson from the past. Mission to the
Moon takes audiences to the Moon to take
part in a future space program, offering a brief
taste of freedom in outer space. Although the
primary aim of works like these is not to push
the boundaries of artistic innovation, they
have nevertheless helped create space for the
development of experimental multi-user free-

roaming theatre on a larger scale.

Dark Rooms draws on several intimate
personal experiences as its source material,
inviting audiences to physically walk alongside
the characters and participate in their
dramatized lives. First Virtual Suit takes a
reflexive look at the role and creation of the
avatar, allowing audiences to remain seated
while engaging in subtle interactions as
they experience the construction of virtual
identities through collective participation.
Finally, Towards Jimagawod, supported by
the Kaohsiung Originals initiative, goes even
further—combining MR with projection in an
experimental creative approach that takes
audiences on a journey through an ocean of

literature.

IV. Social XR and Community
Connection: Virtual Settlements on

Online Platforms

Another form of multi-user participation, Social
XR, connects participants in different locations
through online platforms. Following the market
shakeout in recent years, VRChat has emerged
as the field's dominant platform, continuing
to attract a core community of dedicated
enthusiasts with its highly customizable
avatars, its vast array of virtual worlds, and
event-oriented social gatherings. This year's
festival also features several experimental
Virtual World works combining IP and music,
giving audiences a chance to try something

new.

Conclusion: Cherishing the Human

Experience as XR Evolves

For those working in the field of XR, in addition
to continually exploring new subject matter,
experimenting with emerging technologies,
and pursuing cross-disciplinary collaboration,
sharing information and exchanging ideas
are important steps in the process. Creators
have always had to feel their way forward
when using this medium to construct worlds
that communicate ideas. As more people
venture across the river, an increasing number
are willing to build bridges—sharing their
experiences and building a shared body of
practical know-how. This is the core value and
spirit behind the talks we organize each year

for creators in Taiwan and around the world.

The continuous evolution of hardware and
software keeps expanding the possibilities
of what an experience can be. Although the

XR industry currently faces challenges and

growing pains in both hardware manufacturing
and software services, | can still feel the steady
stream of creative passion being poured into
the field. | hope this medium will provide more
people with the opportunity to understand the
many facets of the human experience and to
appreciate the unfinished, ever-evolving drama

of being human.

HEE
Jack HUANG

EE{E HTC VIVE Originals B{EA » 28 (R
EEET) ~ x1) ~ OFHI) FfER- A
EREHTE ARERETE - TERE P FH
IR E C VR R - BREE - RIBMUE
ZTF > 292 VR fEmBME - JE - BB
FEEX AR BARE R o FEHERDFEEAIERE A5 VR A
BRUERBERITEBIRE » TR HBBANE
BHERFRIR AT AR T IBME o

&

Most people are used to calling me "Jack".

Qualifications VR

+ 2017 The Deserted / VR Coordinator &
Editor

+ 2018 VR 5x1 / Tech Director &
Cinematographer & Editor

+ 2021 The Sick Rose / Producer &

Cinematographer
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PRINT SOURCE

=#EE VR
KAOHSIUNG VR FILM LAB ORIGINALS

Program O1/C29

B HEE{AT8 Towards Jimagawod
FTHTRAR B IR/AT] Poké Poké Creative
$BIR LAl Kuan-yuan

davisshu@gmail.com

Program O2/C20

BAIEFE My Time Machine
FBEEIKAIES Pan Da Planet
FBE PAN Yen-hsi
pandaplanet2023@gmail.com

Program O3

H2RE The Island of Shells

BISRIR%AR/AT) Flash Forward Entertainment
E% S Patrick Mao HUANG

info@ffe.com.tw

XR BIpE55R
XR COMPETITION

VR360 H#jt VR360 Category

Program C1

TRl g% AFTER THE SHELL
Diversion cinema (Distributor)
Agata DI TOMMASO

agata@diversionxr.com

Program C2

REFRLIZFHZ Feedback VR, an anti-futurist
musical

Diversion cinema (Distributor)

Agata DI TOMMASO

agata@diversionxr.com

Program C3
128 B 7% Honeyboys
SMARTHOUSE

Tibor DE JONG

tibor.dejong@gmail.com

Program C4

I BBEAAIE Kamukuwaka - The Call of the
Forest

Studio Kwo XR, People's Palace Projects UK
Francisco ALMENDRA

francisco@studiokwo.com

Program C5

®#IE siLQ
BRARERERRAR
HYPER CURRENT Co., Ltd.
EFERT LU Te-hsing

lu@hyper-current.com

Program Cé

TEERIRE The Venue
Full Measure

Evan SIEGAL, Maahir SHAH
evan_siegal@yahoo.com

Program C7

#BPRAAIT Touching the Sky VR
Lost Fox Studios

Jonathan GRIFFITH

jon@lostfoxstudios.com

Program C8

ISIEET » HEFRIEX Yesterday Maybe
Diversion cinema (Distributor)

Agata DI TOMMASO
agata@diversionxr.com

HH)E T Interactive Category

Program C9

BREER A Long Goodbye

Cassette for timescapes, Tarantula, Valk Productions.
Alexandre ROUX

aroux@lucidrealities.studio

Program C10

BAZIE . MBEET 1652 Amsterdam 1652 | The
Hands of the City

ENTR

Vincent SLANGEN

info@entr.com

Program C11

RIPRETDLFEE Crafting Crimes - The Mona Lisa
Heist

TARGO

Adrien PFLUG

adrien@targostories.com

Program C12

B%= Dark Rooms

Morph Film (DK), NAXS Studio (TW), NowHere
Media (DE)

#4532 NIEN Dai-yun

nien@naxs.tech

Program C13

RS2 IE Empathy Creatures
Mélodie MOUSSET, PatchXR
Mélodie MOUSSET

melo@patchxr.com

Program C14

4 EE | EFlE 1953
Everest, the First Ascent
Eclipso, Small Creative
Voyelle ACKER

voyelle@small-creative.io

Program C15

EEME S A{EEE First Virtual Suit
YUHARA Kazuki

YUHARA Kazuki
kazuki.yuhara@cinemaleap.com, yuta.

naito@cinemaleap.com

Program C16

BRI IF YOU SEE A CAT
Kodansha Ltd.

Sham Kiu Pun

pun@kodanshavrlab.com

Program C17

Ly TR Katabasis
Zorba Production

Ugo ARSAC
ugoarsac@gmail.com

Program C18

hihi LAND #5##2% Lesbian Simulator
Studio Biarritz

Corine MEIJERS

info@studiobiarritz.nl

Program C19
7BEEE Lacido
COLA Animation
Vier

viernevart@gmail.com

Program C20/02

FAYBFEHE My Time Machine
BEEIKBIEYS Pan Da Planet
&R PAN Yen-hsi
pandaplanet2023@gmail.com

Program C21
Nox : K& #E Nox
NAKADA Rio
MACHIBA Katsutoshi

katsutoshi.machiba@cinemaleap.com

Program C22

RS  FZHR - BAIE Outrenoir
Lucid Realities

Alexandre ROUX

aroux@lucidrealities.studio

Program C23

5l RETSU (The Line)
Kodansha Ltd.

Sham Kiu Pun

pun@kodanshavrlab.com

Program C24

XA EE Sweet Dreams
CHANG Shan-ting, HSU Yu-shu
CHANG Shan-ting
b0972715463@gmail.com

Program C25

41%23X480h The Double

Film Addict, Cie Blanca Li, Flash Forward
Entertainment, France Télévisions
Etienne LI

e.li@blancali.com

Program C26

EH THER THE FORGOTTEN WAR

National Asian Culture Center, Lab B, Innerspace VR
Richard TURCO, Hyunhee JANG (ACC)

richard@innerspacevr.com, htwotwo@gmail.com
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Program C27

{E2#& The Great Escape
Animal Tank

Sven SPUR

sven@animaltank.be

Program C28

Kki#igH 5 The World Came Flooding In
Film Camp

Philippa CAMPEY

pip@filmcamp.com.au

Program C29/01

Hif¥ 71 E-F{R78 Towards Jimagawod
FTHTRARBR/A T Poké Poké Creative
#BRTIR LAl Kuan-yuan

davisshu@gmail.com

XR K

XR SPOTLIGHT

Program S1
PIiRsk4s : BB IEF Mission to the Moon

TaiwanPlus
RIS
karence.chang@taiwanplus.com

Program S2
—EBEERIE Collective Body
Agata DI TOMMASO

agata@diversionxr.com

Program S3

2% | EHEREFHIRE The Metamorphoses of

Guernica
Sara FATUCCI

sfatucci@unframed-collection.com

27 FH Wish Upon a Lustrous Dream
Yan-K
yan-k@yan-k.tv

AMOKA Kirakira $RiAIEIE® ! ! AMOKA
KIRAKIRA GALAXY LIVE!!
MOISAN

nicoremoimoi@gmail.com

%4t ITERATE
TOKYO WAIYOZ
ROKUMORI

rokumori513@gmail.com

BEIFH%E1E A Wonderful Thing to Realize
Screaming Color

christopherlanedavis@gmail.com

FME Mystis
Onism Studio
Tatiana COLLET-APRAXINE

tatiana@onism.studio

&% THE PARTY

Swing Digital Production, Pixihead

Stéphanie SPHYRAS
stephanie.sphyras@swingdigitalproduction.com
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Future Exhibition
XRDREAMLAND
INNOVATIONS

Insight International Forum

2026.10.9-26 ALL IN Al

AT : HEERE R I

528 X1t # A S TAIWAN TECHNOLOGY X CULTURE EXPO

BN SULER  SHETHEAT | SYEEENL : BB REER B UERBRER | BITEN: SMHBAXLE  SHERE S h I Mg 0 VRFILMLAB @vr_film_lab
SEENHNEY | B BSE  VREERBIRR « ST E R « AN BT Sl I[BB8  LIVE WAREHOUSE Frtmw Las

EEERE | BE—FA 13:00-19:00 BENBREERE 11:00-19:00 GE={KEE)
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STAFF

2026 SHERE

The 26th Edition of Kaohsiung Film Festival
FIRAREE | EBEE Festival Director | HUANG Hao-jie
BB 4885 | BBSRih Programme Director | Ryan CHENG
17844885 | $8E S Marketing Director | Judy LAI

EiE4H

XR DREAMLAND

EIEALIE | E/EA XR Programme Manager | WANG Kuan-jen
JRAIEE | BRI XR Production Coordinator | TANG Yu-ting
FREMRE | FLEFHT XR Competition Manager | KUNG Hsiang-heng
FREHEE | ZY0FE XR Competition Coordinator | CHIANG Ju-hsuan
HITES | MHE XR Coordinator | Juliet CAPULET

FAMTASIR | RS XR Technical Manager | CAl Jia-hao

RHMTEES | 3B& R XR Technical Coordinator | GUO Cheng-en
FHMTEE | BRI XR Technical Coordinator | CHEN Yu-tong
EEFRASIR | #BER XR Theater Manager | LIN Hsiao-chen
PRS2 | 2T XR Theater Manager | LIU Pei-yu

548 | JRRTE Hospitality Manager | Grace CHU

BHEE | ##3X Hospitality Coordinator | Weifu HSIEH
B8 8 | ZiEH Exhibition Coordinator | HUANG Ching-chung
ENEE | #1519 Residency Coordinator | Charlotte CHENG

XR DREAMLAND HTI4R4540

XR DREAMLAND Editorial

X F4ReE | %X B XR Editor | Youming Tang

EMi4REE | #3455 XR Art Designer | Manson YANG

HH#EFS | HERIE XR Contributor | HUANG Chueh-heng
BEPZE | Tom BROOKS English Editor/Translator | Tom BROOKS

wRIRER

Festival Main Visual Design

FREBMAIE | (RIH% Key Visual Artwork | NI Jui-hung
#@EBHF | SHFER lllustration Assistant | HU Ching-wen

KRB ERAIZERET | 2B Theme Slogan Designer | LEE Ren-jue

XR DREAMLAND F1R& &5t
XR DREAMLAND Main Visual Design
FRERET | FERE Visual Art Designer | Onion Design

RIZRE

Venue Design

XR DREAMLAND RiZ:&5t | kst

XR DREAMLAND Venue Design | FunDesign.tv
VR BBRBIRRISRE | maRst

VR FILM LAB Venue Design | FunDesign.tv

SikFR VR EFR R
Kaohsiung VR FILM LAB Originals Promotional Video
FRBUE | ERMEBMRAT Production | BIRD of PARADISE

FILMS LTD.
EE | EIEM Director | Kassey C.M. HUANG

% | B2R% Photography | LIAO Yin

% | BZEHE Photography | TUNG Yi-xian
JBYEET | #3528 Gaffer | YANG Jing-xing

SHf | EZH Boom Operator | HUANG An-chi
SR | BT Producer | Nikki CHOU
SYF BHIE | {1482 Producer Assistant | HO Man-hsin
F R 8I%E | ZiA Editor | Kassey C.M. HUANG
FLRBIE | #R04 Editor | HSU Hsin-lun
FREE | EREEXESEEARAR Editor | E DIEN PICTURES
LIMITED

1T8EENE
Marketing & Event

HASIR | 3% Marketing Manager | Caroline LEE
B | $H{EHE Sponsorship Manager | Grace CHUANG
Rt | $RLE Art Designer Manager | LAl Chieh-mei
WEHE | $85glE Press Manager | Elaine CHUNG
WEHS | #ZEE Press Specialist | Anna LIN
HBHAE | BRETX Social Media Manager | Lily CHEN
11 B$BNEE | B8R Social Media Assistant | LU Tzung-en
JEENRE | RBUE Event Manager | WU Yi-hsuan
JEBNE S | Af¥5%F Event Coordinator | CHIU Chien-ching
JEBIES | #1181 Event Coordinator | SU Po-jen
JEBNES | 385573 Event Coordinator | KUO Mei-ching
XR;EENES | 5RE I XR Event Coordinator | CHANG Chia-wen
XREENES | EBFE XR Event Coordinator | Polny CHIU

174

Administration

TTEUAEIE | ERIZX Administration Manager | TSAI Min-cheng
TBEE | =2 Administration Coordinator | HSU Chia-yen
THEE | RBE Administration Coordinator | Kristy WU
BFEEE | #3H#Z Financial Coordinator | Ophelia YANG
75 E 8 | MI8H Financial Coordinator | LIN Po-ya

558 | B Financial Coordinator | SU Shu-ping

B4

Collection Department

BRI | R14E Archive Manager | WU I-ting
HAEE | BB Technical Coordinator | ColorMa LIU
BEHE | 72258 Exhibition Coordinator | Nancy SUN




3% XR DREAMLAND



