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Suchon Sujit (b. 1990, Yasothon, Thailand) graduated with a master’s degree in Painting, Sculpture and
Graphic Arts from Silpakomn University. He is currently an art lecturer at the Faculty of Fine and Applied Arts,
Bangkok Thonburi University.

Suchon presents his artistic sculptural creations through the concept of figurative art and creates language
from figure and space. He also works on the structure of volume and proportion and shows interest in human
psychology as well as the form and space from the perspective of art

Many of his works leature the topic of mental health issues in society, where he explored his and other
people’s behaviour. Suchon's exhibited sculptures include Early Years Project #5 ‘Fluidity of Change’ [Winner
award] (2020), Bangkok Art and culture centre, "INVISIBLE' is a collaborative by 3 artists at People’s Gallery
{2023), and the 64th National Exhibition of Art in 2018.
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STEALTHY PURSUER

Suchon Sujit (1990)
Yasothon, Thailand

Technology has helped improve the basic
factors in human life very well, especially the ability
w0 access information from around the world quickly
and comprehensively, or  even  communication
through cameras and palm-sized monitors that have
become part of our lives. By accessing large computer
networks or the [nternet. which is 2 medium between
computer technology and users (humans), the Internet
and technology have helped to make work efficiency
more accurate, faster, and systematic. It can record,
store data, or share 10 communicate with other users
quickly with just one touch, and connect everything to
be accessed closely, without time trames ar places,
leading to the creation of a new, independent identity,
These things have an impact on the way of life and

behavior that 1s gradually changing.

| am nterested in exploring and quest:oning
the identity of human beings in the digital cra, with
regard to computer networks, platforms, and social
media. From their role in correcting human errors, this
shows that technology platforms can avold various
conditions, such as pressure, haste, danger, fear, or
motivation, which are conditions caused by humans
almost entirely, In order to accommodate the current
society, online platforms have spread like networks
that lead, determine, and control behavior from the
surveillance of operating systems both online and
offline to the smooth power relations under the digital
signal network. In this regard. data has become the
driving force of the era under the (digital) capitalist
system, especially when digital platforms aim w0
develop and see that what can best meet human reeds
is their emotions and feclings. Morcover, what the
online world is taking from humans is time, which is

also an important resource in their lives,

122 When the concept of the work is established, the
work is then adapted to the presentation format based on the
materials and equipment in the space, which is a limitation
and a challenge especially for creators or artists. However,
the idea of communicating according to the main concept is
still maintained. In addition to finding materials to work

with, working outside the space also involves organizing and

managing within a limited time.

Stealthy Pursuer presents media art and sculpture
installations that aim to explore, cbserve and understand the
state of the digital world through the relationship between
humans and devices in terms of behavior, body and mind, to
reveal the shape, identity and abstract identity from the digital
system that appears in the offline world, including the
perception and visibility of freedom, power and rights of
others as humans in systems, structures (platforms) and human

societies in the real world,




