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Driven by an archival tendency, I identify with the traditions of the conservator, the 
archaeologist, the librarian or the collector. I pull from the rich histories of these traditions, 
reconstituting these practices through an artistic process interested in queering contemporary 
technologies. I create experiences, applications and installations that speak to issues in gender 
identity, queer futures, and the history of identity, using contemporary technology in 
conversation with its obsolete ancestry.  
 
My research based creative practice investigates how cultural discourse has been influenced by 
shifts in technological paradigms throughout the course of human history. By examining how 
technology and digital culture mediate social-cultural change, I explore questions of gender, 
class, race and the self, as they relate to paradigmatic shifts in the history and function of 
media. Broadly, I am interested in examining how media technology influences the formation of 
the self, and how these tools for self formation impact, or inhibit, political and social change. 
 
Drawing from an analysis of the history of technology through the lens of media archaeology, 
my creative practice explores how memory, the self, and the idea of the human are connected 
to objects and technologies. The fields of computer graphics, robotics and artificial intelligence 
have redefined the way we access the world, as everyday activities and objects are increasingly 
digitized, simulated, augmented or virtually replaced by new symbols and languages. This 
digitization of the human experience overlaps with a period of significant social change, 
rupturing how we have historically constituted what it means to be human. This new idea of the 
human coincides with a new cultural paradigm, centered around the technology of the modern 
computer.  
 
To examine these ideas, I create immersive environments that function as open narrative 
worlds; enabling users to interact with animated objects, explore digital and reactive 
environments, and engage with expanded forms of storytelling. These projects combine 
elements of social practice, installation art, new media and queer theory to create novel 
narrative spaces. Composed of large sets of objects, materials, and media, these “theaters of 
everyday life” use methods of digital reconstruction, computer assisted fabrication, performance 
capture and animation to comment on our experience of technologically mediated 
environments. 
 
In the development of these immersive experiences, I explore the difference between the 
subject and the object. In particular, this interest navigates metaphors familar to queer studies, 
as the legacy of AIDS, the marginalization of queer culture, and the historic subjugation of the 
queer subject to a type of object circumscribe the boundary between the living and the 
non-living. The computer has become a new form of the “other”, as the digital era brings with it a 
new ontological status for emerging forms of consciousness, in the form of artificially intelligent 
machines, smart objects and interactive, computer generated beings. My interests in the idea of 
the computer and the robot are informed by this fascination, as I re-consider the robot and the 
computer through the lens of queer theory, questioning how these technologies fit into queer 
histories, speak to queer audiences, or point towards queer futures.  
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