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observation
method
this  experiment uses nested folders in or-
der to create a choose your own adven-
ture 'sel f  portrait '

context and rationale
i  was busy writ ing a short  f i lm scr ipt  in 
studio 3 so i t  fe l t  natural  to experiment 
with abstracted language for  this  theme.
our digital  selves are a constant topic 
of  discussion,  as our data provides val-
ue to others in our interconnected world. 
One school  of  thought holds that in order 
to keep control  of  one's digital  sel f  and 
avoid survei l lance is  to release digital 
'chaff ' ,  a  k ind of  nonsense engagement 
with digital  realms in order to confuse the 
algorithms that keep track of  you.  In this 
project  I  developed a ‘choose your own 
sel f  portrait ’  fu l l  of  nonsense/poetic de-
scr ipt ions that give an elusive sense of 
sel f  whi le remaining in the realm of  chaff .



tinkering
method
i  attempted to ‘ learn’  processing and see 
what I  could create.

context and rationale
i  was interested to see i f  i  could gain 
knowledge of  processing in order to ex-
pedite the use of  array effects in transi-
t ional  moments in my studio pract ise. 
real ly  what i  learned was how to create 
error  messages and blank screens. 



materiality method
i  brought in a tub of  play-doh and some 
or igami paper in preperat ion for  this  les-
son with the intent ion of  using only these 
objects to respond to the theme.  

context and rationale
buried deep in tv  paint  in the studio i  fe l t 
the need for  tact i le play.  rather than cre-
ate an animation i  developed a game that 
i  thought could be part  of  the world that i 
was creat ing for  the short  f i lm. 
the development of  the game took place 
through ‘play’  rather than a prescr ibed 
l ist  of  rules,  they changed and were in-
vented on the f ly,  as a k ind of  improvised 
regulat ion.  the game was actual ly  quite 
fun and visual ly  interest ing,  and a per-
fect  addit ion to the world bui lding taking 
place in studio 3.  



place method
i  wrote the f i rst  two ‘place’  associated 
words that came to mind and resolved 
to create a short  animation based on the 
col l is ion between the two. 

context and rationale
my animation in studio 3 takes place in a 
f ict ional  world that more and more was 
deviat ing from a typical ly  fantasy scenario 
to a warped vers ion of  our own. with this 
shi f t  my aim was to create a recontextual-
isat ion of  a real  world place.  by combin-
ing the f i rst  two place names that came 
to mind my goal  was to synthesise a new 
one.  here a playground s i ts  amidst  the 
sea.  i t  is  either a f looded playground or a 
special ly  designed amphibious one.  de-
void of  interactees i t  does not real ly  mat-
ter  which one is  which.  they have been 
unanchored from their  typical  portrayals . 



object method
take the f i rst  object  that came to mind 
and play with i t  in an animation sense. 

context and rationale
my goal  was to move past  the f i rst  con-
cept that would come to mind for  an 
object .  in my studio animation,  a char-
acter  inspires objects to become oth-
er than their  natural  state.  in this  excer-
cise the f i rst  thoughts to do with a tennis 
bal l  were natural ly  to do with movement/
bouncing. . .animation staples.  i  eventual ly 
sett led on scale as the most amusing way 
of  ‘playing’  with the object ,  and effect ive-
ly  undoing the abi l i ty  of  i t  to be ‘played’ 
with in i ts  intended sense.
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