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Don’t ask what the world needs. 

Ask what makes you come alive, and go do it.  

Because what the world needs is people who have come alive.

-Howard Thurman



If you don’t know what you can’t do, you can do anything.

-Holoubek



My Fat Head
The average human head is 15.8 kilograms. When it is said that 
someone has a fat head, we are saying they have an exagger-
ated ego. Our sense of self, is more often than not, different 
from how we are perceived by others. This is an opportunity for 
a machine, devoid of personal opinion, bias, and self interest, to 
establish the truth about how fat our head is. We may not want 
to admit the truth about our head, secretly we all want to know.

Utilizing a motor controlled scientific scale, computer vision, 
and fat head recognition software, My Fat Head evaluates an 
individual’s head and reflects its findings in the motion of the 
scale. It’s unique algorithm in evaluating fat head-ness contrib-
ute to its evaluation.

My fat head is a reflection on how we use machines to evaluate 
ourselves and how ridiculous it is to establish a sense of self-
worth based on the evaluation of a machine. A true sense of 
self comes from ourselves. It grows from our sense of values, 
our relationships to the world around us, as well as the confi-
dence that we are all valuable human beings.

6

2017

Materials
2 Pan Balance Scale, 2×7” Monitors, Custom Electronics, Stepper Motor

Dimensions
H: 20 cm W: 30 cm D: 15 cm  

Watch Video

https://vimeo.com/232748289
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Megafig
Our childhoods are precious. They are the time when our big-
gest concerns were a scraped knee, “can we play outside?”, 
or “are we there yet?”. As we travel through life, the distance 
between our current time and these moments grows larger and 
the memories fade. Some memories, however, refuse to go.

Megafig is a 2.5m paper craft sculpture. The well-known Lego  
gurine, called a minifig, is re-created inside a 3-D program as a 
low resolution model. The model is then exported to a second 
program which breaks down and unfolds the object into a series 
of components. These are printed and assembled into a physi-
cal object.

Megafig is a memory that will not go away. I don’t want it to. 
My childhood revolved around the space adventure series of 
Legos from the 1980s. The sculpture is not only a tribute to my 
childhood, but it is also insurance that will keep the memory 
alive forever.

8

2017

Materials
White Cardboard Prepared for Assembly

Dimensions
H: 2.5 m W: 1.2 m D: 0.5 m 
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Weight of Intention (Collaboration with 이지송)

Communicating our intentions can be difficult. Many times we 
are not entirely certain of what we are expressing, others we 
are misunderstood. 

A series of randomly chosen videos are presented on separate 
screens. These screens are positioned on the left and right pans 
of a scientific grade balance scale. The video content is com-
pared and evaluated on the level of the artists intentions. The 
scale tips in the direction of the video with the greater intention 
and meaning to the artist as well as hold a balanced position 
should the intentions be equal.

Weight of intention is an exercise in transforming intention into 
mechanical motion. The video content holds value for the artist. 
The viewer is new to the material as well as the creators behind 
the piece. Expressing intention through mechanical motion is 
an aid to the viewer and the creator as well as an instigator of 
conversation about the true value of the material.

10

2016

Materials
2 Pan Balance Scale, 2x7” Monitors, Custom Electronics, Stepper Motor 

Dimensions
H: 20cm W: 30cm D: 15cm



11



You See This Because I Let You
Digital content, the internet, big data was supposed to set us 
free, make us equal, harbor in a new age for everyone. This 
quickly became a falsehood. Digital data immediately became 
the property of large corporations and governments.

The Information Peephole presents information through a 
commonly known device, a flat panel monitor. The television is 
modified to prevent the viewer from consuming any content. A 
small circle of optical film hangs before the monitor. This allows 
the viewer to see the content only through the small circle. 
Through the material a video of a children’s encyclopedia from 
the late 1980’s is presented, page by page.

Information Peephole is a summary of the everyman’s relation-
ship to data. The content is presented in an unviewable manner; 
it is only available through the artist’s unique method of access; 
when the content is consumed, the data is obsolete.

12

2016

Materials
40” Flatscreen Monitor(modified), Video Playback Circuitry, Optical Film

Dimensions
H: 0.5m W: 0.9m D: 15cm

Watch Video

https://vimeo.com/206190200
https://vimeo.com/232748266
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Less Books More Reading
Content consumption is entirely different than in the heyday of 
the book. At on time, reading books was considered a form of 
mental illness; the practice came into fashion; now it is being 
replaced with screens.  

27 hardcover books were tossed in the garbage. The content 
of these volumes covered mostly education. The books were 
modified to hang open, with blank pages visible to the viewer. 
Educational content is projected on the arrangement of books. 
The 27 volumes are separated into three panels allowing for 
three types of educational material. 

Less Books More Reading upcycles discarded books into 
screens. The content is similar; in the first panel are Saturday 
morning cartoons covering grammar, in the middle panel are 
cartoons about science, and in the third panel are cartoons ex-
plaining math. Over time the basics of a well rounded education 
have not changed, only the method of delivery.

14

2016

Materials
27 Hardcover Books(Modified), Projector, Computer

 Dimensions
H: 1.2m W: 2.5m D: 5cm

Watch Video

https://vimeo.com/232748266
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L7 Hotel, MyeongDong, Seoul
For the new L7 Hotel in MyeongDong Seoul, South Korea, 
Holoubek collected a wide variety of found and personal objects 
relating to travel and Korean culture. He sealed them from the 
elements with the intention of creating a disconnect between 
the viewer and the particular object. By sealing each object in 
colored rubber, each item ceases to be specific and ordinary 
and becomes instead iconic. The artist is removing all interactivi-
ty, coaxing the viewer to contemplate each piece as an idealized 
form.

The hermetically sealed objects effectively lose their identity 
when sealed with a generic color. This accentuates the charac-
teristic shape, contours, and textures of everyday objects we 
normally overlook. The specifics of each object are supplied by 
the viewers imagination and becomes personal to individual 
viewers.  This installation is an extension of the hermetially 
sealed project.

The L7 Hotel can be found here: 
http://www.lottehotel.com/l7hotel/en/

16

2016

Materials
Everyday Objects

Dimensions
H: 3m W: 4m D: 60cm
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18

Materials
Everyday Objects

Dimensions
H: 3m W: 8m D: 60cm
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Substitute Teacher
Everyone learns differently. Education is evolving. Our accessi-
bility to information surpasses anything we have ever seen. Our 
copy and paste society replaces discovery and contemplate. 

Internet content is gathered on a variety of subjects. Regard-
less of its pertinence or factualness, it is presented across 16 
high school desks as student’s desktop graffiti. At the front of 
the class is a 2.8 meter by 1.8 meter paper craft head represent-
ing the substitute teacher. In relation to the desktops, video that 
corresponds to the desktop graffiti is projection mapped to the 
head.

Substitute Teacher explores learning through wandering across 
disparate links. What catches the artists eye, what is designed 
and presented well. What is difficult to read or absorb. Substi-
tute Teacher does not replace the traditional teacher. The Sub-
stitute Teacher offers another view of the world. Subject matter 
presented as we may never see it ourselves. The internet is our 
substitute teacher.

Todd Holoubek (2015)

20

2015

Materials
16 desks & chairs, paper, custom electronics

Dimensions
H: 3m W: 5m D: 6m

Watch Video

https://vimeo.com/206190200
https://vimeo.com/206190283
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Get In My Head
Human beings will forever be plagued by the fact that no one 
will ever truly know what is going on inside our heads. We 
can write, we can sing, we can create works that express our 
ideas,- feelings and thoughts, however no matter how eloquent 
we express ourselves, or how much empathy surrounds us, no 
one will ever truly know what is inside our heads.

Get in my Head utilizes 3-D modeling and Papercraft to create 
a low resolution physical model of the artist head. the model is 
sized so that the user can place it over their own head and feel 
what it is like inside.

Get in my Head is a unique experience for the user. Once they 
place the model over their own head, they find something sig- 
nifigant from the artists past. This item, though it may not offer 
a complete view into the mind of the artist, is a small step for- 
ward.

22

2014

Materials
Folded Paper, Wire for Hanging

Dimensions
H: 1m W: .5m D: .5m
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Everybody Wins 2m
Everybody Wins (Hoora! Hoora! Hoora!) Enjoys many iterations.
This verson, fabricated for a solo exhibition in Seoul, South Ko-
rea, is the largest at two meters by two meters.

Games always have a winner. By default this dictates that there 
is one or more loosing party. This interaction is intended to 
make winners out of everybody.

Applying generative methods of creating art, it employs the use 
of tiling, symmetry, and simple rules in it’s composition. The 
result is a fifteen piece tile game where in regardless of where 
a tile is moved, the lines stay continuous. It is in this that the 
im- age is scrambled and unscrambled simultaneously.

“Everybody Wins (Hoora! Hoora! Hoora!)” is a play on tradi- 
tional tile based games where in the object is to unscramble an 
image.

It is in this that everybody wins. All we have to do is play.

24

2014

Materials
Laser Cut Foamex, Steel Plate

Dimensions
H: 70cm W: 2m D: 2m

Watch Video

https://vimeo.com/94520814
https://vimeo.com/94520814
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Empathy
Consuming the written word is a different experience since the 
introduction of digital technologies. The act of reading itself is a 
new experience. Empathy changes the experience as well.

“Ringworld” by Larry Niven is one of science fiction’s landmark 
publications. In “Ringworld”, our main character and his com- 
panions discover an artifact in deep space. It is a ring with its 
own sun at the center. On the inside of the ring, there are riv-
ers, fields, and cities. This “Ringworld” is the equivalent size of 
350 million earths. The main character is asked to solve several 
crises pertaining to the Ringworld. All of his solutions fail due to 
his inability to perceive the true size of his environment.

You are asked to read the entire novel, printed out and present-
ed across the span of 12 m. Traditionally, the reader is required 
to empathize with a novel’s characters through the words of the 
author. Empathy asks the reader to empathize with the charac-
ters through the act of reading.

For the comfort of the reader, a chair is provided.

26

2014

Materials
Paper with Grommets, Chair

Dimensions
H: 2m W: 12m D: 1cm
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Beauty of Imperfection 2
The idea of perfection is a construct of the mind, and an impos- 
sible goal. For every individual has their own idea about what 
is perfect. It is the aspects that are imperfect, the flaws, that 
make something or someone unique and special, and in turn, 
beautiful.

Beauty of Imperfection 2 uses symmetry to present nine lights 
to the user. Much time and effort goes into the presentation of 
the lights so that they may be perceived as perfect. After per- 
fection, or the closest approximation of perfection, is achieved, 
a carefully planned and executed flaw is introduced creating 
asymmetry.

Beauty of Imperfection 2 is the second in a series of pieces that 
attempts to display beauty through introducing a flaw in the 
piece. It sends a message to to the viewer that the flaws are 
what make us interesting, that there is beauty in our imperfec- 
tions.

28

2014

Materials
9 T-5 fluorescent Tubes and Fixtures, An Imperfection

Dimensions
H: 1m W: 2m D: 3cm
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Music Table
The human species inherently sits in circles. Going thousands 
of years into the past, we sat around a fire to eat, share stories, 
keep warm. Even today, we continue the practice of sitting 
around a dinner or conference table, we stand in circles to con- 
verse and share news. Another use of the circle is to make mu- 
sic.

Music Table uses the circular format and eight customizable 
music box movements. Each movement has a scroll of paper 
that is fed through the mechanism and creates music-based on 
strategically placed holes, working very much like a player pi- 
ano or computer punch card. When the handles of each move- 
ment are rotated clockwise, a unique tone or note is played. 
The format is a circular table, this brings the users together in a 
inherently familiar and comfortable format.

Music Table is a participatory experiment in creating music. 
Anywhere from 1 to 8 people can control each music box 
movement. Controlling the tempo of individual music box move-
ments any number of songs are possible.

30

2014

Materials
8 Music Box Movements, Table

Dimensions
H: 75cm W: 80cm D: 80cm
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Evaluate Yourself
From the moment we enter this world, we are inundated with 
external stimuli, creating one of the great challenges of life: 
how do we continue to move forward knowing our own mind 
despite overwhelming amounts of stimuli in the form of other 
people’s opinions, media, and advertising.

Evaluate Yourself reduces the stimuli into one of two forms. 
A positive message: “You are a good person.” And a negative 
message: “You are a bad person”. A parabolic speaker focus- es 
on the user and transmits the stimuli. The user is inundated 
with these messages in random order. Simultaneously a sign 
hands on the wall before the user and pulsates with light en- 
couraging them to evaluate themselves.

Evaluate your self places the user in the center of three sets of 
stimuli pushing them to choose to evaluate themselves were 
not. If not, they allow the external stimuli to set their frame of 
mind. Should the user chose to evaluate themselves, they must 
find a way to ignore the external stimuli and decide for them- 
selves who and what they are.

32

2014

Materials
Carpet, Hypersonic Speaker, Electronics

Dimensions
H: 5m(ceiling height) W: 50cm D: 1m
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Comfort Zone
The kinetic energy between two people is a mysterious space 
that exists in a constant state of flux. Each individual’s comfort 
level depends on the environment and other individuals nearby. 

Comfort Zone uses sonar technology to determine the 
presence of another individual. Initially inviting the other 
individual to approach, The piece uses their proximity to gauge 
the comfort level.  If the individual comes to close, the piece 
will tell them to step away. Should the other individual get too 
close, the piece will call for help. The piece is calibrated so that 
when in a smaller space the comfort zone is smaller than when 
installed in a larger space

Comfort Zone is an exploration in kinetic energy and proximity 
with other individuals. It reflects space and our emotional 
intelligence in regards to our immediate surroundings.

34

2013

Materials
Speaker, Custom Electronics, Enclosure

Dimensions
H: 3” W: 3” D: 3”

Watch Video

https://vimeo.com/232748281
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Value of a Moment
“Value of a Moment” highlights the fact that one moment in 
a film can be worth more than another film in its entirety. It is 
the same with our memories. For all our moments, there are a 
handful that stay with us forever.

Using lenticular printing, the moments come to life in 20 
frames. The viewer, with their bodily motion control the frame-
rate.

Three films with valuable moments are used to demonstrate:

“2001 a Space Odyssey” -  This moment is especially acrid in 
that Poole truly realizes he is alone in space with a supercom-
puter that is insane.

“Kill Bill vol 1” - In this moment the protagonist and one of her 
many antagonists share dialog that optimizes their relationship.

“Leon” -  This moment crystallizes the relationship between 
Leon and Matilda.

36

2013

Materials
Lenticular Print, Acrylic, Aluminum Frame

Dimensions
H: 30 cm W: 72cm  D: 4cm
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Safe Place
Technology isolates under the guise of connecting. Why or even 
where does loneliness originate and how do we deal with it 
when we don’t have the the same social tools as do others or 
that these tools simply cease to function? We turn to technolo-
gy.

Psychologist Otto Rank speaks of the hidden feeling behind 
loneliness. We are pack animals, tribal in nature. Without social 
contact or a close social support system we are placed outside 
the tribe creating the subconscious feeling of wrong doing. Safe 
Place isolates the user, then privately offers a voice of affirma-
tion, alleviating the sense of wrong doing, the loneliness.

Safe Place is a comment on our tendency to allow technolo-
gy to retard our own internal tools for coping with the world 
around us. We are retreating into technology which is capable of 
merely offering the essence of an experience but not the true 
thing. Technology can’t repair what’s broken in our harts, it can 
only fend off the pain for a limited time. True affirmation comes 
from within.

40

2012

Materials
Carpet, Hypersonic Speaker, Electronics

Dimensions
H: 5m W: 50cm D: 50cm
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Hermetically Sealed
It’s good to take a break from things. The real things. Our 
tools,our crutches,ourselves. Our definition includes the things 
we acquire. A Souvenir,a token,a placeholder so we don’t 
forget. Tangible items hold something for everyone. Maybe it’s a 
photo,maybe it’s a rock. Some of these objects are sealed away, 
some preserved, these icons.

Holoubek collects a wide variety of found and personal objects, 
hermetically seals them from the elements with the intention 
of creating a disconnect between the viewer and the particular 
object. By sealing each object in vibrant primary colored plastic, 
each item ceases to be specific and ordinary and becomes 
instead iconic. The artist is removing all interactivity, coaxing the 
viewer to contemplate each piece as an idealized form.

The hermetically sealed project accentuates the characteristic 
shape, contours, and textures of everyday objects we normally 
overlook. The specifics of each object are supplied by the 
viewers imagination.

42

2011

Materials
Found Objects, Plastic Coating

Dimensions
Individual to each object

Website Link

http://toddholoubek.com/sealed/
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Everybody Wins Rubik’s
Everybody needs a legitimate win. The Rubik’s Cube is a stan-
dard of mental dexterity and skill. Having solved this simple yet 
perplexing puzzle is a personal moment of triumph. For some, 
this moment is eternally elusive.

Applying basic generative methods, the system of colors 
traditionally applied to the Rubik’s Cube are replaced with 
unique patterns that allow for sides that match regardless of 
position. 

“Everybody Wins Rubik’s” is the opportunity to conquer the 
Rubik’s cube without resorting to dishonest methods. Every 
session of play is a win for everybody. In this puzzle, the user 
holds the solution. When the user decides the puzzle solved is 
the solution.

48

2011

Materials
Rubik’s Cube, Wood, Plastic

Dimensions
H: 3” W: 3” D: 3”
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Geon of light
What is possible with a pile of fluorescent lights, strips of alu-
minum, and zip ties? A majority of this piece is motivated by an 
attitude of “because I could”. Later, it grew into an exercise in 
representing primitive shapes, or geons. Geons are the building 
blocks of our system for recognizing everyday objects.

The fixtures are discarded, but useful electronics. Rather than 
throw them out, they are used as the shape of the primitive. 
Their luminance is secondary, but welcome as an aesthetic 
choice.  Light when shaped into a recognizable primitive shape 
holds a quality different from directional or ambient light.

“Geon of Light” is the beginning of a series wherein primitive 
shapes are represented with light. This encourages the mind to 
focus on the shape as a geon instead of simply a cube.

50

2011

Materials
Fluorescent Fixtures, Aluminum Strips, Plastic Zip Ties

Dimensions
H: 74” W: 74” D: 74”
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No Video Input (Collaboration with Niklas Roy and Benjamin Galoun)

We need to feed our technology. Not only with content, but 
with other pieces of technology. The disassembly, modifying 
and reassembly of the elements that make up the piece “No 
Video Input” reminds us that the technology that completes our 
lives, also needs technology to be complete.

The disbanded LCD monitor is disassembled into its major com-
ponents. A microwave oven is stripped of its motors and an old 
drawer is relieved of it sliders. The elements of these technol-
ogies are recombined into a homunculus that is the piece “No 
Video Input”.

The LCD monitor is rendered impotent without a proper video 
signal, or accurate placement of the LCD screen over the flores-
cent back light. “No Video Input”is an exploration into not only 
our dependence on technologies, but technology’s dependence 
on itself.

52

2009

Materials
Disassembled LCD monitor, microwave motor, drawer sliders

Dimensions
H: 5” W: 24” D: 20”

Watch Video

https://vimeo.com/26955023


53



100% Trash (Collaboration with Niklas Roy and Benjamin Galoun)

100% trash seeks the prove what we can create with discard-
ed materials thought to be useless. Every day we throw away 
useful items. These items can be re-purposed, given a new life, 
seen as something different: something useful.

100% trash consists of disparate items brought together to 
create a single piece. 100% trash consists of a compact power 
supply from a minicomputer, 3 feet of 18 gauge copper wire, an 
old LCD screen from a PDA, to motors from microwaves, and 
the metal chassis that once held a hard drive. These were the 
last pieces of trash available to us. We brought them together 
to compose one piece.

100% trash is proof that we can take items out of the garbage 
and create not just a simple kinetic sculpture, but a kinetic 
sculpture that produces a generative pattern with its move-
ment.

54

2009

Materials
LCD Screen, AC Microwave Motors, Computer Power Supply , Copper Wire

Dimensions
H: 6” W: 5”  D: 3”

Watch Video

http://youtu.be/t0GB5eKK1Yk
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Meat Clocks
When interface grows beyond the familiar, into  ingrained 
cultural knowledge, what part of that interface becomes 
extraneous? In this series of pieces the traditional clock face is 
used as an example interface.

Utilizing this familiar format the traditional information, 
numbers that representing the hours, minutes, and seconds, 
are replaced with unrelated information: how we cut beef for 
consumption. First, the cuts of beef as they are recognized in 
the United States, the cuts of beef as they are recognized in the 
United Kingdom, and twelve of the many Hindu gods as they 
are recognized by the religion. This cow is not cut.

The Meat clocks are an experiment in replacing data in a familiar 
interface. Our familiarity with the format allows the object 
to retrain its original purpose while providing additional and 
sometimes educational data.

56

2009

Materials
Wood, Acrylic, Aluminum, Clock Movement

Dimensions
H: 12” W: 12” D: .5”
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RA
Kinetic motion possesses a hypnotic effect. This is most effec-
tive when the motion is induced organically. This effect is am-
plified by the motion of not one but many objects of the same 
dimensions and material.

440 pieces of paper printed with a portion of the entire image 
are suspended within a frame along aircraft cable, allowing a 
freedom of movement caused by the natural airflow of a large 
space.

RA is an experiment in kinetic motion animating an image. Each 
“tile” is printed with a portion of the entire image. The tiles free-
dom of movement creates a natural animated mural.

58

2007

Materials
Paper(440  pieces), Clips, Wood Frame, Aircraft Cable, Tensioners

Dimensions
H: 13’ W: 13’ D: 6”
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A Design of Light (Collaboration with Emily Conrad and Jeff Galusha)

Interactive store display works to engage pedestrian traffic. 
Simple movement or changes in the display break the fourth 
wall of traditionally static storefront display. We built “A Design 
of Light” to catch pedestrian’s attention with interactivity.

We employed proximity sensors outside the storefront. These 
are connected to a microprocessor and in turn a series of 
control circuits that managed the LED arrays. The 800 LEDs are 
dipped in bees wax for diffusion. The display is programmed to 
illuminate the LEDs procedurally until a passerby approaches 
the display at which point all the LEDs turn off. When the user 
moves to the appropriate distance the procedural animation 
come to life again.

“A Design of light” is an interactive experience that catches the 
pedestrian by surprise, entices them to play, and creates an 
association with the business that is hosting the display.

60

2008

Materials
LEDs, Proximity Sensor, Custom Electronics

Dimensions
H: 11’ W: 60’ D: 6’
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Knock on Wood Machine
Our faith we place in technology is, at best, fragile. Neverthe-
less, every day our existence relies upon its operation. When 
one part fails, our lives disrupted. The cause of these disrup-
tions is often a small error. This tells us that the system we 
depend on is brittle and easily broken. Our dependence on the 
technical infrastructure of our lives is not based on cutting-edge 
technology. It is based on faith.

The “Knock On Wood Machine”employees a vibration sensor to 
detect the knock of the user. A feedback mechanism in the form 
of an oscillating motor rocks the piece of wood back and forth 
for a short time before announcing whether one’s luck has been 
changed or a jinx removed. The result can be either positive 
or negative. It is based on arbitrary readings of the vibration 
sensor.

The “Knock On Wood Machine” Is a comment on our own faith 
in technology when referenced to our lives.  It’s arbitrary results 
are valuable proportionately to the user’s faith in technology. 
This is faith-based computing.

62

2007

Materials
Log, Custom Electronics

Dimensions
H: 4” W: 15” D: 5”

Watch Video

https://vimeo.com/75725223
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Light Garden
We employ random processes in an attempt to give technology 
a sense of the “organic”. Technology is inherently the opposite. 
Random events instigated by technology are in themselves, in-
organic. To produce a piece of technology that provides a seem-
ingly organic output requires many simple processes occurring 
simultaneously.

 “Light Garden relies on processes with which we are not famil-
iar. Replicating this process many times over creates a sense of 
random events occurring organically. The “Light Garden” repur-
poses an LCD monitor and it’s polarized film to create the sense 
of an organic process. An LCD screen devoid of its polarized 
them will show no image. When the polarized film is replaced 
with hundreds of cutouts, 3 mm in diameter, only a portion of 
the image on the screen is revealed through each cutout.

“Light Garden” is a digital version of the traditional sand, or Zen 
garden. The user is prompted to move the polarized film pieces 
around the screen, which reveals small explosions of color and 
shape dictated by the position of the cutouts.

64

2007

Materials
Modified LCD Monitor, Polarized Film, Video Playback, Birch Frame

Dimensions
H: 6”  W: 22”  D: 17”
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Fibonacci Pole
Technology allows us to see things that are invisible to the 
human eye. It is especially helpful when you’re trying to repre-
sent particular concepts and ideas. For example, when trying to 
explain the Fibonacci sequence of numbers, a physical repre-
sentation allows for multiple examples with one piece.

This piece draws upon Fibonacci ‘s golden rectangle and num-
ber sequence in its design and function. Each light panel when 
combined with the base creates a golden rectangle. The micro-
processor’s program controls the movement and timing of the 
lights adhering to the Fibonacci number sequence. 

The “Fibonacci Pole” is a manifestation of Fibonacci’s principals 
in physical form and as kinetic motion. 

66

2006

Materials
Acrylic, Wood, Aluminum, Custom Electronics

Dimensions
H: 6’  W: .5”  D:10”
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5 volt Clock
The concept of time is a construction of man’s imagination. It 
is regarded as an invisible guideline for our lives. As a result we 
slaves counting the hours, minutes, and seconds. Rather than 
counting, which leads to all manner of behaviors, I will measure 
the time with the 5 volt Clock. When we measure something

The 5 volt clock measures time in quantities of volts.  The cur-
rent time is generated by a Real Time Clock embedded in the 
otherwise custom circuitry of the piece. Using a microcontrol-
ler, the time is interpreted into a range of zero to five volts. The 
amount of voltage is displayed on the three panel meters. 

The conventional clock and the way we count time is perhaps 
outdated. The 5 volt clock offers an alternative to the traditional 
counting of time and our behavior towards time itself. Perhaps 
by measuring instead of counting and tallying, new behaviors 
will emerge.

68

2006

Materials
Wood, Acrylic, Aluminum, Custom Electronics, 5 volt Panel Meters 

Dimensions
H: 4” W: 15” D: 4”
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Affirmation Machine
If you are feeling a little blue, the world’s got you down, and 
you can’t pull yourself out of the rut; the Affirmation Machine 
is for you. In twelve different languages it offers affirmation 
and ego stimulus. The Affirmation Machines sole purpose is to 
supplement low self esteem with positive reinforcement.

It arrives as a plain wooden box. Inside it’s velvet lined interior 
the user finds a dial, a button, and a hypno-wheel. A language 
is selected, and the button is pushed. The hypno-wheel 
rotates slowly placing the user in a mental state that is open 
to suggestion. A twenty second audio clip plays the selected 
affirmation.

Our reliance on technology is frightening. Not just on a day 
to day basis that involves the smooth operation of our cities 
and urban centers, but on our mental faculties and emotional 
wellness. The Affirmation Machine brings this to light and gently 
pokes fun our need to feel better about ourselves through 
technology rather than ourselves.
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2004

Materials
Antique Wooden Box, DC Motor, Custom Electronics

Dimensions
H: 7” W: 12” D: 5”

Watch Video

https://vimeo.com/75690228
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Smart Guy Box
Broadcast media has a particular credibility. No matter how 
outlandish, and regardless of the source, we believe every-
thing seen on television. As more advanced technologies grow 
intertwined with media, that which we consume is altered . This 
applies not only to television, but to radio, and print as well.

This piece relies on the half second that passes between ob-
serving an event and our conscious mind registering and eval-
uating the event. The user looks into the box. A camera to the 
left provides a live feed of the user looking into the box. This live 
feed is mixed with prerecorded video. This creates the illusion 
of multiple “players” in the video. These “players” are mundane 
and absurd. Regardless, the user believes they exist, because it 
was on TV.

“The Smart Guy Box” is an experiment in the half second that 
passes between an event and our awareness. Technology self-
validates its output faster than the time it takes awareness and 
interpretation to occur on our side of the transaction.
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2002

Materials
Wooden Box and Pedestal, Video Monitor, Video Camera, Video Mixer

Dimensions
H: 30” W: 6” D: 6”
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LED Cube v1
This project is an exercise in representing the real world with 
LEDs arranged in a cube. Normally, 3D space is represented 
in a screen based environment. The goal with this project is to 
create the same effect in a physical environment.

Using video as the input, the computer takes the image, 
reconstructs the data and displays it in the cube. The project is 
composed of 1,000 LEDs mounted in plexiglass. The computer 
processes live video and sends a low resolution version to a 
central microchip. This microchip distributes the video data to 
other microchips, which turn on the appropriate LEDs.

This piece is a working low-resolution prototype for a true 
three dimensional display unit. As three dimensional imaging 
becomes more and more popular, a device that can display 
information spatially is more imperative. A three dimensional 
display unit will better represent data than the flattened displays 
of TV, film, or print.
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2002

Materials
Acrylic, LEDs, Custom  Electronics

Dimensions
H: 6’  W: 3” D: 3’



77



Everybody Wins (Hoora! Hoora! Hoora!) 

Games always have a winner. By default this dictates that there 
is one or more loosing party. This interaction is intended to 
make winners out of everybody.

Applying generative methods of creating art, it employs the use 
of tiling, symmetry, and simple rules in it’s composition.  The 
result is a fifteen piece tile game where in regardless of where 
a tile is moved, the lines stay continuous.  It is in this that the 
image is scrambled and unscrambled simultaneously.

“Everybody Wins (Hoora! Hoora! Hoora!)” is a play on 
traditional tile based games where in the object is to 
unscramble an image.  

It is in this that everybody wins. All we have to do is play.
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2002

Materials
Wood, Acrylic, Aluminum

Dimensions
H: 12” W: 12”  D: 12”
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Hand Shaking Machine
Humans have always used other humans as machines. Human 
beings are machines. We are organic machines. Humans are 
prone to habits and repetitive actions. In our technology based 
culture, I am finding that of the many uses for technology, 
positive reinforcement is a growing practice. We are allowing 
technology to replace the simple actions of human to human 
contact and communication. This piece accentuates this.

 The handshaking machine is a simple robotic arm that upon de-
tecting the user’s presence, with a little bit of fanfare, extends 
its hand in greeting. Should the user decide to participate, it will 
shake the users hand, complement the user on their excellent 
handshake, and retract into its original position.

The “Handshaking Machine” is a Rube Goldbergian comment 
on how we allow technology to replace basic human behaviors 
that have grown commonplace in our culture. It acts as a com-
ment and as a reminder that our attitudes towards technology 
reflect our attitudes towards each other.
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2002

Materials
Aluminum Rail, Gear Motors, Wood Base, Custom Electronics

Dimensions
H: 30” W: 24” D: 24”

Watch Video

https://vimeo.com/75695630
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