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Research Statement 
 

In my creative practice, I employ game engines and 3D graphic software to create 3D animation, 

interactive installations, and experimental games that interrogates the concept of body and representation 

of women in visual culture, especially the video game culture. In my work, I analyze the representation of 

women and incorporate do-it-yourself and open-source culture from the indie game production while 

subverting its hyper-masculine tendencies. Therefore, my research for creative practice involves seeking 

an alternative perspective on human body that can problematize the hyper-sexualized representation of 

women prevalent in our visual culture. 

One of these alternative perspectives is a microbiological one. Exploring our bodies through a 

microscopic lens reveals an ecosystem of various microorganisms. The human body contains ten times as 

many non-human microbial cells as human ones, and it constantly consumes and discharges small 

microbes that are invisible to the bare eye. These minuscule components that make up our body become 

part of us, leaves us and goes adrift somewhere else. The human body cannot distinguish itself, as most of 

its components are always shared in the environment and blends in with other bodies. Therefore, rather 

than conceiving the body as a singular, wholesome entity, the focus of my research lies more on the body 

as an interstitial site where human and non-human microorganisms coexist. I investigate how this 

microbiological conception of body could interrupt the dominant way in which we perceive, judge, and 

represent the female body. 

I create virtual female bodies that reflect the microbiological perspective in my work Dissonance 

and Venus Iteration. In each of these work, the female 3D models contain digital microorganisms, which 

are polygons constructed in vertexes, edges, and faces. Such makeup renders these modelings of female 

body into virtual ecosystems. These body-as-ecosystems are then set in motion in the form of animation 

and interactive installations. In Dissonance, I employ the video game industry’s “default” female 3D 

models that are hyper-sexualized, and transform them beyond the conventional human anatomy to thwart 

the hyper-sexualized visualization of female bodies. Joints and muscles are replaced by a new set of 

physiological units in digital space—vertexes, edges, and faces, which are moved, rotated, and scaled in 

various ways. All these components are in the end distorted, integrated, and reassembled. This is similar 

to how Venus Iteration simulates the way in which digital microorganisms collide with, bounce from, and 

osmose into each other within the 3D model of female body that resembles Sandro Botticelli’s iconic 



Venus (c. 1485 C.E.), which is treated as the source of the fantasized representation of female body. 

Venus’ digital microorganisms merge, break apart from, and reflect each other, simulating the behaviors 

of actual microorganisms in our body. Furthermore, I code parameters into these work to enable the 3D 

models to interact and evolve autonomously, which lead to the deconstruction of their forms and 

relationships. These two simulated worlds invite the viewers to embark on a digital journey where they 

will be led to discover alternative perspective on body. 

In addition to the visualization of body, my research interest also extends to the logic of game 

narrative where women are objectified and marginalized as they are ascribed mostly to the role of helpless 

princesses, supporting characters, or sexual objects. In order to challenge this, I recently have 

experimented with the idea of ‘body as ecosystem’ by incorporating the format of interactive storytelling. 

Given that most of the microbes in our body never settles in and constantly migrates, the body can be 

redefined in terms of its travel path and interaction with others. In this experimental game, Trifling 

Matters, the player is led to identify herself with the microorganism as she begins an exploration of the 

virtual landscape where each area presents a short narrative based on private and shared memories and 

conversations. The sequence and duration of the scenario is determined by the manner in which the player 

navigates through the area with a game controller. Every time the player revisits the personal and social 

experience presented in the game, the plot becomes restructured. 

My work blurs demarcations of human bodies through a microbiological lens, and my current 

research extends this discussion integrating a head mount display (HMD), which also blurs the boundary 

between the real and virtual world. I am drawn to the glitches such as passing through objects in the 

virtual reality, which is caused by the lack of physicality in virtual camera’s spatial mapping process. The 

capacity of virtual reality headset is not only limited to visual experience. I experiment with various 

elements, especially ones that exist in both real and virtual domains to bridge them—such as motion 

sensor, haptic feedback and voice command. In this pursuit of entirely new sites for cultural productions 

and methodologies, my new project further immerses audiences in the virtual space and allows them to 

seek possibilities of perception beyond visual representation and further subvert the visualization of 

female body. 

 

 

 

 


