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All  of my works are available in either German and English or can be provided with subtitles or reference material in either language.
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Zeichnungen 1997 ð 2009 (Drawing s 1997 ð 2009)  

2014 / HD v ideo / 11:52  

 

Accompanied by my childhood d rawings in chronological order, I explain my conviction from early childhood that artist Joseph Beuys 

was my uncle, and that the two of us, even though he died long before I was born, acquainted with one another.  

 

I retell the stories I  was told by the only person who knew both Beuys and me: They are the stories of my father, who neither was an ar t-

ist back in the day nor is one in the present, but who was a staff member of Beuys in the Seventies and Eighties of the last century.  

Neither the images, which seem much more consistent and unbroken than the narration and guessing games, nor the stories can plaus i-

bly reconstruct the past. The drawingsõ naïvety  concurs with memories that cannot lead to a dénouement.  
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Whatõs Love Got To Do With It  

2014 / HD v ideo / 11:43  

 

Over the c ourse of twelve minutes, a polaroid image is filmed, developing.  

 

In an English voice -over I tell different stories which gradually intertwine. Guiding threads appear between memories, ideologies and 

relationships,  between London a nd all of Germany, between the early 2000s and the summer of 2014, between poetry slams and the Fes-

tival of Love , between the racism of oneõs own relatives and how to still love them, and lastly between starting a collection and adding the  

final piece.  
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Abusive Relationship Simulator  

2015 / HTML file  / minimum  resolution: 3 50*600 pixels 

 

The Abusive Relationship Simulator  appears to be a simple text adventure which 

can be accessed online as well as in a fixed terminal.  

 

Contrary to its genre-abiding design, the program deviates from the norm in some 

very specific ways: The game can neither be won nor can the storyline be lastingly 

affected. There is no ending, no high score and all i n all only 300 words which are 

displayed in a semi -rand omized manner: The computer has a pre -programmed set 

of reactions available to any kind of player behavior, to which the player then can 

only be reactionary himself and which he cannot foresee. Interacting  with the 

program always leads to a loop until the player decides to stop playing altogether.  

As long as he participates, in the narrationõs diegesis, he becomes an ôenablerõ 

who continuously passes the ball to the computer who impersonates an abusive 

partner.  

 

The program is not w ritten solely with textb ook information, but is a patchwork 

of experiences of an assortment of different real people who lived through rel a-

tionships like this.  
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Dual System Story  

2015 / Nintendo DS, modified flashcart  / dimensions vary  

 

Named after the two official names for the NintendoDS handh eld ð 

ôDeveloperõs Systemô and ôDual Screenô ð the work is always i n-

stalled in remote places to guarantee a solitary experience, and 

can only be interacted with through the specific white NintendoD S 

on which it is stored .  

 

On the two screens, two different stories can be accessed:  

On the lower screen, w ritten in sleek German, a childrenõs tale; on the upper 

screen, written in spontaneous , careless English, the encounter with a young girl , 

for which  the story on the lower screen has been written,  is retold.  

 

While the childrenõs tale comfortingly recounts that all children 

have their own little monster to protect them, the report on the 

upper screen is much more di sheartening: The girl the story was 

written for cannot be contacted anymore, and the only traces she 

left are the short story I once wrote for her and had to re -write 

from memory, as well as her long gone fingerprints on the exact 

same white DS on which the work is presented.  
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Kleines Mo nster  (Little Monster)  

2015 / mp3 p layer, video, lectern, subwoofer / dimensions vary   

Little Mons ter  is a piece consisting of a dark area 

or room, my old mp3 player from the late 2000s, 

edited found footage playing on it, and a subwoofer.  

 

In 2008, I was at  a concert where photographing 

and filming were strictly forbidden; but I was ac-

companied by my  moth er, who filmed what ha p-

pened on stage nonetheless. I copied the footage to 

my mp3 player and didn't watch it for about six 

years, until I rediscovered it in 2014, slowed it 

down to approx. 1/4 of its former speed and subt i-

tled i t with all the thoughts and memories which 

immediately  resurfaced upon reviewing the file.  

The piece is shown on the original device it was 

stored on for about six years, and the heavily d e-

celerated sound is played through the subwoofer, 

evocating a shabby  club atmosphere in the black 

box with the mp3 player as its only source of light.
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Written Apology  

2015 / HD v ideo/ 09:15  

 

Dealing with feelings of guilt concerning a suicidal sibling mashed up with attempts to make a movie about projection, decons tructing it 

with added and interpolated layers of commentary, and inserts extracted from a childhood twenty to thirty years into th e information 

age: The Sims 2 , Legacy of Kain: Soul Reaver  and Comic sans MS  all unite to simulate a person that is absent, leaving the question 

whether the person that is talked to in the eponymous written apology is this simulationõs real world equivalent or the simulation itself.  
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Negentropie  (Negentropy)  

2016 / 2 synchronized HD v ideos, assorted drawings  / 20:30 / varying dimensions   

 

Two screens.  

On the l eft side, for a duration of twenty minutes, a destroyed bookcase is emptied, cleaned and put back together. The knife, the pieces 

of broken glass and the gloves indicate a preceding catastrophe, which is ratified in the right screen: More strange scenes i n the same 

apartment are cleaned up, from time to time interrupted by  photographs of drawings which show rooms in desolate states.  

 

The text overlay on t he right screen now spans multiple narrations: It tells of oneõs own difficulties to maintain order, which however 

disappeared after the last change of house; the responsib ility one now has over someone elseõs disorder; and lastly, it exemplifies the laws 

of thermodynamics, explains the process of entropy and how this continuously rising disorder will eventually lead the univers e to col-

lapse and into chaos.  
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ĂNegentropyô on the other h and is a term coined by Erwin Schrödi nger in his book What is Life?  which defines the unique quality of being 

able to restore order inherent to anything alive.  
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Random Cravings  

2016 / .exe file  + ressources/ 800*600 pixels  

 

Crave, the last but one play of British playwright Sarah Kane, has been transferred to code line by line. The background and figures 

were drawn by hand, digitized and animated.   

 

The characters of this l ate work of Kane permanently fail to connect to one another  and never come to a satisfying solution for either of 

them, are trapped in their own traumata, self -concepts and narratives. The program developed for this piece furthers this approach b y 








