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[4/13/14, 11:40:43 AM] BM: So, this phrase "simulacrum of originality" - this is something I've been 
hung up on lately, specifically because of the media I've chosen – Since my work has started to 
revolve more around notions of opticality and formal qualities inherent in screen-based work I've been 
increasingly worried about whether the simple fact that I'm working in a 'new media' is enough to 
justify this approach. I'm not sure that formal content alone is enough to hold work together 
anymore, but at the same time, I'm not very interested in work that is over–narrated and overly 
concerned with content which can pin the work down as being about one thing or another.. 
 

[4/13/14, 11:43:33 AM] BM: How do you navigate this? You're work is strongly formal, but also 
relies on found-objects  and the gesture (Proposal for a Painting, etc). How do you navigate  the 
formal vs. the narrative? Balance content with composition (for lack of a better word)? 
 
[4/13/14, 11:51:25 AM] VR: I can refer to that. When I started my studies at art school, I was really 
interested in media art and specifically video. I was amazed by the possibilities there were in 
generating images in the computer and blowing them up on big screens. But I was also always 
interested in what Walter Benjamin called the "aura" in artworks: The ability for an artist to imbue 
something with an artistic aura. Somehow I realized that - at least for me – this went missing, 
when it came to the pure "materials" in computer generated art (I see this differently today). All 
that was left in an exhibition space after the doors were shut, was a pedestal with a video projector, 
a computer humming somewhere in the corner and a bunch of cables. I started centering my 
works around this and used cables and electrical stuff like power strips etc in my works. 
The second thing you mentioned is something I also experienced. My works were much more 
narrative at the beginning of my artistic practice and became more formal in the end. I'm still not sure 
of the underlying reasons for this; Either we are all unconsciously following a certain trend or it´s 
something else. 
 
[4/13/14, 11:52:17 AM] VR: I would like to come up with one explanation for this: 
 
[4/13/14, 11:53:41 AM] VR: I often had the feeling, that the more narrative a work is, the smaller 
its field of interpretation becomes. It´s like telling a joke: There´s only one possible punchline and 
either you like it or not, if you change it, it will not make any sense. With more "open" (less 
narrative) works, this field is much more broad.  
[4/13/14, 11:53:58 AM] VR: Another possible reason: 
 
[4/13/14, 11:56:30 AM] VR: While we work  we also get interested in how  our materials behave or 
certain code works. Maybe we just get caught up in this too much. My studio looks like a metal 
workshop at the moment. When I go there I build works out of metal. It´s also a strong restriction... 
 
[4/13/14, 12:00:40 PM] BM: I think you're exactly right about the aura, especially as it relates to new 
media work. I started in painting and gradually moved to digital media, it was a struggle to find a 
way to make work that held the same sense of object-hood while using  a media that is never really 
there. This also leads into narrative, or lack thereof. My reaction to most time–based work is that it 
tends to lead the viewer to only one possible interpretation and the viewer is left with nothing to 
ponder after the experience. My most rewarding experiences  with artwork are the ones where I 
can linger and navigate the piece at my own pace. Sculpture seems to most lend itself to this type 
of experience, painting as well, but somehow less so. At the same time the idea of the 'Aura' 



seems to be fading even more rapidly as we are now left to experience most work by its 
documentation online. 
 
[4/13/14, 12:04:15 PM] BM: Working with restrictions is I think the only way anyone really makes 
work. The restrictions can be material–based, but I think they are also broadly dictated by our own 
personal histories, aesthetic sensibilities, etc. We arrive at our own ways of making organically–
what else would we do? I couldn't work in another media if I had to; nothing would translate. The 
work would ring–false. 
 
[4/13/14, 12:16:59 PM] VR: Reply to Paragraph 1) This has definitely changed. I have this image 
of how art was only shown in almost private and rather small circles many years ago and now so 
many artworks are accessible online for anyone to see. I remember the discussion from nearly ten 
years ago about if artists should have a website or not. There was a tendency that especially older 
artists (oddly enough  they were  only a few years  older)  wouldn't  see a necessity  of having  their 
own website  and publishing their works online. Today I have entered this discussion  again. This 
time it´s about instagram  and it´s almost freaking me out. I'm the "old" artist now, who is taking over 
this restrained role. And artists don't publish their works anymore, they share them. I've finally logged 
into instagram and was shocked to see hundreds of photographs, where people would pose in front 
of artworks and tag the author in it. It´s seems a bit crazy too me. I remember how I used to joke 
with my friend and artist colleague Andy Boot, saying: "No worries, as long as it looks good on the 
Internet.", when I wasn't fully convinced of a work. This Joke has become some sort of reality  to 
me, when I browse  through  instagram  these days. I would like to know  what Walter Benjamin  
would have to say about this, in retrospect  of his famous essay about how the aura (in an 
artwork) is lost through mechanical reproduction. 
Reply to Parapgraph 2) Though I agree, I must say that I'm still not sure if this applies to my 
practice at the moment. Mainly because I think, that I haven't found "my material" yet. I do work a 
lot with light and fluorescent tubes but I feel like I haven't yet arrived. 
 
[4/13/14, 12:27:34 PM] BM: I’ve met educators who have started giving assignments like: 'Internet 
Famous', or 'Go Viral' wherein your success in the course is measured by whether or not your 
work gets on to certain blogs, or goes viral on youtube. I also meet an increasing number of 
artists who only care what the 'Youtube embed' of a work does. Good lord I feel old-fashioned – 
In one regard, I could spend all day on tumblr looking at work, and the tumblr itself starts to take on 
a certain physicality - work takes on a certain cache if it is curated onto the tumblrs I look at daily. 
I get caught up in how art works in that context and I frequently have to catch myself and imagine 
the work itself, in physical form, stripped of it's context online – often times in that context the 
work falls apart. There's something of an aura in the totality of these curated tumblr sites, but it's 
not the aura of an individual work, it's the aura of the collection,  the world in which the work 
swims, I guess. Anyway, it's not something I can say I'm excited about. It's nice to be able to have 
access to work I wouldn't normally have access to, but I think that a certain level of criticality goes 
out the window when you don't experience the work for yourself, in person. 
 
[4/13/14, 12:35:55 PM] BM: As to paragraph 2: I'm reading a cyclical nature to your interests: you did 
some work in fluorescents years ago, and it seems you're revisiting this more recently as well. At 
any rate, there certainly is a continuity in most of your work, in its concerns for site, gesture, and 
formal minimalism. I guess I could be way off there, but that's my read. It's funny, the first work of 
yours I saw was "Hello World" which does seem to have a lot of the humor of other work of yours 



but it also seems to be a bit of an outlier. Its so much more reliant on pop art references and less 
concerned with the material intervention of many of your works. Does that make sense? 
 
[4/13/14, 12:49:54 PM] VR: Paragraph 1) Which is in fact the biggest problem: a photograph of an 
artwork will always only be a photograph  not an artwork (okay, I know there´s some exceptions 
where the photography becomes the artwork conceptually). 
What you say about these class assignments surprises me a lot. Actually it shocks me. I have never 
considered being posted in blogs as an achievement. I admit, that in my early career it was helpful: 
some blogs that had featured my work have been unknowingly initiating projects for me, where I was 
approached by curators or invited to take part in book presentations. I was a huge fan of vvork.com. 
At the moment http://contemporaryartdaily.com seems to be the big thing but I have a strong 
disapproval towards them. I don't like how they feature commercial galleries and (some) 
institutions instead of the artists themselves. (On vvork.com every post had a link to the artist, the 
author of the work). At the same time contemporaryartdaily.com has sponsored links to the very 
same galleries that they feature. It is very opague and unclear how their selection process actually 
works. It has more and more become its own microclimate and actually pretty boring. 
Paragraph 2) "Hello World" was only realized in 2011 but I wanted to build something like this 
already in early 2004. So, I guess that´s why it still has this pop-ish,  more narrative  touch. It 
was simply for the reason of financing the production, which I wasn´t able to during my studies. 
The work has been getting some sort of attention, the professors you spoke about earlier might 
have happily called it "viral". But it reduced my whole artistic bandwidth, which I disliked. 
I have just recently published a book with works from the last 10 years and since 2012 I stopped 
updating my website, so, for you to get the full picture of this "cyclical nature" you´d probably need 
to see my book with my most recent works. 
 
[4/13/14, 12:57:26  PM] BM: vvork.com was revelatory for me as well. I didn't share much of an 
aesthetic overlap with most of what they posted, but that was a big part of why I enjoyed it so 
much. When I first came across it, it felt like a collection of work from another world. It didn't feel 
tied up in New York centrism, which was nice. Now looking back at it, it feels like the whole art 
world has drifted towards the dominant aesthetic of that site.  
 
[4/13/14, 1:04:53 PM] BM: I can understand how "Hello World" could do that, when something bubbles 
to the top like that, it becomes the enduring expectation. Tunnel vision on the part of the viewer 
becomes an issue. The incentive to re-work the formula can be strong, and for me, I respect artists 
who move on and into the less known territory more than those who mine the same vein day in and 
day out. Anyway, I don't want to dwell on 'Hello World' as I'm sure you don't either. I'm glad 
we're coming together around this idea of the Aura, I think we've probably been dealing with 
similar issues in our respective practices recently (for me, over the past two years, specifically). 
 
[4/13/14,  1:10:34  PM] VR: Yes, sometimes I wish I was just using such a formula. It can make 
things easier but probably also boring. But then again, if that was how I'd function, we'd probably 
already talk about the specifics of my work for our upcoming show. And to add to that: you´d 
probably already know what I was going to do, before I told you. But that´s not the case. I have had 
some thoughts on it already, I was thinking about two different directions that I could direct my 



work to but I have also hoped to get something out of our conversation and relate to it directly. At 
the end it´s probably going to be a mix of all these things. Usually many things play into how my 
works originate. 
 
 
[4/13/14, 1:14:35 PM] BM: Yes, given the time and geographical constraints, it will  be difficult to be 
truly collaborative,  but it helps to know we seem to be in similar zones of thought at the 
moment. Two directions? 
 
[4/13/14, 1:16:15 PM] VR: Yes, I must say that when we talked over the phone I already got the 
impression, that we both are on the same page. 
 
[4/13/14, 1:16:19 PM] VR sent a file to this group: 
 

 
 

[4/13/14, 1:16:22 PM] VR: ;-) 
 
[4/13/14, 1:16:30 PM] VR: Regarding the two directions. 
 
[4/13/14, 1:16:59 PM] BM: ;) 
 
[4/13/14, 1:18:23 PM] VR: I have recently started working with mirrors. I found it very exciting and 
could see that, as a material, it makes sense for developing my work in line with what I have been 
doing over the last years. But I have also some unfinished works on mind and I'm tempted to try 
them in that space/exhibition/format. 
 
[4/13/14, 1:18:37 PM] VR: At the moment I feel like I should be going for the mirror works. 
 
[4/13/14, 1:19:32 PM] VR: Also, because a mirror is in a way the total opposite of what a screen, 
what you'll probably use to project on, is. 
 
[4/13/14, 1:20:12 PM] BM: True, that could lead to some nice interplay in the space.  
 
[4/13/14, 1:20:28 PM] VR: I imagine that you'll be using a projector and show one of your video 
works with computer generated motion graphics. 
 
[4/13/14, 1:20:53 PM] BM: Yes, probably ;). 
 



[4/13/14, 1:21:13 PM] VR: I could do the same thing with a mirror and create a screen that reflects 
something that is not generated, but in fact "real". 
 
[4/13/14, 1:22:22  PM] VR: And the light in my work will play a similar role to the light of the 
projector. It´s in-between the resulting image (screen) and the object that creates theses images 
(projector). 
 
[4/13/14, 1:22:28 PM] BM: I've been doing these pieces the past few weeks where the sense of light 
and atmosphere in the image is heightened. They're fairly simple systems, where I'm just going 
for maximal information on screen, but also setting up more of a sense of atmosphere than I've 
been concerned with lately. 
 
[4/13/14, 1:24:08 PM] BM: Physicality in the video has been increasingly important, I'm wanting 
everything to feel very tactile and environmental, specifically because there is nothing there to 
begin with other than code. This links back to missing the object-ness of traditional media. 
 
[4/13/14, 1:24:38 PM] BM: This still give the sense of light, but I don't have a video compiled yet. 
Endless cascading of objects sort of like dust caught in the light. 
 
[4/13/14, 1:24:40 PM] BM: http://coplanar.tumblr.com/image/82583860265 
 
[4/13/14, 1:25:05 PM] VR: Very spheric. 
 
[4/13/14, 1:25:30  PM] BM: Yeah, that tactility has become more and more a thing I want to get 
across. 
 
[4/13/14, 1:27:45 PM] BM: In the end, I'll probably send over a few different files that all work in 
the same vein, and we can choose the one that fits the scenario best. I've done a lot of that 
lately, oftentimes the video I've chosen to show won't work in a specific space either directly due 
to the space, or due to the technical equipment available. 
 
[4/13/14, 1:28:09 PM] BM: Adapt or die. 
 
[4/13/14, 1:28:13 PM] VR: I´ve been looking at your tumblr now. On a side-note: I realize that I 
look at your works on tumblr differently then when I see them on your actual and official website. 
 
[4/13/14, 1:28:42 PM] BM: Ah ha! See! Tumblr is a thing unto itself. 
 
[4/13/14, 1:28:49 PM] VR: True. 
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