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Artist's Statement


Through my art I aim to disrupt everyday life, injecting it with surreal, amusing, and bizarre occurrences to revitalize people‘s sense of childlike wonder. I do this through the use of elaborate costumes, special effects makeup, detailed and fanciful props, and an array of eccentric characters. My campaign against the mundane is the evolution of a childhood need to imagine and to inspire others to do so as well. I aim to show other adults how to play again without rules or teams, points or penalties.


We tend to lose our imaginations as we become more invested in this world. We accumulate more and more burdens and responsibilities and become more certain of facts and less open to possibilities. A child can see the simplest objects and construct endless potential with them. They are active creators through their imaginations. We slip into the habit of only being passive passengers as our imaginations are guided through consumer mass media, our minds becoming less and less apt to having original creative thoughts. That is what I fight, and as adult imaginations require more elaborate visual stimuli, I have had to create more and more elaborate props to lure them out of this world and into another, to kindle that lost sense of wonder, and through that, a love of life: fun for the sake of fun.


 I use every tool and material I can get my hands on. Everywhere I go, I am analyzing what things can become. I work with modern power tools such as precision rotary tools and industrial lathes to machine and carve metals and wood. I use historical techniques as well, such as lost wax metal casting. I also use any kind of hand tool, as I love being as close to my work as possible. And for the closest touch, I sculpt clay to create castings so that I am as unhindered in what in what I can create as possible. 


My pieces themselves combine elements of the past and the future, pulling from old ideals and unrealized dreams. The amalgamation of antique and fantastic imagery creates a a sense of displaced anachronism that leads viewers to speculate on possibilities and hopefully inspire wonderment. The greatest result would be that they are then driven to create their own such inventions and machinations and generate their own worlds wherein they might put down some of their adult burdens and put on a fancy hat.


