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Shanghai, China. It was during a three-month with them
that | was able to carry out this project from January 21 to April 18,
2025. | also have to thank all the persons that work on this project
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DIS/AUGMENTED REALITY 20
VISIONS OF THE DIGITAL WORLD

In the age of artificial inteligence, I'm interested in the relationship between
humans and digital technologies. My main concern is to rematerialize the art
object and bring the images generated and designed for flat screens into real,
three-dimensional space. In the context of the widespread dissemination of digital
technologies, | explore new ways of creating links and avenues between the
dichotomies of the material and the immaterial,
the physical and the digital.
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In virtual reality, our awareness of our bodies and our presence in space IS
altered. This raises questions about the nature of our corporeal existence and

what constitutes
Virtual reality blurs
between the real
leading us to
nature of reality and
it. What defines
senses can be so
In my work, | take
the extreme: | try to
in the real world and,
the real world into
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our physical “self”.
the boundaries
and the virtual,
question the very
our perception of
the “real” when our
easily deceived?
this confusion to
materialize the virtual
conversely, to bring
the virtual.
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VISIONS OF THE DIGITAL WORLD

One of my intentions with this approach is to highlight the increasingly
fine line between the real and virtual worlds, and the possible confusion
between the two. My aim is not to propose answers or make judgments,
but rather to raise questions:

Is the virtual a false reality, a falsified reality?
Where does truth lie?

Is the real world truer than the virtual one”?
s reality a criterion of truth?

HR XM ANEE

Zz—mmAR RS E
ISR 2 8] B m 2R 77
bR » A P& Z B Al RETF
FHVES - BN E
TR B B FIT >

IR A
RS2 ERIIBISE ?
BAREME ?

TSR EIME R EE
Szig 2

ISL R HEAARAEND ?




DIS/AUGMENTED REALITY 20
STEP BY STEP

1. Dismantling of a 1970s kitchen

| dismantled this kitchen from an old cottage that’s soon to be demolished.
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DIS/AUGMENTED REALITY 20
STEP BY STEP

2. Re-assembling the kitchen

| reinstalled the kitchen in my studio at home. | use my living room as a studio in
Montréal.







STEP BY STEP

Once the kitchen had
been put back together, |
proceeded to model all the
objects in it in 3D.
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DIS/AUGMENTED REALITY 20
STEP BY STEP

4. Virtual reality production (Unity)

This stage was carried out entirely by Alexander Immersive (Casey Alexander).
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DIS/AUGMENTED REALITY 20
STEP BY STEP

5. Developing the exhibition space
At this stage, the aim is to rethink the kitchen in a fantasy style inspired by virtual
universes (metaverses).
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