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Once Upon A Time is a long-term research project divided in chapter-like fables, that explore the role of 

culture and technology in different systems entanglements and agents (organic and inorganic), behaviour 

and evolution. With the aim of studying the theoretical and practical implications of anthropogenic changes 

in the imaginaries, ecology and policies of the planet. My primary goal is to theorize, design, and conduct 

longitudinal studies of cultural dynamics in historical, contemporary and speculative contexts. My endeavors 

approach the Territories as a living archive, by integrating cross-cultural fieldwork. My fables focus on the 

application of different field methods and hope to contribute to the interdisciplinary study of environmental 

arts and humanities.

My transdisciplinary practice is intended to be both theoretical and practical. Each of my research projects 

results in a book publication and also an objectified piece of art to allow a different type of understanding of 

the researched topic and another, non-verbal access to the research results.  

Each fable has five-step pattern: (I) Research: The development of a hypothesis, idea or question as a result of 

research with the help of notes and drawings. Research becomes the fundamental basis of my artistic process; 

the artworks created on this ground are in fact becoming a form of knowledge. The process evolves into 

knowledge production and is not limited to integrating previously known concepts (II) Conclusions: Presentation 

of the conclusions of the research in the format of an essay that helps to organize and communicate the 

extensive and complex findings and thoughts. (III) Metaphoric and Metonymic Displacements: Identification of 

metaphors, metonyms and icons central to the topic of each research. (IV) Comparative Poetic Testing: In this 

stage, I analyze the cognitive perception of the displacements (V) Poetics of New Knowledge: Transformation 

of the metaphors, metonymies and icons into pieces of art (publications, interventions, paintings, drawings, 

videos, sounds, installations, etc.) that fosters extended interpretations via visual perception beyond the written 

parts of the project.



FABLE I
Posteden: From Hominization to Posthumanism



(I)RESEARCH

Handwritten and drawn illustration on cotton paper / Spanish language / 325 p. / 21 x 15 cm each.
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(II) Conclusions

Abstract

Posteden: From Hominization to Posthumanism

Hominization was the process that progressively transformed the lineage of primates into humans. The concept 

refers to the various stages that make up the evolutionary development of the human species. One of the 

most widely accepted theories on hominization today is the Rift Failure theory. The Great Rift Valley is a large 

geological fracture in Africa, measuring a total of 4,830 kilometres in a north-south direction. It began to 

form in south-east Africa (where it is widest) some 30 million years ago and continues to grow today, both in 

width and length. The breakage of the African continent by the great Rift Valley is also responsible for the fact 

that the climate in the east of the continent is drier than in the west. That is why the savannah first appeared in 

this part of Africa. Hominization, the process of evolutionary transformation from primates to hominids, began 

in East Africa in the Rift Valley about six million years ago. The transformations undergone by pre-humans 

include physical aspects such as bipedalism, modification of the jaws, pelvis, teeth, brain growth, as well as 

skills such as the use of tools and better communication skills, which gave rise to new forms of behaviour.

Posthumanism have emerged as a response to the current economic, political, cultural, and ecological crises 

affecting us all, “it encourages us to think that the full achievement of that thing we call human must be 

predicated upon over coming and finally transcending not just our animal origins, but also the fetters of 

materiality and embodiment altogether.”1  The posthuman enables a scrutiny of what it means to be human 

and what its limits are.  That is, in bringing nature and its materiality into the realm of politics, indigenous 

activist groups are denying the Cartesian separation between nature (matter) and culture, making matter 

a question of politics as well. These earth practices, such as considering the political needs and desires of 

sentient entities, enact the respect and affect necessary for maintaining webs of relationality between the 

human and its nonhuman others. Rosi Braidotti views desire, “as a power that disseminates bodies’ self-

identity and drives them to become multiple. By engaging in various relations with other bodies, the body itself 

changes and becomes continually other to itself.”2 

1 See Cary Wolfe, “Posthumanism.” In: Rosi Braidotti and Maria Hlavajova, Posthuman Glossary (London: Bloomsbury, 2018), 356–358. 
2 Rose Braidotti, The Posthuman (UK: Polity, 2013), 56.



The research explore how society came to be, and its influence in human desire. In 1966 sociologists Peter 

Berger and Thomas Luckmann wrote a book called The Social Construction of Reality. In it, they argued that 

society is created by humans and human interaction, which they call habitualization. Habitualization describes 

how “any action that is repeated frequently becomes cast into a pattern, which can then be … performed 

again in the future in the same manner and with the same economical effort”.3 Not only do we construct our 

own society but we also accept it as it is because others have created it before us. Society is, in fact, habit a 

constructed bahaviour.

Society is based on the social construction of reality. How we define society influences how society actually is. 

Likewise, how we see other people influences their actions as well as our actions toward them. We all take on 

various roles throughout our lives, and our social interactions depend on what types of roles we assume, who 

we assume them with, and the scene where interaction takes place.

Art can be seen as an attempt to better understand the world artists find themselves exposed to. The way in 

which the world is perceived by artists, how they act and make decisions, in other words, their behaviour, 

has a tremendous impact on the outcome of their art projects. But what determines the behaviour of an 

individual? Behaviour is significantly influenced by experience, which in turn depends on an individual´s 

history. This individual history can be subclassified into a “macrohistory”, i.e. the evolution and phylogenesis 

of the human species in general, as well as the history of the society and culture of origin of the individual, and 

a “microhistory”, i.e. an individual´s biography. To learn more about how the behaviour of an individual is 

influenced, I researched extensively using literature from the fields of anthropology, sociology, psychology and 

neuroculture as a source. As a result, I identified “volition” as the hallmark of humanitas, and the concepts of 

“need” and “desire” as key drivers of human behaviour. I therefore chose these two concepts as the central 

theme of Fable I, and developed the following conclusions. Primitive patterns of behaviour are initiated when 

the brain senses a specific deficit, and, in turn, triggers an instinct-driven behaviour to fulfil that specific basic 

need. During the course of hominization, desires arose that are also initiated by insufficiency, but, unlike basic 

3 Peter Berger and Thomas Luckmann, The Social Construction of Reality: A Treatise in the Sociology of Knowledge (New York: Anchor Books, 
1966), 25. 



needs, are no longer unconsciously fulfilled. Desires are based on volition rather than instincts, and trigger 

conscious behaviour to fulfil the desires. The occurrence of desires and subsequent conscious behaviour 

represented a decisive event in the transition from pre-human to human. It changed the way our ancestors 

perceived, interpreted and also consciously modified their environment, and thus laid the foundation for 

the development of culture. Whereas basic needs are conserved throughout the animal kingdom, desires 

differ between human societies and their particular cultures, with the consequence that individual behaviour 

is shaped by the distinct culture an individual is subjected to. Fable I, identifies “need”, and “desire” as 

fundamental concepts of hominization and posthumanism, and as a prerequisite for the development of 

societies and their respective cultures that in turn influence the behaviour of an individual exposed to them 

right up to the present day.



(III) Metaphoric and Metonymic Displacements

Handwritten and drawn illustration on cotton paper / Spanish language / 150 p. / 21 x 15 cm each.
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(V)Poetics of New Knowledge

How does desire arise in the human species? Posteden is the first poetic of Once Upon A Time which reflect

how needs became desire within the process of hominization, which not only produced in our species 

physiological but also psychological changes, that modify the way in which the human species is related with 

the environment. The project uses parts of Charles Darwin’s Origin of Species as a metaphor for the process 

of hominization and parts of Genesis 3 of the Old Testament as a metaphor for desire. God excommunicated

us from the Garden of Eden, but in doing so we became human (and know we decide to be post).

POSTEDEN, 2017/ Ink on cotton paper / 23 x 14 cm each

POSTEDEN
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FABLE II
An Ape Story: Technology and the Construction of the Subject 



(I)RESEARCH

Handwritten and drawn illustration on cotton paper / Spanish language / 290 p. / 21 x 15 cm each.
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(II) Conclusions

Abstract
Fable II
An Ape Story: Technology and the Construction of the Subject 

Humans have imitated nature many times while constructing their artifacts. Since our ancestors began 
transforming stones into tools, humans have designed artifacts either by hand or mass produced. “Homo 
sapiens is the species that adapts the world to itself instead of adapting itself to the world. Machine learning is 
the newest chapter in this million-year saga.”1  The project reflects upon the influence of technology in human 
and no human behaviour and evolution.

In Fable I, I identified need, and desire as fundamental concepts of hominization and as a prerequisite 
for the development of societies and their respective cultures that in turn influence the behaviour of an 
individual exposed to them. However, the coexistence of different, sometimes conflicting desires in individuals 
needs to be regulated within societies in order to enable individuals to live together and cooperate. To learn 
more about how the behaviour of individuals is influenced by regulatory forces, I carried out an extensive 
literature research that included sources from anthropology, sociology, psychology and philosophy. As a 
result, I identified the Foucaulian exercise of power as a convincing concept that explains the regulation of 
desires. I therefore chose this concept as the central theme of An Ape Story. According to Foucault, power can 
be understood as a network of forces that regulate the desire-driven behaviour of individuals within societies. 
In this model, societies develop new technologies, i.e. tools and institutions for the implementation of power. 
The evolution of ever more efficient technologies leads to an economy of power that, in turn, significantly 
shapes the specific culture of a society. I categorized power further into two distinct sub-forms, coercive power 
and cooperative power. Whereas coercive power enforces the fulfilment of a specific desire, cooperative 
power is based on a compromise that enables two or more subjects to benefit and at the same time to fulfil 
a specific desire. Human behaviour is strongly influenced by these two forms of desire regulation. Based 
on Foucault´s idea of exercise of power An Ape Story identifies coercive power, and cooperative power as 
concepts concerning the regulation of desires that influence the behaviour of a subject, and, as part of an 
economy of power contribute to the constitution of specific cultures. 

1 Pedro Domingos, The Master Algorithm, (USA: Penguin, 2015), 15. 



(III) Metaphoric and Metonymic Displacements

Handwritten and drawn illustration on cotton paper / Spanish language / 50 p. / 21 x 15 cm each.
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(V)Poetics of New Knowledge

GESTERN-HEUTE, AN APE STORY

How do the different desires coexist within a society? Gestern-Hueten, an Ape story is the second poetic of 

Once Upon A Time, which reflects on the power and relationships that it exerts within society. The project 

uses excerpts of the films, Kubrick’s Clockwork Orange (1971), Taylor’s Escape From The Planet Of The Apes 

(1971), Thompson’s Battle for the Planet of the Apes (1973) and Burton’s The Planet Of The Apes (2001), as 

metaphors of the different types of power. Living in a society of desires, confrontation is inevitable.

AN APE STORY, 2017/ Multi-channel video installation / 6:12 min



GESTERN-HEUTE (Yesterday-Today)
3D print and text painted on wall/variable size/2017
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