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mi Hew Qen 
The Seduction 

o! 
Performative Lesbian Technobodies 

In the last issue of W i c k e d 
Women NEMIRA S C H I C K 

explored C y b e r s e x , introducing 
concepts such as C y b e r s p a c e and 

illustrating the w a y s in which 
technology offers new 

possibilities for communication 
and expression. In particluar, 

she looked at the w a y s in which 
lesbians h a v e used this 

technological medium to produce 
new representations of 

themselves through generic 
appropriation and the 

transcendence or morphing of 
gender and sexuali t ies. Now she 

uncovers the mysteries of V N S 
Matrix. 

Virginia Barratt is a member of V N S 
Matrix, one of four Australian women 
who have c rea ted an in te rac t i ve 
installation/computer game Al l N e w 
Gen which has been on show at the 
Artspace in Vy/oolloomoolloo and can 
now be seen at the Australian Centre 
for Contemporary Ar t in Melbourne 
until mid-April. As an interactive work 
that deals with questions of gender and 
alternative representation. Al l N e w 
G e n exemplifies many elements of 
Cyberspace . Interact ive computer 
works are an example of the type of 
open-ended express ion that new 
technologies have made possible, 
multimedia works that often accept no 

fi 

definitive interpretation. All New Gen's 
structure is typically open-ended and 
non-linear. 

The work compromises multiple 
components, incorporat ing an 
interactive computer screen, often seen 
as the central element or ^game' itself, 
audio soundtracks, computer generated 
stills and a tent called the Bonding Booth 
which is equipped with inflatable pink 
mattresses and video screens. In order 
to experience a total sense of the piece, 
the player moves from one to another, 
watching, listening and interacting. The 
form of the work often creates confusion 
as to the appropriate response, as many 
viewers attend the exhibition ready to 
encounter a t rad i t ional ly generic 
computer game and are challenged to 
expand their expectations. 

Bar ra t t sees the open form of the 
installation as essential so that the viewer 
can feel that they have stepped into or 
become incorporated with the 'game'. 
''It's a sense of immersion, of walking 
through the layers of an exploded 
computer game...engaging in a sense of 
hallucination." 

The mission is to join All New G e n in 
her quest to sabotage the databanks of 
Big Daddy Mainframe, a reference to 
patriarchial and institutional domination 
of technological forms. As a pawn in 
the game you are first asked to disarm 
yourself, to be "prepared to question 
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your gendered biological construction". The 
journey, starting at the computer, takes you 
through various screens, 'stacked' onto each 
other and responsive to your movements 
(much like a traditional game of multiple 
choice). In order to complete the task you 
must deal with 'Circuit Boy', a fetishised 
masculine torso and described as a 
"dangerous technobimbo", eventually 
transforming his mammoth penis into a 
mobile phone thereby literally 
dismembering his phallic power. 

As you progress, an array of delightful 
asides become apparent in a Cyberworld 
that is rife with dangerous erotic possibility. 
You may be fortunate enough to be invited 
to the mattress-equipped Bonding Booth to 
"engage in pleasurable distraction", a 
techno-seduction sequence incorporating 
video and audio fantasy. Emerging from 
here (perhaps a little breathless), you can 
immerse yourself in a variety of audio 
monologues, each of which constitutes a 
journey or experience in itself. There is a 
detailed explantion of the basis and location 
of Circuit Boy's powers with very particular 
instructions regarding his pacification, or a 
night in the Alpha Bar with a roleplaying 
Cybermistress. The DMA Sluts, All New 
Gen's companions, also ooze power 
through a very specific sexuality. "Bonding 
with the DNA Sluts will replenish your 
supplies", as you refuel with their G-Slime. 

The aural/textural components of the work 
seduce with their poetics. They engage in a 
constant metaphoric play that challenges 
their own assertations and the meanings of 
traditional discourses, while referring to 
other, alternative discourses in which they 
were produced. The writers'own pleasure 
in the playfulness of language is apparent 
throughout resisting the desire to take the 
texts too seriously. The monologues are 
scattered with bawdy puns and allusion, 
coupled with references that strike deeper 
such as, "She inserts her biology through 
the surface tension of my skin...strips away 
the final vestiges of my constructed 
body..she laughs at my desire to slip into 
familiar flesh". 

The context of the works creation often 

adds to the surprise of its reception. Barratt 
explains that the basis of their idea was 
hypothetical, a mixture of the technical and 
the conceptual to encourage women to gain 
further control over technology by investing 
new meanings into an area that has largely 
been out of their reach. " W e used the 
strategies of the computer industry...we used 
their language and subculture". She explains 
that the conception of All New Gen as a 
game took on a kind of life of its own, 
through public interest and response to these 
familiar signif iers. 

The work engages enthusiastically with 
questions of performance and gender 
construction. In her essay 'Bodily 
Inscriptions, Performative Subversions' in 
Gender Trouble, Judith Butler argues for a 
new examination of gender based on the 
gendered body as performative, with "no 
ontological status apart from the various 
acts which constitute its reality". This 
installation is principly about the 
performance of the generic components that 
create gendered 'female', insisting on gender 
and sexuality as construction. 

It refuses naturalised ideas of 
heterosexuality and sexual conservatism, 
merging the seduction of Sci Fi with questions 
of en/gendered bodies and sexualities. 
V N S Matrix have constructed their own 
creature called Pod Woman, in an attempt 
to represent women of the future. 

Pod Woman is encased in a crustacean-like 
shell which Barratt describes as doubly 
sexed - in one sense a vessel, but also an 
organ of penetration. This in a space where 
"gender is a shufflable six letter word and 
power no longer centered in a specific 
organisation". 

This kind of incorporation mirrors Barrett's 
own attitude towards the process of 
performance, as an artist who herself 
incorporates physical performance with text 
and computer imagery in order to explore 
difference and subjectivity. Barrett's own 
performance work and the work of V N S 
Matrix revolve around issues of pleasure/ 
danger and ecstatic release, about texts and 
possible discourses, and "places from which 

it is possible to speak". Barratt sees these 
performances as indistinguishable from 
each-other, as circular and self-referential. 

This philosophy becomes further apparent 
by All New Gen's frequent intangibility, her 
non existence as 'Superhero'. She is woven 
into the text itself, refusing the linear 
structure of most computer games. The 
viewer is warned "you may not encounter 
All New Gen as she has many guises". She 
is in the language and imagery, but her 
presence is sometimes indistinguishable from 
it. Fundamentally, All New Gen asserts 
the herione's victory through a kind of 
techno pussy power, merging textual, 
technical and sexual competence. 

Virginia Barratt is currently co-writing a 
book with Dr. Zoe Sofoulis, a theorist who 
has published widely in cultural studies, 
feminist theory and arts contexts. The book 
is called Double Agents and deals with 
subject matter such as human/computer 
interfaces and the links between women 
artists and new technologies. The book 
should be coming out at the end of this year. 

NEMIRA SCHICK 

Computer Image: V N S Matrix, 1992, 
and Julianne Pierce 

Nemira thanks Virginia 
Barratt for her interview and 
all the women involved with 
All New Gen for access to the 
installation/game and the 
catalogue. In the next issue of 
Wicked Women, Nemira 
Schick will be indulging in a 
guided tour through a multi
user dimension group to 
demonstrate the experience. 
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