
(Play 'manifesto' tape) 

V N S Matrix are four Australian women artists who formed as a 
collaborative artmaking group i n Adelaide i n 1991. Initially we began 
working together as we intended to produce cyberotica for women. We took 
a few saucy snaps, but rather than selling them on the flesh market, they 
were turned into artworks manipulated through computer graphics. These 
pieces 'Beg', 'Snatch', 'Bitch' and 'Fallen' became the first works produced 
by V N S Matrix. 

(Show slides) 

After making these images, we decided to continue to work together, as we 
al l had similar ideas about women using technology and representations of 
women i n computer culture. 

W i t h backgrounds i n photography, f i lmmaking, performance, wri t ing, arts 
administration, feminist theory and computer graphics, we felt that we 
could produce artwork that merged popular culture, theory and critique of 
male dominated computer culture. A l l of us had also been using computers 
i n various forms - as a tool for making artwork, in desk top publishing, 
administration, data bases and networking. We all enjoyed using computers 
and realised that they were becoming a part of our every day lives. A t the 
same time we were concerned w i t h the impact of new technologies and i n 
particular how women were being represented i n computer graphics, 
animations and computer games. We felt very strongly that w i t h the 
proliferation of new media technologies, it was imperative that women 
were involved i n the production of images and creating 'future visions'. 
We were concerned that digital imaging had the potential for fetishising 
and replicating stereotypical images and representations of women and 
through our work wanted to develop pro active representations of women. 
The desire to examine images of women created through digital media led 
to our first major project A Cyberfeminist Manifesto for the 21st Century. 

I n late 1991 we applied to be part of a project 'Watch This Space', a year long 
exhibition of twelve 6m x 3m billboards curated by Jeff Gibson at the T i n 
Sheds Gallery, Sydney University. Our proposal was to create a billboard 
using computer graphics which explored a powerful and fantastical image of 
'future woman'. We decided to combine this image w i t h the text of our 



manifesto. The manifesto which appears on the billboard image is a 
shortened version of a much longer text. When we first formed as a group 
we were inspired to write a manifesto which would express the ideas, 
visions and thoughts of four quite diverse people. The manifesto was 
written over several nights, during a cold Adelaide winter, w i t h the help of 
South Austral ian wine and herbal tea. The unabridged manifesto consists of 
stream of consciousness musings and slogans on French feminist theory, 
taoist sex practice, computer viruses and down right dirty thoughts. After 
much editing we arrived at a version which suggests our influences, ideas 
and mission. The manifesto's ambiguous and poetic style reflects our 
interest i n devolping non-linear narratives and semantic play. 

(Show billboard slides) 

The billboard was exhibited i n June 1992. The reception was very positive, 
and we were featured on the front page of The Australian computer section 
under the heading ' A new face for modern woman'. It was very important 
for us that the mainstream press picked up on our work and represented us 
as cutting edge artists working w i t h new technologies, it was an act of 
infiltration; we had maintained our position as feminists but had effectively 
crossed the boundary into populist culture. 

A s feminist artists, this is part of our mission, we believe that feminism 
must be kept on the cultural agenda, and is particularly relevant i n a 
critique of contemporary computer culture. The work A Cyberfeminist 
Manifesto for the 21st Century is indebted to feminist theorists such as 
Donna Haraway and Julia Kristeva, as we are interested i n using the 
language and ideas of feminism as a tool for critique of cyber culture. There 
are obvious links between the title of our piece and Donna Haraway's 
seminal text A Cyborg Manifesto: Science, Technology, and Socialist-
Feminism in the Late Twentieth Century. I n this essay, H a r a w a y talks of the 
potential of the cyborg as a tool for political action. "The cyborg is a creature 
i n a post-gender wor ld ; it has no truck w i t h bisexuality, pre-oedipal 
symbiosis, unalienated labour, or other seductions to organic wholeness 
through a final appropriation of all the powers of the parts into a higher 
uruty...So my cyborg myth is about transgressed boundaries, potent fusions, 
and dangerous possibilities which progressive people might explore as one 
part of needed political work" . i The idea of cyborg hybridisation is very 
strong i n our Cyberfeminist Manifesto where we created the image of a 



hybrid cross-fertilisation between a female figure and a crustacean 
exoskeleton. This figure of defiance, w i t h impenetrable armour and 
malevolent horn is reminiscent of Haraway's ideas of transgressing 
boundaries and potent fusions. The figure implies female gender, but at the 
same time it represents a transgendered and post-human sexuality. 

I n attempting to create an image of 'future woman' we, in fact, had great 
difficulties. H o w w o u l d a woman of the not-too distant future look? Would 
she be an aggressive power dresser w i t h cropped hair, would she wear a 
Gaultier lurex cat-suit w i t h conical breast-plate or would she have Stelarc-
like robotic prosthetics enhancing various parts of her body? I n making the 
image, we decided to go w i t h a more playful sci-fi type creature suggesting a 
post-gender hybrid. The strand of D N A behind the image could imply that 
genetic engineering may result i n perverse bug/human creatures crawling 
from a post-apocalyptic genetic haze, but we prefer to imagine that D N A 
could be altered to create resilient and defiant non-specific gendered 
creatures. Through imaging a hypothetical creature, we refer to the science-
fiction gothic imagination which creates a future ful l of strange beings, 
species cross-polirusation and scientific in-breeding. 'Pod woman' (as she is 
affectionately known by the members of V N S Matrix) talks to the literary 
and visual imagination which (inspired by medical, scientific and 
technological developments) creates visions of what our future may be like. 
'Future woman' for us is certairily not the offspring of an unimaginable 
coupling, but rather we are constructing 'future woman' through an 
exploration of gender, identity, multiplicity and biological indeterminism. 

Through this work we further developed our own theories of 
cyberfeminism. The term is borrowed from Haraway, but we have replaced 
cyborg w i t h cyber. The word cyber still contains reference to Haraway's 
scientific cyborg hybrid, but also refers to cyber culture at large. V N S Matrix 
are interested i n developing cyberfeminism as a potent tool for 
understanding and critiquing new technologies wi th in a feminist 
framework. Cyberfeminism also goes beyond discussions of new 
technologies and embraces the destabilisation of dominant discourses 
through post-colonial, gender and queer theories. Wi th the current 
obsessions w i t h cyberspace, cyberpurik, cybersex - we have developed our 
critiques along popular culture vectors. We are fascinated w i t h the 
explosion of cyberspeak and technobabble, it is a seductive language, wi th 



feminists and boffins alike becoming infatuated w i t h the possibilities of 

virtual space. 

Through the wide distribution of A Cyberfeminist Manifesto for the 21st 
Century both i n Australia and overseas, we have come i n to contact w i t h 
other women interested i n similar cyberfeminist pursuits. I n Britain, we 
have made contact w i t h Sadie Plant, an academic at the Uruversity of 
Birmingham. Sadie has written several papers discussing cyberfeminism 
and its intersection w i t h cinema, sexual politics, intelligent machines and 
drug/rave culture. I n her essay Beyond the Screens: Film, Cyberpunk and 
Cyberfeminism she says, "Cyberfeminism is information technology as a 
f luid attack, an onslaught on human agency and the solidity of identity. Its 
flows breach the boundaries between man and machine, introducing 
systems of control whose complexity overwhelms the human masters of 
history...cyberfeminism is simply the acknowledgement that patriarchy is 
doomed."2 Wi th the explosion of information technology and the 
uncontrollable flow of data and communication across the information 
superhighway, perhaps patriarchy w i l l implode upon itself as a dominant 
mono-culture is drowned out by the multiple voices of a pluralistic techno-
society? 

V N S Matrix' o w n battle against Big Daddy Mainframe is fought i n the 
Contested Zone of our interactive computer artwork All New Gen. We 
were inspired to create All New Gen after playing arcade games and looking 
at games and popular culture magazines and realising there was little i n the 
w a y of computer games for girls and women and that computer games i n 
fact reinforced stereotyped and passive images of women (if they contained 
women at all) . What we intended to do w i t h All New Gen was to make an 
artwork based on a hypothetical computer game. We wanted to develop 
powerful female characters and storylines which challenged the narratives 
of the typical game boy or shoot 'em up. We had also reached a point where 
we were anxious to work w i t h interactive multimedia. It was a perfect 
medium to extend our computer skills and to utilise our various skills i n 
photography, video, writ ing etc. 

We first exhibited All New Gen at ( T I S E A ) the T h i r d International 
Symposium on Electronic A r t i n Sydney, 1992. We showed five images 
from the hypothetical game mounted i n aluminium lightboxes, 
accompanying the images was a soundtrack 'Rules of the Game'. The first 



showing of All New Gen indicated the direction that we w o u l d take w i t h 
the multimedia process. I n addition to making a computer based artwork, 
we extended the process of interaction by producing video, sound and 
photographic pieces. By the time we exhibited the ful l installation i n 
Adelaide last November, we had created a total envirormient i n which 
elements of the interactive expanded i n to other mediums. A s artists, we 
prefer our audience to experience our work on different levels, as much as 
the computer interactive is integral to the ideas of All New Gen, we feel that 
the political and aesthetic impact of the work can be experienced fully 
through an integration of several mediums. We want our audience to be 
seduced by our soundtracks, to closely examine the colours of our backlit 
transparencies, to go down at the altar of the Oracle Snatch and to 
experience fu l l G-Slime transference in the Bonding Booth. 

We are continuing to work on All New Gen and plan to develop it to a 
multimedia C D R O M . Despite some media exposure, the interactive has 
mainly been seen by an art audience. A s agents of cyberfeminism, V N S 
Matrix want their future visions to proliferate and replicate. Our aim is to 
download our subversive code to software catalogues and great shopping 
centres of the wor ld . 
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Future visions - how are they created and how do they become 'real'? W i l l 
new media regurgitate the stereotypes of the past and how can an 
alternative vis ion sabotage the mainframe? 


