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Film montage that attempts to hypnotize 
the YouTube algorithm to compensate 
for the absence of retention-driven editing. 
The work is structured around a redacted 
voice-over.

1)  STATISTICALLY RELEVANT

2026

video HD 11:38, with sound;
found footage;

https://youtu.be/6L9lyc5R2vI

https://youtu.be/6L9lyc5R2vI


stills from statistically relevant





Structural film montage composed of 19 
“FREE green screen animations” sourced 
from YouTube, accompanied by comple-
mentary sound design. The green screen 
background, rather than being removed,  
is embraced and appreciated.

2)  MY FAVOURITE GREEN 
      SCREEN ANIMATIONS

2026

video HD 05:47, with sound;
found footage;

https://youtu.be/7VDF68Wsi0k

https://youtu.be/7VDF68Wsi0k






Film montage that weaves webcam  
recordings of seven male figures  
into a unified narrative.

3)  UNEMPLOYMENT DIARIES

2026

video HD 20:22, with sound;
found footage;

https://youtu.be/bAE2Zgv3KWo

https://youtu.be/bAE2Zgv3KWo


stills from unemployment diaries





(this is what it’s like to be a bug) 
 
I often encounter a GIF portraying ants 
from A Bug’s Life (1998) in the comments 
under Instagram reels I liked. This film 
takes the ants’ POV and assembles a pool 
of internet material that might have  
appeared in their feed. 
 
Comments left beneath each clip are  
overlaid on screen as a continuously 
scrolling live chat. 
 
The work was part of the exhibition kind 
of cool / kind of tired, presented at Galeria 
Zegarmistrzyni during Fringe Warszawa 
2025, curated by Antonina Marat,  
alongside objects by Cyprian Szablak.

4)  ANYWAY, I THOUGHT 
     THAT WAS KIND OF COOL 

2025

video HD 25:30, with sound;
found footage;

https://youtu.be/DLzWnq5lvkg

https://youtu.be/DLzWnq5lvkg


stills from anyway, I thought that was kind of cool





While working on The Albanian Files, 
an upcoming book on Albanian architec-
ture, Anneke Abhelakh conducted more 
than 60 hours of interviews with over 50 
international architects currently working 
in the country. These Zoom-recorded 
conversations became the foundation 
for The Albanian Calls, a feature-length 
video essay. The film captures the dis-
course surrounding what it means to be 
an international architect in contemporary 
Albania, exploring both opportunities and 
challenges. It examines the agency of ar-
chitects, the shifting relationship between 
public and private space, and the inter-
section of architecture and politics. The 
Albanian Calls investigates how architec-
ture shapes Albania’s emerging identity, 
while at the same time how the country’s 
unique architectural environment prompts 
a reflection on the state of the practice 
as a whole, as well as on the role of an 
individual architect working in a foreign 
country. In alignment with the pavilion’s 
central theme—Building Architecture 
Culture—the film is edited as a continuous 
Zoom conversation, weaving together 
insights from more than 30 architects. This 
dialogue is interspersed with two archi-
val films from the Albanian National Film 
Archive (AQSHF): Shqipëria Turistike by 
Mark Topallaj (1974) and Shqipëria 1991 
by Xhovlin Hajati and Reiz Çiço (1991). 

Part of the Albanian Pavilion 
at Biennale Architettura 2025

5)  “THE ALBANIAN CALLS”
   BIENNALE ARCHITETTURA 2025

2025

video HD 81:41, with sound;
video essay;

in cooperation with Anneke Abhelakh





Images no longer simply reflect our em-
bodied experiences, instead the camera/
screen apparatus became a mediator 
between our own bodies and the situa-
tions we find ourselves in. The camera 
serves as a prosthetic extension of our 
hands and eyes. We started to perceive 
the world through the digital display 
attached to it. A new human instinct has 
developed – the urge to pull out the cam-
era whenever something attention-worthy 
is happening. People record unfolding 
events. Events take place because people 
record them. The viewer is the creator. 
The camera is the screen. Consumption 
is production. The world is portrayed by 
shaky footage from billions of handheld 
cameras. All things finally have their own 
photographic representation. Everything 
is seeable but nothing is looked at.

fuck yeah, i’m videoing it consists 
of around 100 found moving images 
that are edited according to the extent 
of the influence that the cameraperson 
has over the subject that they are film-
ing. The cinematic timeline reveals three 
modes of engagement that gradually 
progress from (1) the cameraperson 
having no direct influence over the sub-
ject, through (2) the subject performing for 
the camera to (3) the cameraperson them-
selves becoming the subject and directly 
interfering with the filmed reality.

6)  FUCK YEAH, I’M VIDEOING IT

2024

video HD 60:35, with sound;
found footage;

https://youtu.be/FgxMToYbS5M

https://youtu.be/FgxMToYbS5M


stills from fuck yeah, i’m videoing it





Image production is inherently linked to 
memory cultivation. Once an experience 
is deemed memory-worthy it demands a 
visual representation. Individuals produce 
thousands of ‘unique’ images of the same 
object, location or activity in an attempt to 
capture a piece of the world that they have 
seen. If something was not recorded by 
a camera it did not happen. Clicking the 
shutter button not only ‘certifies their ex-
perience’ (S. Sontag) but also streamlines 
its shareability. As a result, a collective 
memory archive emerges across different 
digital platforms. Images cease to be just 
aesthetic surfaces but start circulating as 
reflections of data. Information about the 
location, time, camera model and author 
are embedded into an image. Text is used 
to retrieve images. This prompts a ques-
tion: Can collectively accessible images 
represent personal memories?

flusser.exe is a text-to-video model that in-
stead of generating new images recycles 
already existing YouTube videos. Users 
input location and text, which the model 
converts into search queries that are used 
to find relevant videos. Short segments 
from these videos are then automatically 
extracted and compiled into a final edit. 
flusser.exe offers an alternative mode 
of retrieving pre-existing images in an 
attempt to create visual representation of 
personal memories. 

7)  FLUSSER.EXE

2024

computer program;
text-to-video model;
python;



flusser.exe user interface





The systems that manage discarded 
matter are designed to move it from the 
centre to the peripheries of social life. This 
process depends on a precise chain of 
actions carried out by a network of work-
ers, objects, and infrastructures. The more 
efficiently it functions, the more invisible 
it becomes. Trash or Treasure seeks to 
reverse this dynamic by placing discarded 
matter and its supporting infrastructures 
on a pedestal, examining their material 
and semiotic complexity. 
 
The video follows the journey of three 
empty beer cans as they pass through dif-
ferent stages of a speculative waste-man-
agement system, probing the shifting 
boundary between what counts as trash 
and what does not. Particular attention is 
given to glitches and case studies that dis-
rupt conventional understandings of waste 
and its infrastructures, framing the system 
not as a distant “place away,” but as an 
integral part of value creation itself.

8)  TRASH OR TREASURE

2023

video HD 9:47, with sound;
voiceover;
photogrammetry;

https://youtu.be/6NBnlOecL3c

https://youtu.be/6NBnlOecL3c


stills from Trash or Treasure





series of 4 magazines

konfident.press is a publishing platform 
centered around a periodic .pdf publica-
tion that collectively deconstructs every-
day things through visual and text-based 
content. It operates according to a curated 
open-call, no-budget structure.

All of the published content is directly 
downloadable for free, encouraging further 
interaction, modification and content own-
ership by embracing accessible digital file 
formats such as .pdf/.jpg/.mp4/.obj  

9)  KONFIDENT.PRESS

2022 -2023

creative direction;
web design;
graphic design;

konfident.press

001

KONFIDENT

002

KONFIDENT

003

KONFIDENT

004

KONFIDENT

https://konfident.press/








The Polish section of the Yamal pipeline 
is a 684 km-long tube buried 1.5 metres 
underground, stretching from the coun-
try’s eastern to western border. Extensive 
archaeological research was conduct-
ed along its route during construction 
in the 1990s, culminating in the 1998 
exhibition at the Palais d’Europe in Stras-
bourg titled Pipeline of Archaeological 
Treasures. More than twenty years later, 
the Yamal pipeline appears to be doomed. 
It fell victim to tensions between the 
European Union and Russia following the 
2022 invasion of Ukraine. Outside of ge-
opolitical discourse, the pipeline remains 
largely invisible, physically manifesting 
only through obscure objects that are 
meaningless without prior knowledge of its 
location and technical specifications. Pipe 
Dream attempts to render this infrastruc-
ture as an archaeological artefact, trans-
mitting information about the surrounding 
landscape and bridging past, present, 
and future. 
 
Pipe Dream takes the form of a spatial 
installation consisting of six sculptures 
and a gamified digital environment ar-
ranged in a line. The sculptures allude to 
the yellow concrete markers that indicate 
the pipeline’s location in the real world, 
while the digital environment presents a 
broader “pipeline universe” of artefacts 
and sites connected to it, ranging from 
a 3D model of the Bożejowice Long 
House (6th century BC) to a photogram-
metry scan of a contemporary domestic 
interior heated by a rusted gas radiator.

10)  PIPE DREAM

2022
sculpture; 
digital environment;
printed publication;

https://youtu.be/URFtY0XWWFw

https://youtu.be/URFtY0XWWFw




Pipe Dream digital universe





Pipe Dream research translated to 12 pages-long section of a collective publication
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