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Adipose Tissue:  

Localizeable Relations and the Fat Body 

 

Much of the scholarship and discourse surrounding networks, ‘making’, and liberation deal 

intermittently with the notion, or problem, of locality. This mirrors a broader political debate 

concerning the problematic between global politics and local or hyper-local notions of resistance, 

action, conservation, or community. Simultaneously, celebrity communist Slavoj Zizek is 

applauded by amphitheater crowds for his sustained faith in a central state structure, and hackers 

and technologists flock to decentralized network structures, ‘radical networks’, and peer-to-peer 

hardware1. Frederick Jameson’s work on cognitive mapping quite explicitly identifies what might 

be a central issue; namely that we have no conception today of the relation of the local to the 

global, most stunningly evidenced by our relation to the planet and to its climate. My current work 

and practice tries to approach this problem as a philosophical one, focused on the super-locality of 

the fat body as a particular confluence of morbidity, dissociation, and aberrance and a useful case 

study for a disruption of popular understanding of bodies and transformation through a queering 

of extensive space and a proposition towards the topological localization of affect.  

If the fat body is morbid, it reflects a planetary truth. If the fat psyche dissociates from its 

body, it reflects a political mode. And if a fat body moves, figures, and spatializes aberrantly, it 

signals emergence. In combination, these factors link up to suggest a different model for thinking 

about space. And in turn, this different spatial model opens up new tensions within digital new 

media production and instantiates additional and unusual balance or ballast points in our 

                                                      
1 See for instance, the Radical Networks conference archives; particularly the Othernet project by Dhruv 
Mehrotra, and the work of Mehan Jayasuriya.  
 



relationship to software and hardware. This is particularly useful for thinking about digital 

representation of self beyond the profile and the social graph. In linking up the fat body with new 

media tools I seek to mobilize fatness and technology into a single, turbulent stream, working 

within what Shoog Mcdaniels calls the future of fatness, studying new forms to digitally convey 

relations of body to transformation.   

 The philosophical inquiry of this project is grounded primarily in the work of Gilles 

Deleuze and his readers, (although Lauren Berlant’s text on Slow Death is central to my analysis 

of fatness). I find Deleuze’s work helpful here in elucidating a theory of locality that is properly 

global but that does not rely on a conception of extensive space that precedes, or contains, the body 

(Burchill). An extensive model of space, popularly conceptualized by the Cartesian grid, and 

paradigmatically championed by Immanuel Kant’s theory of the synthetic a priori, gives way to a 

subject-centered model of human identity through which bodies are defined as social, political, 

economic, and spiritual objects, cut off in meaningful ways from their local and global 

environments. If we consider, following Deleuze and a host of other spatial philosophers, that 

space is produced by, between, and amongst bodies over and through time (taking the definition 

of what constitutes a ‘body’ to its farthest limit), then we may be able to think and feel differently 

about the relation of ourselves to our environments. Adding fatness as a conceptual drama 

(Burchill) to the academic conversations around these new thoughts and feelings about human-

environment relationality, I am working to study, from a situated practice, how body dissociation 

and its accompanying morbidity and modes of self-harm index important aspects of individuation 

and help to elucidate a way forward in re-linking the local to the global.  

Locality is useful for conceptualizing a non-extensive theory of space and body. Adipose 

Tissue focuses in on a conjunction of locality and topology, or shapes in flux, to think about space 



as an enjambment of many moving, living, and dying bodies. Simulating and thinking about the 

rippling, juggling, and quaking swaths of the fat body with new media tools, I try to encourage an 

awareness of this enjambment by refocusing our attention from broad and rigid ideas of bodies, 

institutions, and things to the super-local dynamics of fluctuating and waving surfaces. These 

fluctuations, in the specificity of their super-local movements through time, evidence the 

congruent fluidity of the material and the ideal (or the actual and the virtual), demonstrating that 

ideas and materials always change together in groups of movement. Movements, in my own 

reading of Deleuze’s work, are sequences of localizable translations2 between the ideal and the 

material. By tuning in to the movements of surfaces like the ripples of water and a skipped stone, 

the slow movements of forming or flattening mountain ranges, or the movements of the fat belly, 

we can start to tune our ideas about what a given body may be to the real-time changes that that 

body continuously affects and is affected by. To Deleuze, this is not a fall into chaos, but is rather 

a more intense relation to deep time and to vitality, or life. In my view, this is extraordinarily useful 

in re-animating discourses around empathy and technology, in offering a model of empathy based 

on state change as a mode that does not default to biopolitical animations of what is or is not life. 

 This project, while producing in an artistic genre and existing firstly as a pedagogical 

exercise, is intended to convey scholarly concepts in non-textual forms, to entangle those concepts 

with software and hardware modes of production, and to push against the academic borderlines 

around theory/practice community, funding, and labor. The project claims ardently the necessity 

                                                      
2 This is a fairly unorthodox reading of Deleuze and conflicts with his general insistence on the non-

localizable character of relations. In claiming the possibility of localization, I speculate on a mathematical 

presence of affect through changes in topology. The possibility of the aesthetic experience of the pumpkin 

scene in Tarnation as an assemblage, as tangible diagram between mother and son, seems to evidence 

affect or excess as a measureable dimension. To this end, I am trying to draw from some moments in 

Difference and Repetition such as the problematic field of the swimmer ‘s relation to the idea of the wave 

(Deleuze, 163) and the dramatization of a slope in deep time (Deleuze, 219).  



of a broad creation of a transdisciplinary field between the humanities and the digital arts and 

technologies, particularly at the undergraduate level. Theory/practice work has crucial 

applicability in relation to the nexus between humanities research and the digital media workforce. 

In studying topological form through and in the software and hardware of digital 3d art, particularly 

at the site of identity and body, addresses more urgent political and economic crises within digital 

media design practices that evidence a seemingly harder and harder encoding of control-oriented 

systems into our technical infrastructure and its increasing automation. By carrying a Deleuzian 

critique of extensive space into that infrastructure, we can more effectively assess what is or is not 

possible, carry out more coordinated deformations, glitches, and hacks, and, further, work amongst 

non-proprietary modes of production capable of effectuating change via the stack, platform, or 

decentralized and libre software (Terranova).  

The work focuses on identity formation and topology to try to explore a mode of digital 

media that produces, distributes, and installs a structure of non-extensive locality up to the task of 

a transnational politics. More specifically, it leverages topology as a formal study of identity 

representation in 3d digital space that queers existing subject/object-oriented empathy discourse 

surrounding virtual reality production and journalistic research. Working alongside the purview of 

social network VR platforms, the project studies an identity presence less aligned with the doubling 

action of the mainstream profile and existing research paradigms around inverse kinematics, body 

ownership illusion, and co-presence.  

The project is built using a series of tools and open-source algorithms. Primary examples 

are the use of Ken Perlin’s noise algorithm (Perlin) to deform primitive 3d meshes, the production 

of custom textures from photographs of my own stretch marks and cellulite in combination with 

3d scanning workflows and model skewing in Z-Brush, the preparation and manipulation of 3d 



models to be used in the unity game engine, and the use of Craig Reynold’s ‘boids’ flocking 

algorithm to simulate group flocking behavior. With further time, I hope to explore the use of a 

Agisoft Photoscan videogrammetry pipeline, performing a ‘reality capture’ of performance art 

pieces and an accompanying analysis of the algorithm. I place no critical faith in the basic 

utilization of these tools but hope rather to learn them and then to appropriate them towards non-

individuated states of movement at odds to planetary, social, and political collapse. 
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