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Abstract-  
Falling through the Rabbit Hole is a 3-part installation project that 
comprises of audio and visual glitches. These glitches, each 
representative of a type of drug: Uppers, Psychedelics, and 
Depressants, shows both the appeals and risks of recreational drug 
use.  
 
Adopting glitch as a method of resistance, our group will first 
attempt to glitch the human mind by providing illusionistic, “trippy” 
visuals that hack our natural perception of reality. Yet, as we 
explore the mechanisms in which drugs operate, we will find the errors 
within these structures and use them against regular, systematic use 
of substance. In a world where “otherworldly” realities are widely 
pursued, it seems as though sobriety is the true glitch to addiction. 
Therefore, after we explore the three families of drugs separately, we 
will interfere with these fantastical routines by inserting moments of 
reality that reveal the side effects of substance abuse. 
 
Although the immediate appeal of drugs may be enticing or exciting, 
one can easily fall into a rabbit hole, where they lose anchor in an 
empty vacuum of social codes.  
 
This piece, then, will decode the myth of drug use, and encode this 
practice with glitches, highlighting personal agency in navigating 
around predetermined systems.  
 
 
Target Demographics- 
For this project, we will primarily cater to an audience between 17 to 
25 year-olds (high school-college students), as this is the 
demographic that is most likely to take part in recreational drug use. 
This target audience allows us to explore the dangers of substance 
abuse and to present it in a graphic manner, enabling the flexibility 
of imagery. 
 
 
 
 
 
 
 
 
   



Division of Labor- 
 
Blake: 
Upper  
Wavelengths of heartbeat → glitched sound  
 
 
Andrea: 
Downers/ Depressants 
Slow-mo, animation of a MakeHuman limp body 
 
 
Jenn: 
Psychedelics  
Stop-motion image series → Voxel mapping vision  
Interactive: VDMX live cam face distortions  
 
 
Tyler: 
Ending piece: glitched human face  
glitched skull: same image across all media platforms 
Brings across the meaning of the piece  
 
 
 
 



 
Uppers 

When taking drugs many people seek to involve themselves in a state of 
mind different from their current condition. One state of mind that 
people seek out to experience is to alter into a high of increased 
energy and adrenaline by experimenting with uppers. These consist of 
drugs like cocaine, speed, molly, ecstasy, methamphetamine, etc. 
Although some can be prescribed, most are bought as street drugs and 
from people who have obtained such items. The process at which these 
certain drugs are taken is mostly at times of public events and 
environments of high energy. Festivals, concerts, and even parties are 
where they are most often taken by its users. Altering the mind and 
making you feel like you can do almost anything is one of the 
qualities that leads to the negative outcomes when the drugs are 
abused. With the increase and spike of dopamines, happiness and 
excitement overwhelm the user and as this may seem like a positive, 
the influence of negative things can lead the user to paths of anxiety 
and paranoia. Once these feelings arise when under the influence they 
are usually locked into the mindset of the person, leading to 
uncomfortable situations, regret putting themselves into danger and 
others around them.  
 



For this part of our installation, we are going to be projecting an 
image of a heart as it is one of the main factors of the human body 
that is affected when taking uppers. Along with this visual aspect, we 
are going to record the sound of a beating heart, while glitching the 
sound and its wavelengths as it fades in behind the heart. The noise 
here shows how stimulants hinder usual cardiovascular activities 
almost like a glitch in the system as they irregulate patterns. The 
meaning of this piece is to demonstrate the dangers of taking uppers 
and its effects on the human body.  
 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
 

Depressants  
Depressants - which include alcohol, opiates, sedatives, cannabis, 
painkillers and others - are extremely popular within this age group. 
As can be taken from the name, these drugs slow down the messages sent 
to and from the brain, the reason why they are called “downers”. The 
appeal, then, would be that they induce a state of relaxation or 
sedation, as well as reducing the intensity of pain and of emotions 
such as fear, anger or anxiety that one can feel. This sounds like it 
could be ideal, especially if you are experiencing unwanted pain or 
emotions, which explains why many people could be so dependent on 
these drugs. Unfortunately, though, the cons list is longer than the 
pros. As mentioned before and above all else, regular use of these 
drugs will commonly and most probably lead to physical dependence and, 
therefore, create an immunity towards the drug. In other words, you 
need larger doses to achieve the same effect as when you started 
taking the drug. For this reason, it makes sense that it is so common 



to hear of overdoses thanks to depressants. Apart from this, the short 
term side effects of some of these drugs include poor concentration, 
confusion, dizziness, visual disturbances, slurred speech, slowed 
pulse and breathing, lowered blood pressure, slow brain function, 
fatigue, sluggishness, disorientation or lack of coordination… the 
list goes on. In the same vein, deterioration is, then, inevitable. 
Some of the long term effects, apart from tolerance are depression, 
chronic fatigue, cardiac problems and/or breathing difficulties.  
For our portrayal of the depressants part of the proposal, we were 
hoping to create a normal “makehuman” figure and distort it (employ 
glitch) to become a limp body. We would also like to add slow motion 
to this figure, exemplifying what happens to the body (internally and 
mentally, anyway) when you experiment with these kinds of drugs that 
may have not been prescribed to you.  
 
 

Psychedelics 
The psychedelic realm of drugs yields different effects. These drugs 
are known to produce perception altering states by acting on neural 
circuits in the brain. In other words, the user of the drug can see 
images, hear sounds and feel sensations that seem extremely real but 
do not actually exist. This is coupled with intensified feelings and 
sensory experiences, for example, brighter colors or sharper sounds. 
Having said this, a person under the influence of hallucinogens can be 
immensely unpredictable - as the drug hinders the capacity for a 
person to recognize their surroundings accurately, think 
logically/rationally, and/or be able to communicate properly. The 
short term effects, apart from these aforementioned and depending on 
the specific hallucinogen you take, can include nervousness, paranoia, 
increased heart/breathing rate, tremors, nausea… an overall “bad 
trip”. Similarly, long term effects include persistent psychosis and 
paranoia or Hallucinogen Persisting Perception Disorder (HPPD), like 
unexplained hallucinations or other visual disturbances.  
 
Our approach to glitching psychedelics is divided into two parts:  
The first part presents a stop-motion image series that adopts voxel 
mapping as its main lens into the psychedelic world. By changing voxel 
sizes and the illusion of depth, this vision imitates hallucinations 
that users experience. This part captures the upside of recreational 



drug use. 

 
 
 
 
 
Another part of this installation consequently hopes to reveal a “bad 
trip” to mimic the disorientation that psychedelics bring. Using VDMX 
and a live web-cam on set, we will add effects that are 
audio-sensitive to the surroundings in an attempt to blend fantasy and 
reality. To glitch the suspension of disbelief (of drugs), we will 
intersperse between a “real face” and distortions to remind users that 
they are living in a construction. 
 

 



 
 
 
 
   



Equipment and Software List: 
 
-CRT TV + convertor 
-2 monitors/ projectors  
-Speakers/ headset 
-3 laptops  
-Processing 
-VDMX5 
-Premiere Pro  
-Audacity  
-Blender 
-MakeHuman 
 
 
 
Awareness and Educational Value 
Research shows that teens are much more likely to become addicts when 
they try drugs as a teen. This is because these young brains are still 
learning and developing. Teen alcohol abuse kills 4700 teens a year. 
In 2017 there were 70,000 overdose deaths. These statistics are 
frightening, yet college students still engage in drug and alcohol 
abuse day after day. This could be due to the culture that’s been 
created within these universities. A culture where you can find these 
substances like they're being sold at a convenience store. We want to 
draw attention to how quickly drugs can take over your life. How easy 
it is to fall into the rabbit hole to face the ultimate consequence.  
 
 
Conclusion 
As mind-altering substances put users in a different “world”, our goal 
is to make the errors in these systems visible; the glitches here 
serve to show that these desirable effects are merely a fantasy. Our 
group will operate as hackers of these individual realms. Glitch art 
not only allows us to be part of the flow of this visceral experience, 
dipping in and out of their worlds, but it will also come with a sense 
of activism, a defiance against social norms.  
 
 
 
 
 
 
 



 
 
 
 
 

Mood Board- 
 

 
 


