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limp.freq uses a population of self-navigating, cybernetics-inspired bots to examine how even modest bodily asymmetries, exemplified by the artist’s own leg-length discrepancy (LLD), shape behaviour not only at the scale of the individual body, where they exert significant, though sometimes uncertain, influence over posture, balance, and locomotion, but also at larger architectural and spatial scales, as their effects cumulatively and generatively cascade into (for instance) collective perception, navigation, behaviour, and environmental use.
One function of the work is to critique how (despite the efforts of the Matrix Feminist Design Co-Operative and others), rather than celebrate physical diversity, many spaces still assume an imagined “standard” body: upright, symmetrical, mobile, two-handed, and two-legged (also sighted, hearing, and neurotypical). These presumptions arise both from explicit design choices (renewed interest in post-war modernist architecture has not necessarily fostered a more critical view of Le Corbusier’s Modulor Man, and similar concepts) and more inadvertently, (e.g.) through the uncritical use of design tools that quietly embed normative measurements in the name of effortless usability. Either way, the frictions encountered by non-normative bodies expose how design is always a selective act, and how spaces encode assumptions about what is normal and thus not only permitted but facilitated.
limp.freq is presented as a series of five browser-based interactive simulations and nine still images generated by these simulations. Collectively, they describe and document the divergent trajectories of two bot types, coloured green and orange. The symmetric orange bots approximate the perfection and efficiency-oriented behaviours privileged by standard algorithms, while the LLD-influenced asymmetric green bots produce slower, more meandering, and “messier” trails. Although less stable, more prone to fatigue, and in some cases inclined to avoid more “difficult” terrain, the green bots’ ostensibly “inefficient” paths also reveal alternative cartographies of their 2-D and 3-D environments, thereby foregrounding both the limits of optimisation and the epistemic richness of embodied variation.
Alongside its call for more pluralistic spatial thinking, a secondary, perhaps more subtle function of limp.freq is to imagine, in the spirit of speculative design, an alternative history of AI grounded in imperfection and diversity. To this end, the bots’ design is intentionally considered and constrained so that they could have plausibly been (physically) built as contemporaries of Grey Walter’s tortoises (1949) and (“if things had turned out differently”) operated in the brief period before the AI field’s pursuit of order and perfection through abstraction, simplification, and exclusion became consolidated at the 1956 Dartmouth Workshop. Indeed, even the bots’ contrasting colours, green and orange, are intended to evoke two foundational materials of this early computer age: phosphor and ferrite.
The project is motivated by a disconnect, growing slowly over years and decades, that I have only recently come to really appreciate. On one side, I’ve always known that I have a congenital disability – three of my four limbs are missing significant bones that are usually considered essential to function. On the other side, for almost thirty years this did not feel all that significant, beyond inconvenient but increasingly occasional hospital and prosthetics appointments – perhaps the main ‘advantage’ of congenital rather than acquired disability is that I didn’t know what I couldn’t or shouldn’t do, and I found I could do essentially anything I could imagine… and I was quite imaginative (football, rugby, boxing, golf, trumpet, guitar, monumental sculpture, and lots of trips to places rarely travelled all followed). If anyone considered me to be disabled, it was usually focussed on the most highly visible aspect (only) - my ‘absence’ of left hand and arm below the elbow.
Suddenly, aged 29, and with the sensation that something had ‘snapped’ in the middle of a local high street, I found that severe arthritis had developed in my left foot and ankle. While still acclimatising to the changes in movement this brought about, at 33, my LLD caused several intervertebral discs to prolapse. These recovered, but only very slowly and not quite fully. Thus, for the first time I had to concertedly think about how to navigate and use the environment around me to do things that were previously effortless. The design of spaces became highly amplified, with details that were vital to my access and experience being barely noticed by others.



