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Abstract

The Church of Worship is a cult-like religious hyperreality performance and net-based
project that explores and negotiates the parallels between religious devotion and
celebrity adoration demanded by popular culture. This thesis uses the postmodern
semiotic concept of hyperreality through Jean Baudrillard’s simulation and simulacra, as
it’s theoretical framework. The project also explores Persona as a method for exploring
the parallels between celebrity and religious icons or the concept of the ‘Hero’. The
outputs of the church of worship include; a digital space of worship, performances,
literature, and a series of overly refined fine art photographs. This project uses humour,
abjection, and consumer and pop-cultural critique as central modalities.



Acknowledgments

I would like to take this opportunity to thank all the people in my life that got me to
this point. Friends and family, I could not have done this without your support.

Ollie, this is for you.

XO



Table of Contents

5
Introduction
11
The Church of Worship: Online Activity
22
The Sermon
25
The Communion
27
The Sacrifice
33
The Baptism
38
The Images
42
References
46
Appendices



