
STATEMENT                         

I come from the megalopolis of Mexico City, categorised by chaotic, surreal, unique, my 

background unexpectedly has been a significant aspect of my identity as a person and 

as an artist as a contrast of what I encountered when moving to the UK for a masters 

degree in Fine Art. In the past years, my artistic practice has been influenced heavily by 

the concept of play, participative, games and ludic experiences. The infinite possibilities 

and applications of play can only be limited by the constraints of our imagination,  the 

difference between play and living is “belief”. I often perform as a facilitator/game 

master in exhibitions, I encourage people to interact and explore. Despite my technical 

abilities, play is my medium because experience precedes interpretation. My work takes 

mechanisms of free-play, Larping, videogames, boardgames, playgrounds, publications 

and more. 

I continue to reinvent myself, my work and my thoughts day by day because only the 

one who ignores everything are sure of everything.
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Space for autonomous imagination (WIP) 

An inflatable (Boncyhouse-like) structure, space for experimentation to stimulate creative 
activity as a way to meet and participate in the world. We made a model of the universe in our 
heads in the same way we can recreate it or discard it. The structure is meant not to be defined 
or to have a clear idea on how thing should be approached. 

The experience will come with an mp3 devise and headphones, you can listen to some of the 
audio examples here: https://soundcloud.com/tizcreel/sets/space-of-autonomous-imagination
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The ponder 

Watch full experience click here: https://youtu.be/wZWvDvoNVEU

This project was made using elements of scavenger hunt and sightseeing. The player must 
walk around the space looking for the 5 different checkpoints suggested in the given map. 
Every checkpoint has a puzzle to be solved. By solving the puzzle the player will get clues to 
solve where the hidden 6th space is. In this case, is in a shed used in the Studios for toxics 
(resin, spray paint, casting and other solvents).


The story is about a person looking for something, is not clear what is that. By going to the 
different stages, reality and truth are severely questioned by proposing moments of creativity 
and imagination. The 6th space represents the victory condition, nonetheless what the player 
comes to find out is that “we are all guilty and I am the most guilty of us all”. The finish line was 
always a dead end on itself.
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Miss-under-stood 

Live-action Roleplay based artwork where two teams must communicate through a non-verbal 
chart. The players must decipher codes and symbols, to make sense of the information given to 
be able to turn abstract materials into proven assumptions. It is essential that they are ready to 
commit to their character to get the best results. 

 For the first time in history, a communication channel is open between both cultures. Both 
Planets will try to communicate by using a special chat where only images, drawings, sounds, 
music, and videos can be used (Nothing that communicates literal information). 

Link: https://www.tizcreel.com/miss  
  

https://www.tizcreel.com/miss


Link: https://www.tizcreel.com/miss-under-stood 

Editorial no existe  

“Editorial no existe” is a fake publisher with the idea to promote thoughts and ideas through 
books, games and products independently. This books and publication appear in libraries, 
bookstores, museums and even interventions on the underground newspapers (uninvited of 
course).


Link: https://www.tizcreel.com/no


More on public interventions: https://www.tizcreel.com/graf
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Piñata time! 

A series of piñatas (Breakable sculptures of traditional Mexican culture)  made for different 
projects regarding a negative symbol that we need to overcome. These projects are all 
performative and participative.




Link: https://www.tizcreel.com/pinata
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The unfortunate Wheel 

People are with disadvantage circumstances will highly unlikely become a president, a doctor or a 
millionaire. Maybe one in a billion; take your chances! 

Participative roulette game.  

Participative roulette game. 

Link: https://www.tizcreel.com/wheel

https://www.tizcreel.com/wheel


Love almanac  

Is a participative work based on a card reading game where I perform as an oracle who treads 

people relationships present, past and future.

Link: https://www.tizcreel.com/love
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An ideal world

This project was initially done for the University of Guadalajara and the non-profit association 
“Letras para volar”. The main intention was to analyse with experts in sociology and pedagogy 
the response of children while they build an ideal world with magnets. What elements would 
you choose to compose your ideal world? It is to figure out what are the differences and 
similitudes, the narratives to perfect education in Mexico. On December 2018 I went to the 
International Book Fair of Guadalajara (FIL) to do one more essay that focuses on people of all 
ages and contexts.  .  Link: https://www.tizcreel.com/ideal

https://www.tizcreel.com/ideal


Quest for infinity

“Have you ever desired all? The infinite and beyond? Now, have a chance, use it wisely. By taking a 
velcro ball, the participants must throw it to the oracle. Aim to hit the centre, but never hit the blue or you 
will lose it all.    

  Link: https://www.tizcreel.com/infinity
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