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"An investigatio
question of tec
anthropologica

N INto technodiversity proposes to rearticulate the
Nnology; instead of understanding it as an

universe, we will need to rediscover a multiplicity

of cosmotechniques and reconstruct their histories in order to
project onto the Anthropocene the possibilities that lie dormant
within them.”

Yuk Hui,
Technodiversity
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bugs
pieces of code

hardwares

VIrus

They can be defined as data and metadata
relationships, governed by structures that can
take shape on a screen or remain hidden in
computer operations.

binary numbers
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Projeto Final DSG1923 Interacao e Experiéncia Digital

Spontaneous Design is defined as a practice of
creative resistance that seeks solutions to concrete
problems in a context of severe resource scarcity.
Therefore, it is a term that encompasses practices of
intervening in industrial artifacts such as gambiarra,
cacharreo e technological disobedience.
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The hegemony of a dominant technological
conception limits our ability to imagine, develop,

and value other forms of technological creation.
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To reflect on the contemporary relationship with
digital technological objects and to encourage
the search for new ways to create technology
through an interactive installation.

main purpose



GAMBIARRA ?
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GAMBIOLOGIA

terminology that Is begins to be used and
disseminated as a spontaneous practice
adapted to the digital context in Brazil.
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The need Is only resolved by *
reappropriating modern technology based
on a new cosmotechnics that consists of
different ways of knowing the world
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MAKING OF PROJECT
PARAMETERS
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To give the industrial artifact a power
of exchange, which shows other ways
of thinking about the object.
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Looking at similar examples that
allow learning through discovery



Interactive
experience

learning through
discovery

v built with makeshift,
' ' "gambiarra” objects
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An installation featuring
circuits in modules that can
be manipulated by the public.



The term "shopping-chao" (literally "ground-
shopping") is created by merging the English word

that identifies a place and act of consumption with
the materiality of the street market, with objects
spread out on cloth on sidewalks and avenues.
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game
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raspberry pl

camera plano toy arduino







A
L

OBJETO INTERATIVO

OBJETO INTERATIVO

teclado sintetizador

Potenciometro: controla algumas
caracteristicas do som, como modulacao,
volume e frequéncia.

Switch: sobre o teclado, muda o formato da
onda que produz o som. Uma onda menos
sinuosa causa mais ruido de som.

Cabo P3: inserido no teclado e no console de
game, cria um caminho para a injecao do
sinal de som na linha de video.

cd@mera glitch

Cabos RCA: esses cabos estao conectados
nas saidas de dados da camera, levam as
informacodes sobre a imagem, conecte-os
nas entradas RCA sobre o console de game.

Switch: sobre o console de game, os botdes
switch ligam e desligam as conexdes dos
cabos, embaralhando os dados.

Potenciometro: controla quanto de som é
injetado na linha de video, quanto mais som,
maior sera a distorcao da imagem.







Technodiversity Is a term coined by the
ohilosopher Yuk Hul to propose a more plural
and contextualized understanding of
technology. However, the acceptance of
singularity guides our relationship with
technology.

The term "gambiarra" (makeshift solution) is
understood as a complex and dissonant
process of concretization based on a dynamic
of precariousness and unforeseen
circumstances. In this way, the project
Investigates "gambiarra” as a way of knowing
and constructing the world, understanding
that there is a multiplicity of cosmotechniques
that lead us to different possibilities of
Invention. Through re-signified electronic

objects, "gambiarra" offers the industrial
artifact a power of exchange, showing other
ways of thinking about the object's
functionalities that were not previously boxed
INto "something possible".

The altered circuit, better known by its English
name, circuit bending, Is a practice that
consists of iIntervening on circuits using simple
electronics and low-cost components,
producing effects different from the original
design. When working with pre-built
electronics, improvisation and manual
experimentation are important elements for
discovering hidden potential in a circuit. Often
the result is a distorted and noisy sound/
Image, bordering on a flawed aesthetic.




A digital signal is a type of signal that
represents data as a sequence of
discrete values, usually using binary
code (0Os and 1s).

A digital image is a virtual representation of an
image composed of a grid of small squares called
pixels. Each pixel has a specific color and tonal
value, represented by binary data (Os and 1s).

Data are a collection of raw facts, such
as numbers, words, measurements, or
observations, that, when processed and
analyzed, can be transformed into
meaningful information and insights.

Sound is produced through the conversion
of sound waves into electrical signals, the
electronic manipulation of these signals, and
their subsequent conversion back into
sound waves through loudspeakers.

A digital error is a mistake or deviation from the
expected result in a digital system, such as
incorrect data or corruption during
transmission. These errors can result from
hardware malfunctions or glitches, leading to
incorrect processing or output.

The frequency of sound is the number of
vibrations or cycles that a sound wave
completes per second. This property
determines the pitch of the sound we
hear. The higher the frequency, the
higher the perceived pitch.
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