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76 Add-ons

Glitch represents an unexpected event, an occurrence during which the system
swings away from planned operation or behavior. The term doesn't reflect only the
syntactic, logical or semantic error in the code but also an error caused by an external
factor.! An audiovisual glitch brings in a phenomenon reflected theoretically, critically and
artistically as an object of aesthetical interest mainly for its character of randomness in
occurrence and appearance. Pure glitch uncovers something important to an unsuspect-
ing user — it reveals otherwise invisible parts of the system hidden within the functional
user interface. Glitch provides a counterbalance by introducing irrational or spontaneous
elements into otherwise perfectly operating systems. Indeed, glitch really offers the user
an introduction to the gnoseology and ontology of a machine by uncovering what should
have been hidden. In line with the terminology of theoreticians Grusin and Bolter — im-
mediate elements are suddenly subjected to hypermediacy.? Uncalled-for transmedia®
residuum of War of the Worlds from H. G. Wells in the interpretation of Tomohiro Nishikado
from 1978 is now attacking.

Picture 1: “The Game is Out There”

Source: own processing, ©Photo: tukasz P. Wojciechowski, 2017.
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