
Wifi Camera Obscura

"Wi-Fi (or wifi) is a set of product compatibility standards for wireless local area networks (WLAN)
based on the IEEE 802.11 specifications... Wi-Fi was intended to be used for mobile devices and
LANs, but is now often used for Internet access. It enables a person with a wireless-enabled
computer or personal digital assistant (PDA) to connect to the Internet when in proximity of an
access point." — definition from Wikipedia.org

The camera obscura, just like a large pinhole camera, is a dark room that has one wall punctured by a small
hole. Light comes through the hole and projects an inverted image of the exterior scene against the opposite
wall.

In the age of "englightenment", electromagnetic waves that we knew as "visible light" formed our most
ubiquitous medium and was the medium of choice both in "recording" and in "representing". Today,
however, we find that increasingly we are creating and responding to non-visual electromagnetic fields:
those emanating from our devices and environments. What might a camera obscura for our age look like?
What sort of images might it capture? How might it reveal the obscure relationship that we have to our data
environments?

Wifi Camera Obscura will reveal the electromagnetic space of our devices and the shadows that we create
within such spaces, in particular our wifi networks which are increasingly found in coffee shops, offices and
homes throughout cities of the developed world. We will take realtime "photos" of wifi space...

One of the most important intentions of the project is to develop a 21st century notion of the "picturesque",
which encompasses the space of our electromagnetic data bodies. As such, determining where we point our
"wifi camera" (which, in its X-ray connotations has various intriguing privacy implications) is as important as
determining how to construct it.
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better system with the smarter design and by standing on the shoulder of giants, avoiding to re-invent what
is already done if possible, while at the same time refusing to accept that anything is impossible(even
though things might be slightly impractical or not commercially viable.) Doing a boring thing once is once too
many, and a risk of error, and therefor automation is one key to success strongly advocated.
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