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Introduction

This thesis explores in the threshold between analog and digital realm 
through various investigation of  theories and methods. The theme 
came as a result when reflecting upon the 5 years in architecture 
school at KTH, describing a transition from analog to digital produc-
tion.

Analog vs digital has in recent years risen to become a frequently dis-
cussed subject. It’s unique in the sense that it affect the whole society in 
one way or the other.

The intension of  this project was never to recite one or the other but 
rather to investigate in new possibilities connected to processess. I 
found that there were multiple qualities bound each method that were 
impossible translate or substitute by the other.
The project seeks to investigate in the relevance of  analog methodolo-
gies in an otherwise digital reality. 
The aim was never defined in advance, instead a selection of  questions 
and observations emerged as a result.
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With digitals tools firmly established in the 
profession and academia of  architecture, 
the relevance of  traditional analog methods 
are often overlooked or left unexamined. 
The digital tools are often limited to a 
machine-based logic and lacks in intuitive 
interface between computer and human 
functions. But these limitations do not 
reduce the opportunities of  digital making, 
they instead demonstrate a need for a closer 
investigation of  the transition between the 
worlds.

The AI Revolution: The Road to Superintelligence



Hyperreality 
Jean Baudrillard
”Hyperreality, in semiotics and postmo-
dernism, is an inability of  consciousness to 
distinguish reality from a simulation of  
reality, especially in technologically advanced 
postmodern societies. Hyperreality is seen as 
a condition in which what is real and what 
is fiction are seamlessly blended together 
so that there is no clear distinction between 
where one ends and the other begins. It 
allows the co-mingling of  physical reali-
ty with virtual reality and human intelligen-
ce with artificial intelligence. Individuals may 
find themselves, for different reasons, more 
in tune or involved with the hyperreal world 
and less with the physical real world.”
Three types of  simulacra’s 
1. First order, associated with the premodern 
and analog period, where representation 
is clearly an artificial placemarker for the 
real item. The uniqueness of  objects and 
situations marks them as irreproducibly real 
and signification obviously gropes towards 
this reality.
2. Second order, associated with the cont-
emporary world, where distinctions between 
representation and reality break down due to 
mass-production of  copies, turning them 

into commodities. The commodity’s ability 
to imitate reality threatens to replace the 
authority of  the original version, because the 
copy is just as ”real” as its prototype.
3. Third order, associated with the post-
modernity and digital future, where the 
simulacrum precedes the original and the 
distinction between reality and representa-
tion vanishes. There is only the simulation, 
and originality becomes a totally meaningless 
concept

Concept of  Disneyland
Disneyland has been created to look ”abso-
lutely” realistic, taking visitors imagination 
to another world. This false reality creates 
an illusion and makes it more desireble for 
people to buy this reality. Disneyland works 
in a system that enables visitors to feel that 
technology and the created atmosphere ”can 
give us more reality than nature can” these 
thought connects to the Virtual world.
The ”fake nature” of  Disneyland satisfies our 
imagination and daydream fantasies in real 
life.The idea is that nothing in this world is 
real. Nothing is original, but all are endless 
copies of  reality. 

Digital and the lost aura 
Walter Benjamin
In The Work of  Art in the Age of  Mechanical Re-
production by Walter Benjamin, he states that 
in the translation from analog to digital the 
sense of  presence slowly vanishes, ”aura of  
the object”. The aura has disappeared in the 
modern age because art has become repro-
ducible. Think of  the way a work of  classic 
literature can be bought cheaply in paper-
back, or a painting bought as a poster.
The aura is an effect of  a work of  art being 
uniquely present in time and space. It is con-
nected to the idea of  authenticity. A reprodu-
ced artwork is never fully present. If  there is 
no original, it is never fully present anywhe-
re. Authenticity cannot be reproduced, and 
disappears when everything is reproduced. 
He says that even the original is deprecia-
ted, because it is no longer unique. Along 
with their authenticity, objects also lose their 
authority. The masses contribute to the loss 
of  aura by seeking constantly to bring things 
closer. They create reproducible realities and 
hence destroy uniqueness.

Building dwelling thinking 
Martin Heidegger
Concept of  Distant vs near
Modern technology, what it is doing in essens 
it is creates this distance-less world through 
different technologies like broadcasting, soci-
al media, tv etc by making the far near and 
rendering near far and mixing them. And 
killing the significance of  near. If  all things 
are equal far and near in this technological 
world of  globalization then no place is more 
special then the other, creating a world of  
homogenization.

5

Research

The research were based on various 
text, books, movies , etc., discussing 
the different aspects of  the subject.
The creators were both architects, 
philosophers, futurists and ”thinker”. 
I found that there were two distinct 
sides promoting for its unanimous 
superiority.
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Machine making

In the first phase I took on a machine ma-
king approach to explore the relationship 
between the human, machine and digital 
operations in a playful manner. 
The machines focus on the interaction of  
the human body  and how it connects to 
the machine, to adress the technological 
principles of  the analog and digital. They 
discuss opportunities and limitations by 
releasing the computerized regulation in 
favor of  an analog.
All machines are triggered by the human 
body and serve as a link between man and 
device. The scale can be measured by how 
the body’s senses are engaged through the 
particular situation. The body becomes 
therefore part of  the machine and not an 
extension of  it.

Shin Egashira - Japanese artist and architect 
Egashira is well known for making models 
and machines made from construction 
detritus, fragments of  the home and dis-
carded consumer goods. He seeks to raise 
questions and awareness through retrogra-
de interactive machines.
Beautifully Incomplete (exhibition in Lon-
don) points to the power, prevalence and 
activity of  non-human entities within the 
places we inhabit. His machines inhabit our 
domesticities and remain entirely separate 
yet determinant agents upon our behavior 
and sense of  place in the world. He consi-
der new possibilities of  living amongst the 
things that surround us.

https://www.world-architects.com/ja/events/shin-egashi-
ra-beautifully-incomplete
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Drawing-machine

This machine illustrates analog operations and the act of  
drawing. The making points to the advantages of  computa-
tional methods of  efficiency and refinement but also its limits 
referring to soft constrain-feedback and evaluation of  the 
kinetic behavior. This is because geometry based-logic don’t 
support behavioral-or material-based relationships. The phy-
sical making immediate tactile and material-based feedback 
that was easy to understand and act upon, working towards the 
uncertain.
The machine operates on many different levels. It points to 
the distance between body and digital softwares. The absurd 
contrast between the complexity of  the machine and the drawn 
product (a circle) points to the gap of  understanding and con-
trol while operating digital. A shortage that makes the user a 
slave of  default.



Hand-machine

This machine discuss contemporary digital operations and mo-
tor skills. The hand has been humanity’s most important tool 
for thousands of  years. It carries knowledge, experience and 
has the ability to improvise. Our brain and hand are interde-
pendent.
What happens when we are no longer dependent on the per-
formance of  hands?

”A constant interaction between the hand and the brain is the foundation 
of  our civilization. The human hand has become perfect during 4 million 
years of  development. 
When we engage in tasks that are automated often performed with the help 
of  hands, activity in some parts of  the brain decreases at the same time, 
forces in other parts are released to free thinking and imagination. When 
we sketch or model by hand, a close interaction arises between motor skills, 
cognition (intellectual functions), perception and emotions.” 

Göran Lundborg, expert in hand surgery      

8
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Information-machine

The next machine points to the contem-
porary demand for speed and direct access 
while encouraging an even-more fluid 
relationship between different categories of  
knowledge. The machine could be seen as 
a parody of  todays informations culture. 
The enclosed void points to the physical 
isolation imposed on the body by our com-
puters. In paradox it has also influenced 
the path of  social exchange, information 
distribution and learning.

It could be compared with a rollercoaster 
ride, referring to disorientation and sensory 
overload. This will lead to nausea induced 
by an uncontrolled desire for knowledge. 
It will continue spinning until you stop the 
rotation wheel, pause and take a step back. 
By stepping back you will see and under-
stand the whole picture and the narrow 
your focus point. The machine merges the 
notion of  retrograde information seeking 
with the dream of  the future. 



BUT INFLUENCE CONSCIOUS 
THOUGHT

INTUITIONS ARE TACIT

INSIGHTS ARE CONSCIOUS

BUT RESULT FORM PARTLY TACIT 
PREOCESSES

TACIT

CONSCIOUS

Richard Brock, MIT
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Tacit knowledge

Tacit is defined as knowledge that is hard 
to formulate and express, e.g values, know-
how and beliefs. Tacit knowledge could be 
gained from socialization, internalization 
between people face-to-face. (Fredrik Hol-
gersson) 
In the context of  design and architecture 
we can add knowledge you posses through 
hands-on experiences, eg. building models, 
drawing etc. 
Internalization is described as the conver-
sion of  explicit knowledge to tacit know-
ledge and is often  done by reflecting upon 
explicit knowledge.

Analog processes often require a mix of  
both tacit and explicit knowledge to convey 
a successful process. When using traditional 
crafting method it requires full awareness 
of  body and mind for each motion. Full 
body interaction is the far most efficient 
way of  gathering tacit knowledge. It could 
inform you on how to use a specific tool or 
how a material reacts in certain conditions. 
Information that aid your decision-making 
and help you progress. It could be know-
ledge of  material relationships, different 
technique, tools, methods, that in turn 
forms a link in the chain within the process 
of  material production. (Fredik Holgersson)

Practical-making processes are about gai-
ning a library of  responses about how 
the world works.
Tacit knowledge defines as skill ideas, 
experiences that people have but are not 
codified and may not necessarily be easily 
expressed. And a lot of  that is not teacha-
ble or measurable following algorithms.  

Richard Brock states that tacit knowledge 
is closely linked to intuitions, describing 
feelings or hunches we have that we can’t 
be express direct or in words.
Furthermore he states that thoughts are 
very much tied up with our physical body, 
so we don’t just hold abstract concepts in 
our mind, those concepts are connected to 
kinesthetic and emotional data.
According to Brock there are 2 different 
processes by which we think, fast and not di-
rectly conscious or slower and more deliberate. He 
says that thinking happens by the interac-
tions between those 2 systems.
He points to the importance of  insight pro-
blems in the context of  the academia. You 
need this discontinuity, it’s a method when 
you break away from routine-problem sol-
ving. It shifts the way of  thinking about a 
problem when you get this sudden solution. 
He states that we need to raise awareness 
of  explicit and implicit ideas about a pro

blem and learn to understand the interplay 
between those.
When designing architecture we follow 
certain rules regarding construction, forces, 
economy etc describing explicit knowledge. 
Tacit knowledge is instead tied up with sen-
sory information gained thought moments 
when engaged with architecture in the 
physical world. A lot of  that is not possible 
to directly read or learn through numbers 
and words.
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The nature and art of  Workmanship

David Pye is a theorist in craft and is the 
creator of  the concept of  Workmanship of  
certainty, and Workmanship of  risk that ex-
plores the meaning of  skill and its relations-
hip to design and manufacture. Certainty 
is equivalent to digital production and risk 
represents traditional analog crafting.
Pye states that the differences lays in the 
process of  making. The analog crafting re-
alies on tacit and explicit knowledge limited 
by its creators body and mind. Knowledge 
gained from intuitive, hands-on-experien-
ces and sharing experiences face-to-face.
He remarks that the diversity that occurs 
as a result of  The workmanship of  risk is 
itself  inherently pleasing and is not possible 
to achieve with digital tools. Certainty on 
the other hand is not limited to its 

creator in the same way. With the help of  
digital tools we can now share and gain 
knowledge globally. The digital tools have 
the ability provide quicker solutions for 
problems with the built in functions. The 
analog is much more time consuming and 
forces one to reflect upon the problem to 
seek alternative ways based on inherent 
knowledge.
Within workmanship (be it good, bad, 
rough or precise) lies an intimate relations-
hip between the intent of  the designer and 
the execution of  the work. To make a pre-
cise judgment of  workmanship is to under-
stand how closely the design is aligned with 
the executed object.

https://medium.com/not-so-different-emerging-digi-
tal-craft-practices/interactive-reasoning-bcbe90cfd5ef



Analog making

”Form finding processes in the past were more casu-
al, as designers could not represent some
of  their ideas. This traditional design process was 
driven largely by the intuitive workings of
the designer’s mind rather than an explicit scientific 
approach…”

Hauwa Yasuf

The term analog traces back to the Gre-
ek word logos, meaning ”ratio.” (The 
word analogy, which has been a part 
of  English since the 15th century, also 
descends from logos.) The adjective refer 
to something that is analogous, but it is 
most often used to distinguish analog and 
electronics from digital. The term analog 
became more commonly used along with 
the digital revolution describing the non 
digital, something operating completely 
without digital support.

Analog process gives the worker a greater 
understanding of  the inherent properties 
of  materials, which in turn affected the 
processing. (David Pye) Operations of  cal-
culations in the pre-digital era was reliant 
on analog calculation tables, differential 
geometry and related general theories of  
curved surfaces.

An early example of  pre digital computa-
tion is Gaudí’s Sagrada familia. He created 
a roof-model of  suspended linked chains. 
W
Peter Szalapaj in Contemporary Archi-
tecture and the Digital Design Process sup-
pose that the detailed knowledge of  the fa-
brication and construction processes are 
knowledge that distinguishes designers of  
the pre-digital age from contemporary.

12
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To execute an analog process pushed me 
explore in my inherent skills of  drawing 
and building by hand. At first it was falte-
ring but at the time I started building and 
exploring physically in the workshop it felt 
inspiring and meditative. I found out that 
by letting go of  the idea of  the final result 
gave me more freedom to try out new 
things. The process evolved based on intui-
tive ideas and the love for crafting.  
The design became a result based on solely 
personal knowledge and intuitiv processing. 
The idea was to create a structure that 
conveys simplicity and narrates the making 
through details and meetings between ele-
ments.

The experiment took its shape as a sight-
tower that was based on the idea of  a spiral 
stair. Its cylindrical shape has no direction 
rather than vertical. This give the user the 
opportunity to choose from a variety of  
viewpoint within the structure.

Due to the open ended process I had 
some trouble with minor size offsets. The 
steps were made in 2 sets since the model 
became bigger along the way. A fact that 
became evident when putting the model 
together. Some pieces had to be adjusted 
afterwards with the help of  a chisel. All 
step rests on the former and holds up the 
next. 
I intentionally brought up the dimensions 
to convey a feeling that narrates the con-
nections to the ship building history of  
Djurgårgen. The style is inspired from tra-
ditional boatbuilding techniques.
The step heights are oversized to function  
both as steps and seating throughout the 
whole structure. Each step is constructed 
like circular segments, consists of  two side 
pieces which span between the inner and 
outer support structure at an angle of  36°. 
Angles that deviate from orthogonal cuts 
(90°) is a possible sources of  error due to 
that some machines only operate with ana-
log measurings. (bottom left picture)
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The glulam-beams develo-
ped along as the tower beca-
me taller and therefore requi-
red a more resilient structure. 
Each part consists of  6 layers 
of  maple that were glued 
in units of  4, then cut in 
thinner strips. Twisting and 
cracks occurred due to an 
uneven pressure in the gluing 
process and small imperfec-
tions of  the material. 

I learned how to control the material as a result of  the pro-
cess. Maple is very dense, which resulted in burn marks when 
cutting and shaping too aggressively. It required a gradual 
adaptation and therefore much more time and precision to av-
oid later modifications as much as possible. To avoid moments 
that required grinding or surface modifications. The grinding 
machines had problems due to friction and got charred quickly. 
This knowledge could be described as tacit and was a great as-
set throughout the process.
Due to the slow process it gave me an opportunity to reflect 
deeper on the project through out all moments.
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Reflecting upon the process one could say that analog problem 
solving requires in general much more time and patience than 
the digital. The process of  intuitive ”building along the way” 
forces one to reflection upon all problems as a part and in the 
whole process. Limited by the tacit and explicit knowledge gai-
ned throughout previous projects and experiences. It pushed me 
to take a step back and consider other possible solutions.



Digital making

The digital process explores the possibilities 
and limitations of  digital making. It takes 
off from the same point as the analog, but 
tries to find new form by using simple digi-
tal commands.

The process describes the transformation 
of  a non-binary object into fixed entity by 
the use of  3D-scanning. In this translation, 
the log becomes a measurable object ex-
tracted from its context and placed in a vir-
tual world. The transformation decouples it 
from limitations associated with its natural 
state, such as materiality and scale.
It uses the same input data but applies a 
computer-based approach and therefore 
gets get another result. This to show that 
the result is a product of  the process and 
can vary greatly from analog and digital.

Another observation is then one of  imper-
fection. Imperfection is not a definite fact 
but rather a result that sits outside from our 
expectations. The corrupt geometry were 
in this experiment the goal and ”the perfect 
building block” which gave form to the 
final result.

When reflecting upon the operation I no-
ticed that the software managed to correct 
and interpret the intention even when the 
instructions were lacking. This points to 
computers abilities to heal our flaws. This 
was also stated in David Pye’s The nature 
and art of  Workmanship. The main diffe-
rences lays within the process of  making. In 
digital making the worker feeds the materi-
al into the tool. If  the input data is constant 
you could you get the same result every 
time, it is not limited to its creator. The di-
gital tools have the capacity to heal corrupt 
information and imperfections. 

19
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Method

Photos of  the log was translated into a 
point cloud through 3-D scanning(Me-
tashapePro). The point cloud became the 
input-data when exporting it to Rhino (3-D 
modeling software).
With simple commands in Rhino 20 new 
3-dimensional building blocks were extrac-
ted. Each block were then rebuilt in a multi-
tude of  sequences. By each iteration the 
volume got less and less dens until it cracks 
and became a corrupt geometry (perforated 
surface).
Further on I extracted the volumes at the 
point where it got corrupted and arranged 
them throughout the vertical axis, each hole 
aligned with the next and so on. This to 
understand how we can instruct a software 
to perform in an ”uncontrolled” way to 
explore new forms.
The software where not able to distingue 
between an imperfect and perfect object. 
It continued the process until the amount 
polygons where at its minimum that it stil 
could hold a surface.
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Wabi sabi - Flawed beauty

Imperfections as a quality is not a new 
concept. Wabi Sabi is a concept that decent 
from Japanese culture describing the flawed 
beauty, saying that nothing is finished, 
nothing lasts, nothing is perfect. It seeks to 
find the beauty in the imperfect and pro-
fundity in nature. Accepting the natural 
cycle of  growth, decay and death.
Imperfection could be seen as a trace of  life 
emphasizing fragility and cracks and will 
be the only aspect that differentiate fiction 
from reality.

”The value of  perfection is not in perfection as the 
goal. The true value of  a perfect architecture is not 
the state of  perfection itself, but the infinite variety 
of  imperfect, and aberrant conditions that emerge 
as a result of  the failure to attain perfection” (The 
Architecture of  Perfection)

Imperfection describes objects of  decay, 
deformation, or incompletion. It stands for 
something authenticity in a mass produced 
digital age. (Jean Baudrillard)
Baudrillard implies that mass production 
illuminates the value authentic and cultural 
context. In the context of  production, per-
fection is the ability to make thousands of  
objects that are all exactly the same. There 
is no such thing as an original with unique 
qualities. It’s a perfect copy of  something, 
rather than singular objects with individual 
qualities.

Limited Area: Robert Schlaug
“Raising awareness in times of  total sensory overload” as well as 
“Isolation or in distinct contrast to the surroundings—suddenly developed a 
unique form of  language and suprisingly gets an aesthetic quality. The banal 
becomes the particular.”

22



Imperfection

This experiment discuss imperfection and juxtaposition analog 
and digital processing. It points to the qualities of  digital ma-
king and imperfections caused by human hand.
By creating the same object with different tools and material 
points to the fragility bound to each medium. It illuminates the 
level of  details and accuracy that each material manages.

From left to right cardboard, pine, walnut, plaster, 3-D print 
1, 3-D print 2. The thin cardboard consist of  hand cut pieces. 
The offsets narrates operations of  the human hand our ability 
to handle tools.
The wood describes natural imperfections, characteristics that 
we are no longer in control of.
The fifth object (from left) show digital methods ability to cor-
rect imperfections and the principles of  the printer. It genera-
ted a support structure to sustain the volume in tact without 
human dictions.
The last object shows a ”prefect” representation. At the same 
time as the 3-D printer starts printing contingency vanished.

23



Imperfection

Further on I explored in glitches linked to 
the use of  3-D printing techniques to find 
new forms through contingency. Due to 
its additive properties one could predict 
that there are several risks linked to the 
tool. This also includes limits linked to the 
filaments properties and the movement of  
the machine.
The experiment explored how speed, den-
sity, dimensions and distance effected the 
operation. When the machine is instructed 
to print multiple object that differ scarcely 
in position together with a high speed it 
generates oscillation which effect the pre-
cision. Then same result occurs when the 
difference of  the infill and the object is too 
small. Rapid changes in direction between 
x and y axis is a common source for errors 
which leads to a slightly sheared result.
Another possible source for errors emerge 
from the preparation phase. Befor printing 
the user needs to secure the first layers onto 
the base of  the machine. By gluing the 
platform will make sure that the object sits 
in the same position throughout the whole 
printing process.

Simplified, the 3-D printer operates by 
stacking multiple two dimensional planes 
layer by layer to create a three dimensional 
volume.
I found that uncontrolled operations had 
properties that could be applied to the pro-
cess of  making. 3-D printing techniques are 
often used in the final stage of  design pro-
cesses to represent the final product rather 
then explore new form. By implementing a 
loose-framwork that enables glitches to oc-
cur then we could use the printer for both 
processes and representation.   

”A glitch is not a mistake but rather a devi-
ation from our expectations”

24



Could we use corrupt result to find new form? 

25
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Between analog and digital

The latest experiment focuses on the trans-
formation between the digital and physical 
realm, between a quantitative world and 
our reality. 
The process uses shortcomings connec-
ted to translations-flaws that comes as a 
consequence of  the iterations. The method 
shows how imperfections associated with 
singular processes can be exploited and 
illuminates the inherent fragility of  both 
systems.
The 3-D printer’s ability to translate com-
plex geometries from a digital format to a 
physical raises questions about the inter-
ference between analog and digital. If  the 
translation is done correctly, the machine 
creates a perfect representation of  the 
specified input data, but sometimes does 
glitches occur which in turn create so-
mething beyond our expectations.
It’s a process led by unpredictability and 
a sense of  uncontrolled. In this way the 
digital 3-D printer switches from merely 
acting as a representation tool to becoming 
a tool for creation. The result gives us an 
alternative translations between digital and 
analog.

The accuracy of  technology has made it 
possible to develop perfectly controlled pro-
cesses, where deficiencies can be circum-
vented using various digital repairing tools. 
However, there are also limitations bound 
to digital tools. Limitations that appear as a 
corrupt results or glitches. With a conscious 
use of  its inherrent flaws, could this beco-
me an asset in the process of  creating new 
forms?

The method utilizes translational shifts that 
occur in the transformation as a tool in the 
process. Distortions are seen as an asset 
rather than a defect and are consequences 
of  the software, material, resolution and 
hands-on work.
By implementing awareness of  the inhe-
rent flaws one could allow different ampli-
tudes of  displacements to occur. This could 
in turn give alternative ways of  processing.

The method is based on a gradual build-up 
of  information processing. Each iteration 
creates new levels of  complexity that car-
ries the same DNA as previous editions. 

The experiment describes new possible 
ways of  bridging analog and digital by se-
ries of  iterations, to blur the border. The 
method embrace the qualities of  imperfec-
tions and utilize a ”loose frame approach” 
to find contingency.
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”Form finding processes in the past were more 
casual, as designers could not represent some
of their ideas. This traditional design process was 
driven largely by the intuitive workings of
the designer’s mind rather than an explicit scientific 
approach…”

The Impact Of Digital-Computational Design On The Architectural 
Design Process, Hauwa Yasuf 



Corrupt points
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Imput data for 3-D scanning

Observations made during 
the experiment were that 
glitches connected to each 
system were amplified by 
each translation. Instead of  
eliminating them they got to 
develop freely.

The process allows the use of  
both analog and digital skills. 
The human hand integrates 
intuitive making at the same 
time as it implement a more 
unpredictable and volatile 
process. By this method we 
can use tacit knowledge as 
potential input data in digital 
processes to create alternati-
ve paths to find new forms.
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ANALOG TRANSITION DIGITAL

∞
By physically creating arti-
facts provides a clear time-
line. A timeline that allows 
you to extract and re-insert 
previous artifacts at different 



The extracted object speaks about pro-
perties that are given as a consequence of  
digital transitions, describe the contingency 
and uncontrolled.
New technology is developed with the 
primary intention of  facilitating complex 
processors through mathematical accuracy, 
precision and optimizing. This experiment 
demonstrates how digital tools optimizing 
material and time and ”heals” unstable 
data. It also points to opportunities linked 
to the use of  3-D printers as a tool for 
making.
Another interesting observation is the fact 
that the generated support-structure emer-
ged without direct human decisions. The 
3-D printers intension is solely to represent 
in this case the surface. To carry out this 
process a new structure was created based 
on information linked to the surface. 

By observing the support-structure, one 
could understand the spaces inside and the 
surface. Holes occur at points where the 
surface is sufficiently stable and speaks of  
the underlying principles of  the machine. 
The process have similar qualities as analog 
processes where the unforeseen and imper-
fect gradually shape the final product.
Glitch question the limitations of  the digi-
tal processes and points to the possibilities 
of  its imperfections, bringing ”uniqueness” 
to digital processes. It seeks to reconnects 
the maker with the object and utilize the 
haptic contact as new input-data. Only by 
understanding its flaws and assets can we 
make use its fullest potential. 
Imperfections does not only support the 
theoretical discussions but also practical 
making.
Results that falls outside from our expecta-
tions possess both educational qualities that 
help us understand question our reality.
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Conclusion

The project points to the complexity of  
the subject and to the fact that there are no 
definite answers. The discussion of  analog 
vs digital has become irrelevant, instead the 
project promotes for further investigation in 
the transition between the two worlds. 
The thesis considers the current role of  
computation and traditional analog pro-
cesses through series of  experiments. It 
contributes to contemporary profession of  
design and architecture by proposing new 
methods for design. It investigates in the 
possibilities of  imperfection and corrupt 
results to find contingency.

Reflecting upon the project I found that 
analog processes are much more complex 
and unstable. It operates on parameters 
that are difficult to foresee, for both good 
and bad. The core point is that uncontrol-
led processes possess qualities that could 
help us find new form. By merging digital 
precision together with intuitive analog ide-
as we will gain alternative ways for proces-
sing and opportunity for contingency.
I want to finish of  by saying that this I not 
the final stage but rather a poetic interpre-
tation of  current state, and a starting point 
for further investigations between analog 
and digital.

Could we combine analog and digital knowledge to find new form?
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