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In computer systems, the translation from source code to machine code is
generally hidden to the ordinary user, as are the mechanisms and properties of
compiler bootstrapping [1] - with its introduction of a sort of digital ancestry (the
function of a compiler being dependent on its own compiler). In fact, the standard
way of creating a compiler toolchain for a new architecture is to cross-compile it
from an existing compiler implementation on a different architecture. This way,
a compiler program on a contemporary computer system might trace back to the
origins of self-hosted compilers [2].

The aim of the art installation "hidden in plain sight” is henceforth to examine
the contingencies in a seemingly static and formal environment and add this to the
public discourse.

For this, a compiler program compiles itself indefinitely. Each generation then
turns the (modified) source code of a popular first-person shooter game into an ex-
ecutable and runs it. The dynamic nature of the resulting ephemeral 3D environ-
ment is further amplified by using the live standard-output of the simultaneously
running compiler process as textures for all the surfaces in the game. This way the
player, which normally reverse engineers the implicit rules in the game’s source
code by playing [3], is confronted with a radically changed 3D environment which
periodically gets ki11led and restarted as a new world.
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