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Creativity as Survival
Mobile Networked Practices in Hybrid Spaces

● Research background
● Networked Mobilities Lab projects



Research Background
Networked Urban Mobilities + Mobile Communication



Specific foci:
● mobile technology access, 
● mobility justice, 
● power asymmetries, and 
● socio-economic inequalities 

within marginalized communities, 
particularly in the Global South.

Research Background
Networked Urban Mobilities + Mobile Communication



Degrees
Ph.D in Communication and Culture (UFRJ, Brazil)
Masters in Communication and Image Technology (UFRJ, Brazil)
B.A. in Social Communication (Journalism) (UFRJ, Brazil)

Professional Experience
Design (Abril Publisher), Media Arts (UCLA), Education (UCLA)

Sub-Fields
Mobile Communication, Mobilities, Internet/Digital Media Studies

Collaborations
Computer Science, Design, Sociology, Urban Studies, Geography

Interdisciplinary Background 



Interdisciplinary Background

VIP Exame Magazine (1997) Master’s Thesis (1999)

Design: interface of contemporaneity



From  as (virtual) 
spaces 

to (hybrid) spaces as
MUDs

Habbo Hotel Pokémon Go Fest 
(Chicago, 2019)

Interdisciplinary Background
Ph.D.



Interdisciplinary Background
Cyberspace → physical + digital (hybrid) space 



Interdisciplinary Background

(de Souza e Silva, 2006)

Internet Studies, Mobile Communication



social mobilenetworked

(de Souza e Silva, 2006)

physical + digital

Hybrid Spaces



Blinkenlights 
(Chaos Computer Club, 2001 Germany)

Botfighters 
(It’s Alive!, 2001 Sweden) 

Mogi 
(Newt Games, 2003 Japan) 

Can You See Me Now? 
(Blast Theory, 2001 London) 

Hybrid Spaces



Things changed…
● Technologies
● Geographies
● Sociability



…but hybrid spaces still matter. 

● Understanding our contemporary sociotechnical landscape through a hybrid space lens may be 
transformative to how scholars study our society, technologies, and mobilities.

de Souza e Silva & Campbell, 2023

Revisiting the technological, geographical and social boundaries



…but hybrid spaces still matter. 

● Understanding our contemporary sociotechnical landscape through a hybrid space lens may be 
transformative to how scholars study our society, technologies, and mobilities.

● Hybrid space is more than a concept; it is a theoretical lens to inform research across a variety of 
humanities and social science areas (+ engineering, design, education).

de Souza e Silva & Campbell, 2023

Revisiting the technological, geographical and social boundaries



…but hybrid spaces still matter. 

Technology use, inhabited spaces, communication/sociability with others = 
complex system vs. set of disconnected parts.

(de Souza e Silva & Campbell, 2023)

Revisiting the technological, geographical and social boundaries



Expanding Hybrid Spaces
1. The Technologies of Hybrid Spaces

Mobile phones → Embedded Infrastructures

Hybrid spaces are not created by technologies 
themselves, but rather through the connectivity 
they support.

(de Souza e Silva & Campbell, 2023)



Expanding Hybrid Spaces
2. The Geographies of Hybrid Spaces

(de Souza e Silva & Campbell, 2023)

Urban Global North → Global South, Rural, Bounded



Expanding Hybrid Spaces
3. The Sociability of Hybrid Spaces

Individual social networks

Institutional infrastructures

(Ling, 2012)



The Politics Hybrid Spaces
Power Asymmetries in hybrid spaces

(Andrejevic, 2008; Sloterdjk, 2005; Cresswell, 2010)

(1) people’s different levels of personal access to mobile technologies, 
(2) people’s level of awareness about whether they are in fact in a hybrid space, 
(3) people’s agency to deploy and access the networked infrastructures that configure hybrid spaces (data 
access).

Heterogeneous Spaces



Networked Mobilities Lab 

● Mobile Networked Creativity
● Pandemic location-based game
● Retro Mobile Gaming Database
● Retro Mobile Gaming Collection

Engagement & Practice

https://nml.chass.ncsu.edu/

https://nml.chass.ncsu.edu/


https://mobilenetworkedcreativity.pubpub.org/ 

https://mobilenetworkedcreativity.pubpub.org/


Research Questions

(de Souza e Silva, forthcoming; de Souza e Silva & Glover-Rijkse, 2022; de Souza e Silva, Sutko, Salis, & de Souza e Silva, 2011)

How do micromobility, ride-sharing systems, and mobile technology use 
in Global South mega-cities are embedded into systemic uneven 
mobilities and mobility injustice as a legacy of the long histories of 
socio-economic inequalities, power asymmetries, and racism that these 
post-colonial countries experience?



Research Questions

How do people who live in precarious situations, 
such as forced migrants and slum dwellers, 
engage with mobile and networked technologies in 
creative ways?



Antecedents

Adriana: 
Favelas in Rio de Janeiro (Brazil)



What is Creativity?

Rooted in Western philosophy / thought

1. Artistic practice
2. Individual process
3. Innovation



1. Creativity as Artistic Practice
● What about non-artistic practices? 
● What about power dynamics? 
● Is creativity always “good”?

(Gl veanu et al., 2019; Runco, 2007; Sternberg, 2018ǎ )



Creativity as Individual Process

It is easier to measure aesthetic creativity in an 
individual (IQ, memory, attention tests) than to 
understand when a group of slum dwellers or refugees 
are “creative.” 

(Amabile, 1996; Shalley, Zhou, & Oldham, 2004; Runco & Richards, 1997; Abbate, 2000; Hafner & Lyon, 1998; Johnson, 2010)



Diffusion, Adoption, and Appropriation
Communication, STS, Design

(Cizek & Uricchio, 2022; Gaskins, 2021; Ratto, 2002)

Individuals → Groups

● Techno-vernacular creativity 
● co-creation 
● maker culture



Diffusion, Adoption, and Appropriation

(Isaacson, 2014; Aricat & Ling, 2018; Bar et al., 2016; de Souza e Silva et al., 2011)

Communication, STS, Design



Mobile Networked Creativity

● Emergent / ongoing
● Serendipitous
● Relational
● Process (not a final product)
● Power and politics
● Marginalized communities

Spatial | Networked | Mobile



Diffusion, Adoption, and Appropriation
Anthropology, Sociology

(Levi-Strauss, 1962; daMatta, 1979; Boufleur, 2013; Rai, 2019 )

Bricolage, gambiarra/jeitinho, jugaad



Mobile Networked Creativity
A practice that arises from the 
networked and recursive 
relationships that involve mobile 
technologies and displaced / 
emplaced communities, in 
situations of hardship.

(de Souza e Silva & Xiong-Gum, 2021)



Mobile
dynamic / technologies

Networked
social networks / digital networks

Spatial
contextual

Mobile Networked Creativity
Networked / Complex

People connected through technologies in space → people connected with technologies and spaces



Mobile Networked Creativity
A practice that arises from the networked and recursive relationships that 
involve mobile technologies and displaced / emplaced communities, in 
situations of hardship.

http://www.youtube.com/watch?v=Y04MeMhGDQY


https://
mobilenetworkedcreativity.

pubpub.org/



https://
mobilenetworkedcreativity.

pubpub.org/



https://
mobilenetworkedcreativity.

pubpub.org/



Engagement & Practice

Help technology developers and policy makers to 
move away from a colonial perspective that frames 
technology adoption and diffusion as a top-down 
process focused on bringing economic development 
to disenfranchised minority groups (ICT4D/M4D).

1.1. Public Outreach: Policy and R&D



Engagement & Practice

Help technology developers and policy makers to 
move away from a colonial perspective that frames 
technology adoption and diffusion as a top-down 
process focused on bringing economic development 
to disenfranchised minority groups (ICT4D/M4D).

Help scholars better understand the sociotechnical 
practices that construct our lived spaces, and 
therefore help governments and urban planners to 
better develop these spaces taking into 
consideration bottom-up creative local practices.

1.1. Public Outreach: Policy and R&D



Pandemic Location-Based Game



Research Questions

(de Souza e Silva, Glover-Rijkse, Njathi, & de Cunto Bueno, 2021; de Souza e Silva, Glover-Rijkse, Njathi, & de Cunto Bueno, 2023)

How do playful activities, like mobile games and mobile 
media art, are integrated into and shape urban mobility?



Pandemic LBMG
How location-based mobile games 

can help us understand the 
connection between viral spread 

and urban mobility?



John Snow’s 1854 London cholera map



Human mobility = viral mobility



COVID-19 Pandemic

Poor public health 
communication



misinformation



Understand 
viral mobility 

in public 
spaces in a 
playful way 

that is 
integrated with 

people’s 
ordinary lives.



Mobile 
Prototype





Mobile 
Prototype



Mobile 
Prototype



Desktop Prototype



Retro Mobile Gaming Database







Retro Mobile Games Collection









Thank you!
@souzaesilva (adriana@souzaesilva.com)
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