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Bunker for a Tropical Pixel is a movie game set in a post-tropical world where light has disappeared from 
the planet. In this environment, tropical bio-bacteria become the only beings capable of generating UV and 
spiritual light. Players follow the journey of an extremophile that must absorb algorithmic spiritual 
energies as they travel  through three symbolic worlds based on the RGB pixel system: the infra-tropic 
(Red), the wetlands and mystical swamps (Green), and the risky amusement tropic (Blue).

The game rethinks how digital games  represent the tropics—moving away from colonial, exotic, or 
simplified views, and toward a post-tropical vision that questions these stereotypes and engages with 
ecological and technological issues. Mixing cinematic sequences with meditative puzzles, Bunker For a 
Tropical Pixel is designed as a short, narrative experience where the player joins different visions of nature 
nurtured in South American cultures – a synthesis between traditional knowledge and artificial tropicality.

The game was developed during a residency at Museu do Amanhã (Brazil),  in partnership with Gluon 
(Belgium) and Buen-TEK (European Union).

<Concept & Experience>

Bunker for a Tropical Pixel



https://vimeo.com/tatyanazambrano/bunkerexhibition

Wood laser cut structure + CPU Alien 
Bunker for a Tropical Pixel, 2026
Tatyana Zambrano + Hernán Rodríguez
Digital Game



https://vimeo.com/tatyanazambrano/exhibit1

Type: Movie game / Interactive installation
Format: Single-player interactive experience
Estimated duration: 15–20 minutes per player
Language: English / Portugues (configurable)
Target audience: General public (12+)
Year: 2026

Minimum space: 4 x 4 m (recommended: 5 x 5 m)
Lighting: Low or controlled lighting preferred
Sound isolation: Recommended (headphones or quiet room)
Seating: 1 designed chair or beanbag (optional, depending on cura-
torial decision)

<General info>

<Spatial Requirements>

Video
1 screen 
Minimum size: 60” screen 
Resolution: Full HD (1920 × 1080) or higher
HDMI input required

Audio
Headphones (preferred) or 2 small speakers
Stereo output

Computer
Recommended System Requirements
Graphics Card: NVIDIA RTX 3060 (12 GB VRAM)
Processor: AMD Ryzen 7 5700X or Intel Core i5-13400F
Memory: 32 GB DDR4 (3200 MHz)
Storage: 1 TB NVMe M.2 SSD (Gen 4)
Motherboard: B550 (AMD) or B760 (Intel)
Power Supply: 650W (80+ Bronze or Gold certified)
Case: Mesh front panel with active airflow (included fans)
(2) USB ports available.
60 FPS

Controls
1 game controller (Xbox) 
Keyboard + mouse to setup the videogame

<Display & Hardware (Provided by Venue)>

Installation time structure:  Approx 10 days
Installation time videogame: Approx. 1–2 hours
Assistance required:
1 technician for laser cutting on wood 
1 technician for screen, audio, and computer setup
Artist can assist on-site or remotely (depending on 
agreement)

<Installation>



Game provided as a standalone build by the artist
No internet connection required (unless specified 
otherwise)
Venue must allow installation of custom software

<Software>

3D printed sculpture case 
Dimensions (85x45x70cm) 
Chrome paint

<CPU Alien sculpture Case>

Simple start/restart instructions provided
Game can be set to auto-restart after inactivity
Daily check recommended:
Screen and audio functioning
Controller responsiveness

The venue agrees to display wall text including:
Title of the work
Artist name and team
Year
Short curatorial description 

<Operation & Maintenance>

<Credits & Labeling>
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https://vimeo.com/tatyanazambrano/bunkerexhibition


