





> HOMEPAGE

AS WE GO ON WITH OUR DAILY LIFE, A PARALLEL SPACE IS
BEING INVISIBLY, SILENTLY YET RAPIDLY AND ALLURINGLY
DEVELOPED; THAT OF CYBERSPACE. THIS NEW,; VAST AND
CHANGING TERRITORY IS BECOMING POPULATED AT A VERY FAST
RATE AND IS PERHAPS BEING INHABITED BY THE FASTEST
GROWING COMMUNITY ON EARTH. THIS COMMUNITY IS NEITHER
SILENT NOR INVISIBLE; RATHER IT IS REAL, ACTIVE AND
ADAPTABLE TO PARALLEL SPACES.

ALTHOUGH IT MIGHT SEEM UNIMAGINABLE AT TIMES TO KNOW
EXACTLY WHERE THE EXPANSION OF CYBERSPACE IS LEADING
UsS, MOST PEOPLE AGREE THAT IT IS REVOLUTIONARY AND
CREATING UNPRECEDENTED CHANGE IN MANY ASPECTS OF
HUMAN LIFE, FROM WEALTH AND KNOWLEDGE TO RITUALS OF
SOCIAL INTERACTION AND EVERYDAY LIFESTYLES. NEwW
TECHNOLOGIES BEING USED TO DEVELOP TRENDS IN
ARCHITECTURE ARE MOSTLY FORM GENERATING AND GRAPHICAL
VISUALIZATION TOOLS. SINCE ARCHITECTURE ATTEMPTS TO
REALIZE ITSELF AS A PRODUCT OF ITS CONTEXT IN THE BROAD
SENSE OF THE WORD, THIS THESIS TRIES TO UNDERSTAND THE
DEEP IMPRINT OF THE DEVELOPMENT OF CYBERSPACE ON
ARCHITECTURE AND EXTRACT POTENTIAL DESIGN APPROACHES
FROM THE HUMAN, SPATIAL AND TEMPORAL FACTORS THAT
DEFINE CYBERSPACE AND IN PARTICULAR THE CONNECTION
BETWEEN IT AND CORPOREALITY.

—

THERE IS AN ESSENTIAL AND DIRECT RELATIONSHIP THAT
EXISTS BETWEEN CYBERSPACE AND ARCHITECTURE. MARCOS
NOVAK PUTS IT AS FOLLOWS;

“TO THE EXTENT THAT THIS DEVELOPMENT INVERTS THE
PRESENT RELATIONSHIP OF HUMAN TO INFORMATION, PLACING
HUMAN WITHIN THE INFORMATION SPACE, IT IS AN
ARCHITECTURAL PROBLEM; BUT BEYOND THIS, CYBERSPACE HAS
AN ARCHITECTURE OF ITS OWN AND, FURTHERMORE, CAN
CONTAIN ARCHITECTURE. TO REPEAT:! CYBERSPACE IS
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ARCHITECTURE, CYBERSPACE HAS AN ARCHITECTURE; AND
CYBERSPACE CONTAINS ARCHITECTURE.”'

ARCHITECTURE AND CYBERSPACE ARE RELATED TO ONE
ANOTHER ON AT LEAST THREE MAJOR ARCHITECTURAL LEVELS:
THE LEVEL OF URBAN DEVELOPMENT, THE LEVEL OF
TRANSFORMATIONS IN PROGRAM, AND THE LEVEL OF
REDEFINING QUALITIES OF SPACE. |[F ONE CONSIDERS
CYBERSPACE A PARALLEL WORLD, ITS FEATURES CAN EASILY BE
PARALLELED OR COMPARED WITH ARCHITECTURAL FEATURES.
THE CONNECTIVITY IN CYBERSPACE CAN BE VISUALIZED AS AN
URBAN STRUCTURE; THE SPATIAL DIVISIONS IN CYBERSPACE
OFTEN LITERALLY SPRING FROM AND ARE FORMED ACCORDING
TO ARCHITECTURAL PROGRAMS; AND THE SPATIAL QUALITIES OF
CYBERSPACE, ESPECIALLY IN THEIR EXPERIENTIAL SENSE, CAN
BE TRANSLATED AND POSSIBLY APPLIED ON REAL
ARCHITECTURAL SPACES. ONE OF THE AIMS OF THIS THESIS IS
TO FIND MATURE METHODS OF THIS PROCESS OF TRANSLATION.

ANOTHER INTERESTING ASPECT IN CYBERSPACE IS THE ACT OF
HACKING, WHICH IS IN COMPUTER LANGUAGE KNOWN AS THE

MAJOR DIRECT PENETRATION BY HUMAN HACKERS TO .
CYBERSPACE. HACKING FORMS A LINK- THE VERY OBVIOUS 1
DIRECT LINK- BETWEEN THE REAL WORLD AND THE CYBER ONE.
HACKING IS EXECUTED BY TWO KINDS OF OPERATORS; REAL

WORLD HUMAN HACKERS AND PROGRAMS HACKING PROGRAMS
(VIRUSES) WITHIN CYBERSPACE ITSELF.

| WILL BE RESEARCHING LITERATURE REVIEWS AND CASE
STUDIES ABOUT BOTH HACKING AND CYBERSPACE. THROUGH MY
ANALYSIS OF BOTH, | WILL POINT OUT THE MAJOR KEYS THAT
WILL BE EVENTUALLY LEADING US TO “CYBER-ARCH?”.
HOWEVER, THE ‘CYBER’ IN “CYBER-ARCH?” IS NOT AN
INDICATION OF COLORFUL FLIPPANT ECCENTRICITY, BUT RATHER
A REQUESTIONED TERM TRYING TO CAPTURE THE INFLUENCES OF
CYBERSPACE THAT ARE PROFOUNDLY EMBEDDED IN THE
ACTUALITY OF OUR EVERYDAY LIFE.

ALSO IN MY PROJECT | WANT TO BUILD UP ON A NOTION | FIND
INTRIGUING AND INSPIRING; THE LOGIC OF HACKING IN

1 NOVAK, M. (1991). "LIQUID ARCHITECTURES IN CYBERSPACE'; IN M.
BENEDIKT (ED.): CYBERSPACE. FIRST STEPS. (CAMBRIDGE, MA: THE MIT PRESS)
QUOTE P.226




ARCHITECTURE. THAT LOGIC, WHICH MIGHT BE ASSOCIATED WITH
DISCOURSES SUCH AS PARASITIC ARCHITECTURE BUT PERHAPS
CAN DELINEATE MORE DIVERSE INTERRELATIONS, COULD BE
IMPLEMENTED AS SPACES HACKING SPACES OR PROGRAMS
HACKING PROGRAMS.

AFTER THIS THESIS, | ANTICIPATE MY PROJECT TO REFLECT THE
CONCLUSIONS EXTRACTED FROM CYBERSPACE QUALITIES AND
HACKING LOGICS IN CYBERSPACE WHICH WILL BE EXPLAINED AND
EXPLORED INTENSIVELY IN THE FOLLOWING CHAPTERS. THE
PROJECT’S SITE AND PROGRAM SELECTION WILL THEN BE A
PRODUCT OF THIS RESEARCH. ON THE OTHER HAND, | ALSO
INTEND TO ADDRESS THE HACKERS (THE HUMAN LINKS) BY
DEVELOPING A FACILITY FOR THEM AS USERS
(ADMINISTRATORS), RESPONDING TO THEIR NEEDS AND THEIR
WAYS OF LIVING, AS WELL AS PROVIDING POTENTIAL METHODS
THEY CAN INTEGRATE THEMSELVES IN SOCIETY BY PROVIDING
LEGAL SERVICES TO THE PUBLIC AND HELPING TO STRENGTHEN
THE NATIONAL CYBER SECURITY.
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THE OUTLINE

> HOMEPAGE

> OCYBERSPACE

([®) WHAT IS CYBERSPACE?

EXPLAINING AND DEFINING CYBERSPACE, AND WHAT ARE
THE MISCONCEPTIONS ABOUT THAT SPACE?

N LITERATURE REVIEW

WHAT IS CYBERSPACE AND HOW IT WAS IDENTIFIED
AND DESCRIBED BY SEVERAL AUTHORS

- CASE STUDY (MATRIX TRILOGY)

IN THE TRILOGY MOVIES, CYBERSPACE WAS
PRESENTED GRAPHICALLY USING LITERAL
PRESENTATIONS TRANSLATED FROM THE REALITY
ELEMENTS WE HAVE

(6] CONNECTIVITY

THE MAINFRAME OF CYBERSPACE

- TYPES OF NETWORKS
° PEER-TO-PEER NETWORKS

° CLIENT-SERVER NETWORKS

O SPATIAL QUALITIES

VOCAB AND SYNTAX EXTRACTED ABOUT CYBERSPACE FROM
THE LITERATURE REVIEW, AND HOW THOSE COULD BE USED
AS SPACE QUALITIES OR CONFIGURATIONS TO BE APPLIED
IN ARCHITECTURE.
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> RELATIONSHIP BETWEEN CYBERSPACE AND
ARCHITECTURE

O CYBERSPACE ARCHITECTURE

@) THE EFFECT OF INFORMATION REVOLUTION

HOW ARCHITECTURE WAS AFFECTED BY PRECEDENT
REVOLUTIONS SUCH AS THE INDUSTRIAL REVOLUTIONj; AND
HOW ARCHITECTURE COULD BE AFFECTED BY THE
INFORMATION REVOLUTION

) ARCHITECTURAL MOVEMENTS

NEW STEPS OF ARCHITECTURAL MOVEMENTS PRECEDING
CYBERSPACE ARCHITECTURE THAT ARE ALREADY TAKING
PLACE NOWADAYS, LIKE:

" DIGITAL ARCHITECTURE

. VIRTUAL REALITY AND ARCHITECTURE

» HACKING 3

@) WHAT 1S HACKING?

THE PENETRATION INTO SOMEONE’S PRIVATE CYBERSPACE,
SPYING ON A TARGETED VICTIM, AND STEALING OTHERS’
DATA FROM THEIR PERSONAL COMPUTERS

" BBC CASE STUuDY

L CASE STUDY (MATRIX TRILOGY)

MATRIX TRILOGIES MOVIES: HACKING WAS
REPRESENTED IN MANY FORMS LIKE CRACKING INTO
ONE’S BRAIN, DIGITAL HACKING, AND THE WAR
BETWEEN HACKERS.




O WHO ARE THE HACKERS

A HACKER IS A HIGHLY PROFICIENT COMPUTER
PROGRAMMER WHO SEEKS TO GAIN UNAUTHORIZED ACCESS
TO SYSTEMS WITHOUT MALICIOUS INTENT

L LITERATURE REVIEW

" HACKERS SPACE

HACKERS LIVE IN THE 2 WORLDS IN THE SAME
TIME, THE CYBERSPACE AND THE REAL SPACE

- HACKERS ENTERTAINMENT

THE PROCESS OF PENETRATING INTO OTHERS
PRIVALCY IS THE EVERY TIME FUN

@) PROGRAMS HACKING PROGRAMS IN CYBERSPACE
L WHAT IS THE ORIGINAL MEANING OF A VIRUS?

L PARASITIC PROGRAMS

» HACKING ARCHITECTURE

O SPACES HACKING SPACES
(@) PROGRAMS HACKING PROGRAMS

n CASE STUDY ON PARASITIC ARCHITECTURE

> CONCLUSION
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> SUPERIMPOSITION OF CYBERSPACE AND HACKING
IN LEBANON (MY PROJECT)

O URBAN LEVEL (CONNECTIVITY)

THE IMPLEMENTATION THE NETWORK TYPES AND WHAT
TYPE OF NETWORK TO BE BEST APPLIED IN THE URBAN
FABRIC

) PROGRAM LEVEL (PARASITIC VIRUSES)

o THE HACKED PROGRAMS

PuBLIC LIBRARIES, WHY? How?

" WHAT IS “THE VIRUS”?

» THE SOURCE, THE SERVER, THE CENTRE
O THE PURPOSE OF THE SOURCE
O THE ARCHITECTURAL PROGRAM 5

O THE USERS

HACKERS AND PUBLIC

O THE CRITERIA OF THE SITE
ADMINISTRATIVE, CENTRAL, ACCESSIBLE, AND

TOPOGRAPHICAL

N THE SELECTED SITE

. SITE ANALYSIS




> DCYBERSPACE:

O WHAT IS CYBERSPACE:

TO BE ABLE TO REALLY UNDERSTAND CYBERSPACE, WE SHOULD
ULTIMATELY BE ABLE TO IMAGINE OURSELVES AS THE TINY BITS
RUNNING THROUGH THAT SYSTEM. TO INITIATE THE PROCEDURE
AIMING AT REACHING THAT LEVEL OF IMMERSION, WE CAN START
WITH A SIMPLE DICTIONARY DEFINITION OF WHAT CYBERSPACE
I1S: “THE TOTAL INTERCONNECTEDNESS OF HUMAN BEINGS

THROUGH COMPUTERS AND TELECOMMUNICATIONS WITHOUT

1
REGARD TO PHYSICAL GEOGRAPHY”

THE FIRST TIME THE WORD “CYBERSPACE” WAS MENTIONED WAS

IN 1984 BY WILLIAM GIBSON IN ONE OF HIS EARLY NOVELS,
“NEUROMANCER”. IN THAT NOVEL, HE DESCRIBED CYBERSFACE

AS A “CONSENSUAL HALLUCINATION EXPERIENCED DAILY BY 6
BILLIONS OF LEGITIMATE OPERATORS, IN EVERY NATION, BY -
CHILDREN BEING TAUGHT MATHEMATICAL CONCEPTS... A

GRAPHIC REPRESENTATION OF DATA ABSTRACTED FROM THE

BANKS OF EVERY COMPUTER IN THE HUMAN SYSTEM.

UNTHINKABLE COMPLEXITY, LINES OF LIGHT RANGED IN THE
NON-SPACE OF THE MIND, CLUSTERS AND CONSTELLATIONS OF

DATA. LIKE CITY LIGHTS, RECEDING...”

THAT WORD IN FACT GAVE A NAME TO A NEW IRRESISTIBLE
TECHNOLOGICAL REVOLUTION THAT IS DEFINITELY AFFECTING
THE HUMAN CULTURE, BUSINESS, AND ARCHITECTURE UNDER

THE FUTURISTIC VISIONS OF TECHNOLOGY.

HTTP:!/SEARCHWEBSERVICES.TECHTARGET.COM/SDEFINITION/O,290660,

SID26_GC1211883,00.HTML




AFTER THAT, MANY TRIALS HAVE BEEN MADE TO DESCRIBE

CYBERSPACE. MOST AGREED THAT CYBERSPACE IS A “PLACE”
SINCE YOU CAN BE IN CYBERSPACE, YOU CAN ENTER
CYBERSPACE AND YOU CAN GET OUT FROM CYBERSPACE.
CYBERSPACE IS WHERE ONE CAN HAVE A MIND-CENTERED OUT-
OF-BODY EXPERIENCE ENABLED BY ELECTRICAL HARDWARE
DEVICES THAT ARE INVISIBLE IN THE SPECTACULAR PLETHORA
OF VISUAL INSTANCES THAT SEEM TO MATERIALIZE CYBER

PLACE.

HOWEVER THE DIRECT QUESTION THAT COMES TO MIND IS:
WHERE IS THAT SPACE OR THAT PLACE? THE VERY OBVIOUS
ANSWER IN MY OPINION IS: IT IS IN NOWHERE AND EVERYWHERE
AT THE SAME TIME. IT IS IN NOWHERE SINCE IT HAS NO
GEOGRAPHICAL LOCATION IN OUR PHYSICAL WORLD, BUT IT IS
THERE AND REAL IN THE SENSE THAT ALMOST ANY HUMAN
BEING CAN EXPERIENCE IT; IT IS AN EXPERIENCED SPACE AND _
HENCE IT IS REAL. WE CAN PERHAPS PERCEIVE METAPHORICALLY
CYBERSPACE AS A PARALLEL UNIVERSE; A PARALLEL LAYER OF
EXPERIENCE ABOVE US, BENEATH US, AMONG US, MESHED

WITHIN OUR EVERYDAY LIVED... AS BRUCE STERLING DESCRIBES:

“CYBERSPACE IS THE "PLACE"' WHERE A TELEPHONE
CONVERSATION APPEARS TO OCCUR. NOT INSIDE YOUR ACTUAL
PHONE, THE PLASTIC DEVICE ON YOUR DESK. NOT INSIDE THE
OTHER PERSON'S PHONE, IN SOME OTHER CITY, THE PLACE
BETWEEN THE PHONES. THE INDEFINITE PLACE OUT THERE,

WHERE THE TwO OF YOU, HUMAN BEINGS, ACTUALLY MEET AND

2
COMMUNICATE” .

BRUCE STERLING: THE HACKER CRACKDOWN, BANTAM BOOKs, USA, 1993
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THIS INTERESTING SKETCH DESCRIBES IN PARALLEL PHYSICAL
AND NON-PHYSICAL ACTIONS, DEVICES AND SPACES. USING A
‘PARALLEL’ WAY OF EXPLAINING SUCH AS THIS CAN HELP CLEAR
MISCONCEPTIONS PEOPLE HAVE ABOUT THE RELATION OF
CYBERSPACE WITH THE PHYSICAL WORLD. CYBERSPACE IS
UNDOUBTEDLY NEITHER THE COMPUTER ITSELF, NOR THE
CONNECTING TOOLS AND APPLIANCES. HOWEVER, THOSE
DEVICES ARE THE TOOLS THAT GENERATE- IN CODES- THE
STRUCTURE OF CYBERSPACE. OTHERWISE, THEY ARE TOOLS TO
ACCESS OR PLUG INTO THE CYBER WORLD. FOR EXAMPLE THE
DISPLAY SCREENS ARE THE WINDOWS WE LOOK THROUGH UNTO
CYBERSPACE; THE “INTERFACE” WHICH IS ACCESSIBLE TO US
BECAUSE IT WAS DECODED AND TRANSLATED INTO A GRAPHICAL
LANGUAGE WE HAVE ACQUIRED THE SKILLS TO COMPREHEND.
AND THE CONNECTING MEDIA, WHICH ARE BECOMING MORE AND _
MORE INVISIBLE WITH TECHNOLOGICAL ADVANCEMENTS, PLUGS

US INTO NETWORKS CONSTITUTING THE MAINFRAME WHERE

CYBERSPACE LIES.

MANY DESCRIPTIONS AND THEORIES ABOUT CYBERSPACE WERE
MADE AFTER GIBSON’S NOVEL AND MOST OF THEM REVOLVED
AROUND CYBER SPATIAL QUALITIES THAT ARE SUGGESTIVE OF

TANGIBLE DEPICTIONS NOT JUusST

METAPHORIC DESCRIPTIONS.



N LITERATURE REVIEW:

HERE | WILL BEGIN FIRST WITH GIBSON’S FIRST TIME
MENTIONING THE WORD “CYBERSPACE” WHEN HE SAID “A YEAR
HERE AND HE STILL DREAMED OF CYBERSPACE, HOPE FADING
NIGHTLY. ALL THE SPEED HE TOOK, ALL THE TURNS HE'D TAKEN
AND THE CORNERS HE’D CUT IN NIGHT CITY, AND STILL HE'D

SEE THE MATRIX IN HIS SLEEP, BRIGHT LATTICES OF LOGIC

3
UNFOLDING ACROSS THAT COLORLESS VOID.w”

THAT NOVEL WAS ABOUT A FORMER MASTER HACKER WHO
COULD NOT ACCESS CYBERSPACE ANYMORE, AND IS GRINDING

OuT A MARGINAL AND POSSIBLY SUICIDAL EXISTENCE IN THE

O

JAPANESE UNDERWORLD. OUT OF NOWHERE, HE IS GIVEN A
BARGAIN: HIS ABILITY TO WORK WILL BE RETRIEVED IF HE
AGREES TO MAKE A HIGHLY ILLEGAL AND POTENTIALLY LETHAL

ATTEMPT TO CRACK AN ARTIFICIAL INTELLIGENCE.

IN THAT BASICALLY SCIENCE FICTION NOVEL, THE CYBERSPACE
WAS DESCRIBED METAPHORICALLY AS A DARK COLORLESS
SPACE ILLUMINATED BY BRIGHT LATTICES OR SMALL VERY SHINY
LAMPS REPRESENTING THE BITS AND BYTES OF DATA FLYING IN

LIGHT SPEED TIMELESSLY IN DARK CYBER SPACE.

THOSE BRIGHT LATTICES ARE IN FACT THE GLOBAL TRAFFIC OF
KNOWLEDGE, SECRETS;, MEASUREMENTS, INDICATORS, AND
ENTERTAINMENT MATERIAL. THOSE LATTICES CAN TAKE THE

FORM OF SIGHTS, SOUNDS, PRESENCES THAT ARE EITHER

WiLLIAM GIBSON: NEUROMANCER, ACE BOOKS, USA, 1984, P.5 - P.9




IMPOSSIBLE OR TOO COSTLY TO BE REALIZED ON THE SURFACE

a4
OF THE GLOBE.

CYBERSPACE, AS | MENTIONED BEFORE, IS ACCESSED THROUGH
ANY COMPUTER ANYWHERE (THE WINDOW) LINKED TO THAT
SPACE OR PLACE. IT IS SOMEHOW ONE PLACE, LIMITLES.‘E:’;5 USED

EQUALLY BY ANYONE ANYWHERE WHO ACCESSES IT WHENEVER.

IT IS THE SAME UNIVERSAL DESTINATION SOUGHT WHETHER
FROM A BASEMENT FLOOR OF A BUILDING IN THE FAR WEST, OR
AN APARTMENT IN BEIRUT, OR AN OFFICE IN HONG KONG, OR
EVEN IF IT WAS ACCESSED BY A MACHINE IN A STATION BUILT
ON SOME OTHER PLANET (WHICH IS IN FACT EMPLOYED FOR

SECURITY OR MILITARY PURPOSES USING SATELLITES ORBITING
IN OUTER SPACE AND FOR TAKING IMAGES AND SENDING THEM

TO STATIONS LOCATED ON EARTH.)

HOw CYBER WORLD BECAME A SELF-EVIDENT PART OF OUR 10
WORLD IS A RESULTANT OF HISTORICAL EVOLUTIONS. THE
CORPOREAL WORLD WE ARE IN IS COMPOSED OF THREE
INTERCONNECTED WORLDS. THE FIRST WORLD IS THE OBJECTIVE
WORLD OF MATERIALISTIC NATURE AND HUMAN MADE THINGS.

THE SECOND WORLD IS THE SUBJECTIVE WORLD; THE WORLD OF
CONSCIOUSNESS LIKE CALCULATIONS, FEELINGS, EMOTIONS,
THOUGHTS, INTENTIONS, DREAMS AND MEMORIES. THE THIRD

ONE IS WHERE BOTH SUBJECTIVE AND OBJECTIVE WORLDS MEET

IN PHYSICAL AND NON PHYSICAL ENTITIES, FOR EXAMPLE,

a
BENEDICT M. "CYBERSPACE, FIRST STEPS"} IN DAVID BELL AND BARBARA

KENNEDY (ED.): THE CYBERCULTURES READER, ROUTLEDGE, LONDON, ENGLAND,
2000, P.29

BENEDICT M. "CYBERSPACE, FIRST STEPS"; IN DAVID BELL AND BARBARA

KENNEDY (ED.): THE CYBERCULTURES READER, ROUTLEDGE, LONDON, ENGLAND,
2000, P.29
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TEMPLES, CHURCHES, MARKET PLACES, LIBRARIES, THEATRES,
MOVIES, LETTERS, ART SHOWS, IMAGES, SONGS, POEMS,
SOUNDS... “AND CYBERSPACE WE MIGHT NOW SEE, IS NOTHING
MORE OR LESS THAN THE LATEST STAGE IN THE EVOLUTION OF

THE THIRD WORLD, WITH THE BALLAST OF MATERIALITY CAST

(=]
AWAY — CAST AWAY AGAI/N, AND PERHAPS FINALLY”

IN CONCLUSION ABOUT WHAT AND WHERE CYBERSPACE IS, IT IS

A WORLD THAT /S THERE, EXISTS THERE, METAPHORICALLY AND
REALISTICALLY, EXPERIENCED AND EXPANDED EVERY TIME

SOMEONE ACCESSES IT, EXPLOITS IT, OR ADDS TO IT. IT IS A

SPACE THAT IS NEITHER TWO-DIMENSIONAL NOR THREE-
DIMENSIONAL. IT IS, | BELIEVE, A MULTI-DIMENSIONAL WORLD

THAT COULD BE ALTERNATINGLY OSCILLATING ACROSS
DIMENSIONALITY ACCORDING TO ITS USAGE. FOR INSTANCE, IN A
DISPLAY SCREEN TEXT OR IN A WORD PROCESSING PROGRAM IT 11
IS USED AS A TWO-DIMENSIONAL PAPER THIN SPACE FOR TEXT L
AND PICTURES TO BE DISPLAYED AND ARRANGED ON THE

SCREEN SURFACE. THAT SCREEN SPACE COULD BECOME THREE
DIMENSIONAL WHEN USING ANOTHER TYPE OF PROGRAMS

DEALING WITH 3D VISUALIZATIONS FOR VIEWING OR

CONSTRUCTING A 3D VIRTUAL ROOM OR HOUSE IN A VIRTUAL

ENVIRONMENT.

HOWEVER, ITS POTENTIAL LAYS ITS ABILITY TO BE AN ‘N-
DIMENSIONAL’ SPACE INVISIBLY GENERATED BY AN ABSTRACT
DATA STRUCTURE. A TESSERACT SPACE THAT IS AT LEAST
FOUR-DIMENSIONAL ALTHOUGH NOT USING TIME AS A FOURTH

DIMENSION. THE TIME FACTOR (ESPECIALLY CLOCK-TIME) IS

&
POPPER, K.: OBJECTIVE KNOWLEDGE: AN EVOLUTIONARY APPROACH, OXFORD
FRESS, LONDON, ENGLAND, 1979, P.106 - P.152

i 12



SOMEHOW IRRELEVANT IN CYBERSPACE SINCE CYBERSPACE IS
TIMELESS. WE CAN GET FROM ONE POINT TO ANOTHER IN NO

TIME, OR IN THAT HUMANLY UNPERCEIVABLE LIGHT SPEED OF

THE BRIGHT LATTICES. IT IS A MULTI-DIMENSIONAL SPACE, A
SPACE RENDERED TOPOGRAFPHICAL BY THE ABSTRACT BITS AND
BYTES MOVING AT LIGHT SPEED FROM POINT TO POINT ON THAT

PARALLEL LAYER, OR ACTUALLY THAT PARALLEL WORLD.

CYBERSPACE IS ALSO A VAST STORAGE SPACE WHERE ALL THE
INFORMATION WE HAVE ACCESS TO ARE FOUND, AND IS THAT
SPACE OF COMMUNICATION AND ENCOUNTERS BETWEEN TwWO OR
MORE NODES IS TAKING A PLACE. IT IS THE REALM OF PURE

INFORMATION, A MATERIALISTICALLY CLEAN WORLD PROMISING

TO SAVE US FROM THE POLLUTION COMING OF THE PAPER

INDUSTRY AND THE DIESEL SMOKE COMING OUT OF THE TRUCKS
TRANSFERRING THE WRITTEN DATA FOR CONVENTIONAL MAILING 12

USED BY POST OFFICES AROUND THE WORLD. _
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n CASE STUDY (MATRIX TRILOGY):

THE MATRIX SCIENCE FICTION TRILOGY MOVIES ARE INSPIRED
DIRECTLY FROM WHAT WAS WRITTEN ON CYBERSPACE IN
LITERATURE, STARTING WITH GIBSON’S NOVEL AND HIS
DESCRIPTION OF CYBERSPACE ESPECIALLY WHERE HE
MENTIONED THE WORD “MATRIX” TO DESCRIBE THE BRIGHT

LATTICES TRANSFERRING DATA IN THE DARKNESS.

THE ADVANCEMENT IN MOVIE MAKING MADE HELPED VISUALIZE A
SETTING THAT MATERIALIZED WHAT WAS IMAGINED AS

CONSTITUTING A PARALLEL VIRTUAL WORLD. THE MOVIE

MAKERS WERE CAPABLE OF REPRESENTING RQUALITIES AND
DESCRIPTIONS OF CYBERSPACE (THE MATRIX) AND TO CAST 13

THEM INTO VISUALIZATIONS, FORMS, AND MATERIALS.

THE MATRIX MOVIES REPRESENTED CYBERSFPACE SYMBOLICALLY
AND METAPHORICALLY SOMETIMES, AND LITERALLY AND
PHYSICALLY MOST OF THE TIME. FOR INSTANCE, A KEY
GENERATOR PROGRAM WAS REPRESENTED AS A HUMAN KEY

MAKER. (FIGURE 1)

THE FOLLOWING IS A QUICK SUMMARY OF THE MATRIX TRILOGY.
THE MOVIES ARE ABOUT A COMPUTER HACKER NAMED NEO wHO
DISCOVERS THAT ALL LIFE ON EARTH MAY BE NOTHING MORE
THAN AN ELABORATE DECEPTIVE APPEARANCE CREATED BY A
MALEVOLENT CYBER-INTELLIGENCE FOR THE PURPOSE OF
PLACATING US WHILE OUR LIFE ESSENCE IS “FARMED” TO BE

USED AS FUEL FOR THE MATRIX'S CAMPAIGN OF DOMINATING

THE “REAL” WORLD. HE JOINS LIKE-MINDED REBEL WARRIORS,




MORPHEUS AND TRINITY, IN THEIR STRUGGLE TO OVERTHROW

THE MATRIX.

FIGURE 1: THE KEY GENERATOR PROGRAM IN REAL WORLD IS A HUMAN KEY
MAKER IN MATRIX 14

THE MOVIE IS TAKING PLACE 200 YEARS AFTER ITS FIRST
SHOWING IN THE THEATRES IN 1999, AS MORPHEUS DECLARES
IN THE MOVIE: ¥Y0OU BELIEVE IT'S THE YEAR 1999 WHEN IN

FACT IT'S CLOSER TO 2199”.

S0 IT IS SOMEHOW A FUTURISTIC VISION ABOUT HOW
EVERYTHING WE HAVE OR USE NOWADAYS WILL BE SOMEDAY
CONTROLLED USING THE NEW COMPUTERIZED TECHNOLOGY.
HOWEVER, IT TOUCHES UPON MANY ASPECTS OF OUR EVERYDAY
LIFE TODAY. WE ARE PROBABLY LIVING IN THE FIRST STEPS
TOWARD THAT EVOLUTION OF TECHNOLOGICAL ERA. WE ARE
NOW EXPERIENCING THE PRECEDENTS. EVERYDAY WE HEAR AND
LEARN ABOUT INVENTIONS THAT HAVE GROWING INTELLIGENCE

AND AROUND WHICH OUR LIVES IS BECOMING MORE AND MORE
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ORGANIZED. EXAMPLES RANGE FROM ROBOTS, THE AUTOMATON
WITH PROGRAMS WRITTEN TO CARRY OUT OUR REQUESTS TO
THE ADVANCING MULTIFUNCTIONAL MOBILE PHONES THAT SORT

OUT OUR DAILY LIFE.

WE ARE PROGRAMMING THOSE “MACHINES”, CONTROLLING THEM
TO SERVE US AND WE ARE SIMULTANEOUSLY CONTROLLED BY
THEM. MOST OF US EXPERIENCE THAT PARADOX WHILE USING
COMPUTERS AND HAVE LIVED MOMENTS OF FRUSTRATION UPON
REALIZING THE LIMIT OF OUR CONTROLLING ABILITIES. FOR
EXAMPLE, HOW MANY TIMES A VIRUS HIT YOUR COMPUTER AND
DESTROYED SOME OF YOUR DATA OR VALUABLE WORK? ar
WHAT IF THE COMPUTER JUST CRASHED OR FROZE AND SOME

WORK IS LOST?

ANSWERS TO THOSE QUESTIONS SHOW US CLEARLY THAT WE
ARE ALREADY BEING CONTROLLED IN A WAY OR ANOTHER BY 15
GIZMOS OF TECHNOLOGY. WE DON’T FEEL THAT CONTROL WELL
ENOUGH WHEN THOSE MACHINES ARE CARRYING OUT THEIR
JOBS NATURALLY AND SUCCESSFULLY; THEN, THE COMPLEXES
MECHANISMS THROUGH WHICH THEY FUNCTION ARE UNNOTICED.
HOWEVER, WHEN THEY FAIL TO DO THEIR SPECIFIED JOBS, WE
REGAIN CONSCIOUSNESS. OUR PLANS AND MOODS CHANGE,
AND WE ARE CONFUSED ABOUT WHAT TO DO WITH THAT
MACHINE WHICH IS FORCING US TO REPEAT THE WHOLE WORK.
YES! WE ARE CONTROLLED. AT TIMES IT SEEMS THAT WE
CANNOT SEEM TO BE ABLE TO LIVE ANYMORE WITHOUT THE
SUPPORT OF THOSE MACHINES RUN BY STRUCTURED
“PROGRAMS”- BRIGHT LATTICES OF ONES AND ZEROS

ORGANIZING THEMSELVES TO FORM THE “MATRIX” CODE. SERIES

OF BLINKING NUMBERS FORMING BRIGHT LATTICES (THE




HEADERS AND FOOTERS ON THE PAGES OF THIS DOCUMENT ARE

THAT REPRESENTATION OF THAT CODE IN THE MATRIX.)

ONE QUESTION IS: WILL THOSE PROGRAMS AT SOME POINT IN
TIME BUILD AND MODIFY THEMSELVES BY THEMSELVES (AS SELF
GENERATION)? AND WILL THOSE MACHINES RUN OUT OF OUR
CONTROL? THESE QUESTIONS ARE AT THE BOTTOM OF THE MAIN
IDEAS THAT PRODUCED THE MATRIX MOVIES, WHICH TELL THE
STORY OF THE WAR OF SURVIVAL BETWEEN HUMAN BEINGS AND
THE MACHINES. THIS IS THE NARRATIVE PART, WHICH IS
INTRIGUING, BUT PERHAPS NOT AS MUCH AS THE DESCRIPTIVE
PART WHICH IS QUITE RELATED TO OUR DAILY LIVES NOW;
THOSE REPRESENTATIONS OF THE CONNECTION BETWEEN THE
REAL WORLD AND THE VIRTUAL ONE AND THE SPATIAL

MATERIALIZATION OF VIRTUALITY.

IN THE MOVIE, CYBERSPACE WAS CALLED MAINLY “THE MATRIX". 16
ALL THE HUMAN BEINGS LIVING IN THE MATRIX WORLD ARE IN -
FACT COMPUTER PROGRAMS DOING WHAT THEY ARE WRITTEN TO

DO. AND IN THAT MOVIE, MOST OF THE REPRESENTATIONS OF

“THE MATRIX” ARE GRAPHICALLY CONSTRUCTED TO PORTRAY A
TANGIBLE AND MORE UNDERSTANDABLE IMAGE TO THE PERSON
WATCHING THE MOVIES AND OF COURSE TO BE ABLE TO CREATE

A PHYSICAL CONTEXT FOR THE FILMS.

IN THE FIRST FILM, MORPHEUS THE LEADER OF THE REBEL
GROUP, WHEN INTRODUCING “THE MATRIX” TO NEO, THE HERO

REBEL, SAYS “THIS IS THE CONSTRUCT.”

AS THE MOVIE UNFOLDS, WE ARE INTRODUCED TO THIS WORLD
CONSTRUCTED BY THE MACHINES. THE LIMITLESSNESS OF THE

CYBER SPACE OF THE MATRIX WAS REPRESENTED SPATIALLY IN
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AN UNBOUNDED WHITE SPACE WHERE THEY WERE STANDING

HAVING THEIR CONVERSATION. (FIGURES 2, 3)

Laft e mfl] | it ol

FIGURES 2, 3! PLUGGED INTO THE LIMITLESS SPACE “THE MATRIX”

THE LIMITLESSNESS OF CYBERSPACE WAS REPRESENTED IN
ANOTHER INSTANCE IN THE SECOND MOVIE OF THE TRILOGY
WHEN AS A VERY LIGHT AND VAGUE SCREEN OF A COMPUTER
THAT IS IN CONTROL OF THE GATES OF ZION CITY. THE
COMPUTERIZED ENVIRONMENT WAS DESIGNED SYMBOLIZING
METAPHORICALLY THE ‘SOFT’-WARE PROGRAMS AND HUMAN
BEINGS (THE PROGRAMS) WERE FLOATING IN THAT LIMITLESS

SPACE. (FIGURE 4)

=

FIGURE 4: WHAT IS HAPPENING INSIDE A COMPUTER?




THIS ASPECT OF LIMITLESSNESS OF CYBERSPALCE WAS

STRESSED ON IN THE MOVIES IMPLYING THE IMMATERIALITY OF
CYBERSPACE (FIGURE 4). THAT CONCEPT WAS METAPHORICALLY
REPRESENTED BY CONSTRUCTING SPACES THAT ARE MADE OF
UNIDENTIFIABLE MATERIALS AND MATERIALS THAT HAVE
SOMEHOW LOST THEIR SOLIDITY AND CONFINEMENT. THE
LIQUIDITY OF CYBERSPACE WAS PRESENTED IN THE RIPPLING
AND WAVY TRANSFORMATION OF THE GROUND AND THE
BUILDING ELEVATIONS AS IF THEY WERE WATER SURFACES

(FIGURES 5, 6).

FIGURES 5, 6: LIQUIDITY OF CYBERSPACE

CYBERSPACE IS A CONSTRUCTED ABSTRACT OF INFO; WHEN WE
ARE IN THE SYSTEM, PLUGGED INTO THE MATRIX, THE MATRIX
COULD GENERATE TO US THE SPACES THAT ENGULF US,
TRANSLATED FROM THE PROGRAM CODE WRITTEN IN THAT
SYSTEM. THE INFORMATION CAN BE ABOUT EXPERIENCES OF
SPATIALITY, OR ABOUT FEELINGS AND DESIRES. IN THE MOVIES,
THAT ABSTRACTION WAS SHOWN AT THE BEGINNING OF THE
TRILOGY WHEN THE SETTING SUDDENLY TRANSFORMED TO A
JAPANESE HALL TO HOLD A KING FU PERFORMANECE (FIGURE 7).

AND THEN THAT ABSTRACTNESS WAS SHOWN WHEN ONE OF

MORPHEUS’S TEAM DESIGNED A WOMAN ACCORDING TO HIS




OWN VISUALIZATION (ENTERTAINMENT) OF A BEAUTIFUL SMILING
WOMAN WALKING AMONG THE PUBLIC IN A NOTICEABLE WAY.

(FIGURE 8)

FIGURES 7, 8: CYBERSPACE, AN ABSTRACT OF INFO

ONE THE OTHER HAND, ANOTHER VERY ESSENTIAL ASPECT OF
CYBERSPACE WAS STRESSED ON, AND THAT IS THE

TIMELESSNESS FACTOR. THAT FACTOR IS REPRESENTED

CLEARLY FOR EXAMPLE IN A SCENE WHERE NEO IS RUNNING

AFTER ONE OF HIS ENEMIES (THE FRENCH MAN). THE SECOND 19
THAT NEO REOPENS A DOOR THROUGH WHICH THE FRENCH MAN ——
RUNS, THE SPACE OUTSIDE CHANGES TO ANOTHER SPACE
COMPLETELY- IN NO T/IME. WHILE NEO WAS RUNNING HE SAW

THROUGH THE DOOR A ROOM, BUT AFTER THE DOOR GOT

CLOSED AND HE OPENED IT AGAIN, THAT ROOM BECAME A

LANDSCAPE SOMEWHERE VERY FAR FROM THE ROOM HE WANTED

TO GET INTO. (FIGURES 9, 10)

FIGURES 9, 10: TIMELESSNESS...

s 7> g



AT THE VERY END OF THE LAST MOVIE IN THE TRILOGY, THE
MOVIE MAKERS PORTRAY THEIR VERY CONCEPT OF CYBERSPACE.
CYBERSPACE IS THE NEW UNIVERSE WHICH IS COMPLEX,
FUNCTIONAL, AND YET BEAUTIFUL. IT IS AN ABSTRACT OF DATA
THAT COULD ME MODIFIED AND RECONFIGURED UPON OUR

NEEDS AND DESIRES (THE E-TOPIA). (FIGURE 11)

FIGURES 11: THE NEW BEAUTIFUL WORLD




(@) CONNECTIVITY:

APART FROM THE SPATIAL QUALITIES PORTRAYED IN THE
MATRIX, THERE ARE OTHER MAJOR RUALITIES THAT LIE AT THE
BASIC UNDERSTANDING OF HOW CYBERSPACE IS CONSTRUCTED.
CONNECTIVITY IS THE MAJOR ELEMENT THAT FORMS
CYBERSPACE. IT IS THE MAIN FRAME BUILDING THAT PLACE.
CYBERSPACE IS IN ITSELF CONCEPTUALLY THE TOTAL
INTERCONNECTEDNESS OF HUMAN BEINGS THROUGH

COMPUTERS AND TELECOMMUNICATIONS MEDIA.

CYBERSPACE IS IN FACT MULTIPLE CYBERSPACES CONNECTED

WITH EACH OTHERj; EACH CYBERSPACE IS FORMED THROUGH THE
CONNECTIVITY AMONG SEVERAL NODES TO FORM THE SMALLEST 21
FORM OF NETWORKING IN THE CYBERSPACE, WHICH IS CALLED —
LocAL AREA NETWORK (LAN). THAT NETWORK IS CONNECTED

TO OTHER NETWORKS TO FORM A LARGER NETWORK OR WIDE

AREA NETWORK (WAN). THEN SEVERAL WANS ARE CONNECTED

TO EACH OTHER TO FORM THE LARGEST CYBERSPACE WHICH IS

THE WORLD WIDE WEB (WWW). FROM ITS NAME, IT IS A WORLD
COVERING THE ENTIRE GLOBE’S SURFACE AREA (THE PARALLEL

LAYER), AND IT IS CALLED A WEB TO EMPHASIZE CONNECTIVITY.

;
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L TYPES OF NETWORKS:

22

IN CYBERSPACE WE HAVE MAINLY TWO TYPES OF NETWORKS.
THE TYPES DIFFER FROM EACH OTHER BY HOW EACH ONE IS

FORMED AND OPERATED.

FIRST, PEER-TO-PEER NETWORKS!:

IN PZ2P NETWORKS, NEARLY ALL OPERATING SYSTEMS COME

WITH THE ABILITY TO SHARE RESOURCES. EACH OF THE CLIENT
COMPUTERS (NODES) HAS ITS OWN PROCESSING AND STORAGE
CAPABILITY, AND BECAUSE OF THAT, EACH COMPUTER IN THAT

NETWORK CAN BE UNPLUGGED FROM THAT NETWORK AND TO

WORK ON ITS OWN.




IN P2P NETWORKS, YOU CAN SETUP DIFFERENT COMPUTERS TO

ALLOW THE USE OF COMMON PERIPHERALS SUCH AS PRINTERS

OR CDROM DRIVES, AND TO ENABLE OTHERS WORKING ON

DIFFERENT COMPUTERS TO READ OR WRITE TO COMMON HARD- 23
DISKS SPACES. THIS ALLOWS SHARING OF FILES, AND OTHER —
FACILITIES SUCH AS ACCESS TO INTERNET CONNECTION LINKED

TO THE SERVER. WHEN WORKSTATION COMPUTERS BECOME

SERVERS AND SHARE THINGS IN THIS MANNER, A PEER-TO-PEER

NETWORK IS CREATED.

ON A PEER-TO-PEER NETWORK, IT IS VERY DIFFICULT TO
IMPLEMENT A GOOD BACKUP SYSTEM BECAUSE IMPORTANT
DOCUMENTS TEND TO BE STORED ON DIFFERENT HARD DISKS
ON DIFFERENT COMPUTERS. IF YOU DO MANAGE TO IMPLEMENT A
GOOD BACKUP POLICY, CHANCES ARE GREAT THAT AFTER A
WHILE SOME VERY IMPORTANT DOCUMENTS WILL NOT GET
ARCHIVED BECAUSE SOMEONE “ACCIDENTALLY” SAVED THEM TO
THE WRONG LOCATION ON THE NETWORK. THIS IS A cOMMON

PROBLEM IN P2P DECENTRALIZED CONSTRUCTS.
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SECOND, CLIENT-SERVER NETWORKS:

THE CLIENT-SERVER NETWORK MODEL USUALLY CONSISTS OF
ONE SERVER COMPUTER THAT PROVIDES SERVICES AND
INFORMATION TO A NUMBER OF WORKSTATION COMPUTERS. THE
SERVICES ARE NUMEROUS, INCLUDING FILE SERVICES, WEB
SERVICES, EMAIL SERVICES, DOMAIN NAME LOOKUP SERVICES,
DOCUMENT VERSION SYSTEM SERVICES, INTERNET SHARING

SERVICES, ETC

IN THIS KIND OF NETWORK, THERE IS A DOMINANT CENTRALIZED
ADMINISTRATIVE COMPUTER THAT HAS THE LARGEST

PROCESSING AND STORAGE CAPACITIES. IT IS SOMETIMES USED

AS A BACKUP DEVICE BECAUSE OF ITS SECURITY AND HUGE

STORAGE CAPACITY. THE OTHER NODES (CLIENTS) IN THE

NETWORK HAVE VERY LIMITED PROCESSING AND STORAGE 24
CAPABILITY. AND IN SOME CASES THEY COULD HAVE NO

PROCESSING OR STORAGE CAPABILITIES AT ALL BECAUSE OF

THE TOTAL DEPENDENCE ON THE CENTRAL SERVER

ADMINISTRATING THAT NETWORK.




File Seruer

Resources are centrolled by the file server
in a client/server netweork.

Clients

SECURITY IS RELATIVELY EASY TO IMPLEMENT WITH THIS TYPE
OF NETWORK MODEL, SINCE YOU CAN SETUP A SINGLE SERVER 25

COMPUTER TO HANDLE ALL INFORMATION REQUESTS OR LOGIN _—

REQUESTS FOR THE ENTIRE NETWORK.

INFORMATION CONTROL IS ALSO EASIER WITH THIS TYPE OF
NETWORK MODEL BECAUSE ONE INDIVIDUAL SERVER COMPUTER
STORES ALL THE IMPORTANT DOCUMENTS OF A COMPANY, FOR

EXAMPLE, IN A SINGLE STORAGE SPACE.

> o A o |




O SPATIAL QUALITIES:

THE SPATIAL QUALITIES OF CYBERSPACE OR WHAT WILL BE
CALLED FROM NOW ON IN THIS DOCUMENT ‘THE CYBER SPATIAL’
QUALITIES ARE MAINLY THE KEY WORDS OR VOCABULARY AS
WELL AS THE SYNTAX EXTRACTED FROM THE PREVIOUS
LITERATURE REVIEW ABOUT CYBERSPACE AND FROM THE
FOLLOWING HYPERLINK (CHAPTER) ‘RELATIONSHIP BETWEEN
CYBERSPACE AND ARCHITECTURE’. THOSE TERMS THAT WERE
MOSTLY EXTRACTED FROM MY LITERATURE REVIEW AND THE
CASE STUDY INSPIRE SPATIAL MEANINGS, AND HAVE POTENTIAL
OF BECOMING THE LITERAL ARCHITECTONICS OF MY PROJECT.
THE FOLLOWING IS A PRELIMINARY LIST OF RELEVANT

TERMINOLOGIES WITH A SUBJECTIVE DEFINITION.

26

n NEW UNIVERSE (N): AN UNBOUNDED SFPACE WHICH IS FRESH,
UP-TO-DATE AND ORIGINAL, OR PRESENTING ITSELF AS

DIFFERENT FROM ANYTHING THAT CAME BEFORE IT.

. ENTERTAINMENT (N): OPPOSITE OF BOREDOM;j; A

CELEBRATION OF ENJOYMENT OF LIFE.

o LIMITLESS (ADJ): PHYSICALLY OR SEEMINGLY WITHOUT

BOUNDARIES. UNRESTRAINED AND ABSOLUTE.

u TIMELESS (ADJ): UBIQUITOUS, FOUND EVERYWHERE AND

NOWHERE SIMULTANEOUSLY.

. NO MATERIALITY (N): FAINT, SILENT, WEIGHTLESS, HAVING

NO PREDICTABLE DEFINITION OF SUBSTANTIALITY.

. DARKNESS (N): DEPTH, DIMNESS, AND OBSCURITY.
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BRIGHT LATTICES (N): MODULAR STRUCTURES CONSTRUCTED

OF INTENSE VIBRATING LIGHT.

COLORLESS (ADJ): NEUTRAL AND VISIBLY ACCESSIBLE.

ACCESSIBLE (ADJ): REACHABLE, UNDERSTANDABLE AND

AVAILABLE NEARBY.

SYSTEMATIC PLANNING (N): LOGICAL SET OF ACTIONS TO

REACH A DEFINITE GOAL.

COMPLEX, FUNCTIONAL AND YET BEAUTIFUL (ADJ): HAVING A
COMPLICATED INFRASTRUCTURE EXPLOITING THE AVAILABLE
TECHNOLOGICAL ADVANCEMENTS THAT IS WORKING WITHIN A
SYSTEM THAT AIMS AT FULFILLING A RATIONAL YET
PLEASURABLE FUNCTION. ITS COMPLEXITIES AS WELL AS ITS

PURPOSES HAVE A GLOW OF BEAUTY, AND MAYBE EVEN ART.

27

NON-PHYSICAL (ADJ): VIRTUAL, ETHEREAL, CAN DISAPPEAR.

ABSTRACT OF INFO (N): A CONCEPTUAL CONSTRUCT OF ALL

AVAILABLE DATA.

TRAFFIC OF INFO (N): FAST MOVEMENT OF ETHEREAL

SUBSTANCES CAUSING TURMOIL.
VOID (N): NULL SPACE. OPPOSITE OF TRAFFIC.

TOTAL CONNECTIVITY (N): FULL ABILITY OF INTER- AND

INTRA- COMMUNICATION

PARALLEL WORLD (N): A WORLD THAT IS SELF SUSTAINING,
PERVASIVE AND UNSTOPPABLE IN ITS DEVELOPMENT,
REGARDING OF OTHER WORLDS’ DEVELOPMENT, AND YET CAN
BE RELATED AND MOVING ALONG SIMILAR TRAJECTORIES

(PARALLEL TRAJECTORIES.)




RELATIONSHIP BETWEEN CYBERSPACE AND

ARCHITECTURE:

©) CYBERSPACE ARCHITECTURE:

THE LITERATURE REVIEW AND CASE STUDY OF THE MATRIX
TRILOGY POINTED OUT SOME KEYWORDS ABOUT CYBER
SPATIAL QUALITIES. YET THIS IS ONLY THE BEGINNING}
THERE ARE MANY OTHER IMPORTANT KEYWORDS THAT
DESCRIBE SPATIALITY AND TRANSCEND THE THEORETICAL OR
ABSTRACT TO RELATE DIRECTLY TO ARCHITECTURE IN ITS
DEFINITION AS IMPLEMENTED DESIGN AND IN ITS

STRATEGICAL ASPECTS OF PLANNING.

28

IN ARCHITECTURAL DESIGN, WE GO THROUGH DIFFERENT
PHASES TO REACH THE COMPLETION OF THE PRODUCT: THE
FACILITY OR THE BUILDING. SIMILARLY, CYBERSPACE
CREATION OR ‘BUILDING’ REQUIRES DIFFERENT SKILLS AND
PHASES TO BE UPLOADED, OR PUBLISHED; IN OTHER WORDS,
BUILT. IT REQUIRES CONSTANT PLANNI/NG AND STRATEGIC
ORGANIZATION. DYBERSPACE HAS STRUCTURE, WHICH
REQUIRES DESIGN; THE WORKFORCE IN CHARGE OF THAT
DESIGN IS CALLED OYBERSPACE ARCHITECTS. ON THE
OTHER HAND, WE ALSO HAVE THOSE WHO ARE FURTHER
KNOWLEDGEABLE IN COMPUTER SCIENCE AND THE
PROGRAMMING LANGUAGES (THE TOOL FOR THE ACTUAL
CONSTRUCTION PROCESS). WE ALSO HAVE THE DECORATORS
OR THE INTERIOR DESIGNERS IN CYBERSPACE WHOSE MAIN

ROLE IS DESIGNING THE GRAPHICS AND USER-FRIENDLINESS
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OF THE “INTERFACE” IN COORDINATION WITH THEIR FELLOW
CYBERSPACE ARCHITECTS IN ORDER TO PRODUCE AN

OUTCOME THAT IS COMPLEX, UNIGLUE, FUNCTIONAL,

1
INVOLVING AND BEAUTIFLUL.

ACCORDING TO WHAT WAS DISCUSSED IN THE PREVIOUS
LINK, ‘CYBERSPACE’, CYBERSPACE IS A SPACE; IN FACT IT IS
A PLACE, A MULTI DIMENSIONAL PLACE. WE CAN ALL LIVE IN
THAT SPACE; WE EVEN HAVE ADDRESSES THERE. ALTHOUGH
THEY ARE DIFFERENT FROM THE GEOGRAPHICALLY

FPOSITIONED ONES WE HAVE IN THE PHYSICAL REAL WORLD,

OUR ADDRESSES IN CYBERSPACE ARE IN FACT EXTREMELY

SPECIFIC LOCATIONS.

IN CYBERSPACE, BOTH THE COMPUTERS AND THE USERS
CAN BE LOCATED AND REACHED ALBEIT IN A WAY THAT IS
DIFFERENT FROM THE REAL WORLD. EACH COMPUTER IN 29
CYBERSPACE IS ASSIGNED WITH WHAT IS CALLED AN
INTERNET PrROTOCOL (IP), WHICH IS THE ADDRESS USED TO
REPRESENT A COMPUTER OR ANOTHER DEVICE ON THE
INTERNET. THESE PROTOCOL ADDRESSES CAN LOCATE EACH
COMPUTER ON THE NET OR IN CYBERSPACE. THE USERS
ALSO HAVE THEIR OWN ADDRESSES IN THE NET: THOSE
ADDRESSES ARE CALLED E-MAIL ADDRESSES, SIMILAR TO
POSTAL CODES AND MAIL ADDRESSES IN REAL SPACE. EACH
OF US CAN BE REACHED THROUGH HIS/HER OWN E-MAIL
ADDRESS THAT CAN BE OPENED AND BROWSED FROM ANY

COMPUTER ANYWHERE ON EARTH.

1
BENEDICT M. "CYBERSPACE, FIRST STEPS"; IN DAVID BELL AND BARBARA

KENNEDY (ED.): THE CYBERCULTURES READER, RDUTLEDBE, LDNDDN, ENGLAND,
2000, P.40
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NOT ONLY DO WE THEN EXIST AND ARE SPECIFICALLY

LOCATED IN THAT CYBER SPACE, BUT WE ARE ALSO
UNIVERSALLY NETWORKED THROUGH THAT NET. THE
NETWORKING WHICH IS A MAJOR OUTCOME OF HAVING A
“CYBERSPACE” CAN BE, IN TERMS OF ITS PROVIDING
CONNECTIVITY AT DIFFERENT SCALES OF CYBER
SPACES/PLACES, COMPARED TO THE RELATIONSHIP OF AN
INDIVIDUAL OR A GROUP OF INDIVUALS TO DIFFERENT
SPATIAL ENVIRONMENTS, INCLUDING THE URBAN ONE.
“CYBERSPACE HAS A GEOGRAPHY, A PHYSICS, A NATURE,
AND A RULE OF HUMAN LAW. IN CYBERSPACE THE COMMON
MAN AND THE INFORMATION WORKER CAN SEARCH,
MANIPULATE, CREATE OR CONTROL INFORMATION DIRECTLY;
HE CAN BE ENTERTAINED OR TRAINED, SEEK SOLITUDE OR

COMPANY, WIN OR LOSE POWER... INDEED, CAN “LIVE” OR

2
“DIE” AS HE WILL”

BENEDICT M. "CYBERSPACE: SOME PROPOSALS"; IN HIS (ED.): CYBERSPAGE FIRST
STEPS, MIT PRESS, CAMBRIDGE, ENGLAND, 1991, P.123




O the Internet, nobody knows you're a dog.®

CYBER PLACE IS IN FACT A PUBLIC SPACE BECAUSE IT CAN
BECOME ACCESSIBLE BY EVERYONE. MOST OF THE PLACES IN
CYBERSPACE ARE INTENDED TO BE EASILY ACCESSIBLE BY
WHOEVER WANTS TO ACCESS THEM, BUT OTHER CYBER
PLACES ARE PRIVATE, WHICH CAN BE VISUALIZED AS REAL
WORLD BUILDINGS OR COMPLEXES WHICH ARE GUARDED BY
GATE KEEPERS OR SECURITY MEMBERS. IN CYBERSPACE,
THEY ARE GUARDED AND PROTECTED BY “PASSWORDS” OR
AT TIMES BY HIDDEN PATHS LEADING TO THEM WHICH ARE
UNKNOWN TO EVERYONE BUT THE ONES WHO ARE ALLOWED

TO ACCESS THEM, SO THAT THEY KNOW HOW TO FIND THEIR

WAY TO REACH THEIR PRIVATE PLACES. THOSE HIDDEN




PATHS OR “BACK DOORS” IN CYBERSPACE ARE JUST

NORMAL WEB PAGES; YOU OPEN THEM, AND THEN YOU
INSERT A SPECIFIC INSCRIPTION INTO THE COMPUTER, AND IT
RE-ENCODES THAT PAGE AND REOPENS IT WITH A

COMPLETELY DIFFERENT KIND OF INFO.

GOING BACK TO THE LITERAL MEANING OF CYBERSPACE, AN
INTERESTING QUESTION COMES TO MIND: WHY IS

CYBERSPACE CALLED A “SPACE” IN THE FIRST PLACE?

IN THE PREVIOUS LINK, | HAVE DISCUSSED THE MULTI
DIMENSIONALITY OF CYBERSPACE IN TERMS OF THE USAGE
OF THAT SPACE. TO IDENTIFY A SPACE IN THE REAL WORLD,

i WE RESORT TO THE PHYSICAL ASPECTS OF REALITY. THE

. BASIC RULES OF PHYSICS, IN OUR REAL PHYSICAL WORLD,
TELL US THAT WE HAVE THREE MAIN AXES THAT WE CAN USE
TO FORM AND LOCATE A SPACE, AND A REFERENCE POINT. 32
THESE ARE THE X, Y, AND Z AXES; EACH IS ASSIGNED A -
SPECIFIC DIRECTION AND A SPECIFIC SET OF DIRECTION
FORM THE COORDINATES OF A GIVEN POINT OR ITS LOCATION
IN THE SPAGCE. HOWEVER, SINCE CYBERSFACE IS AN EASILY

| MANIPULATIVE SPACE, THE COORDINATES IN CYBERSPACE
ARE ASSIGNED IN A DIFFERENT MODE AND ARE GIVEN OTHER

i ATTRIBUTES IN ADDITION TO THE X, Y, AND Z COORDINATES

OF THE REAL WORLD.

FOR EXAMPLE, IF WE HAVE ALONG THE X AXIS MANY

OBJECTS THAT ARE BLUE, THEY ARE CLASSIFIED ACCORDING
3

TDO THEIR DEGREES OF BLUENESS . SO MOVING ALONG THE

X AXIS IS NOT JUST GIVING US A LOCATION OF THAT

3
NOVAK M. "LIQUID ARCHITECTURE IN CYBERSPACE"; IN BENEDICT M. (ED.):
CYBERSPACE FIRST STEPS, MIT PRESS, CAMBRIDGE, ENGLAND, 1991, P.236




The Y- axis &

OBJECT, BUT IT IS ALSO PROVIDING US WITH ITS BLUENESS

FACTOR. OTHER ATTRIBUTES COULD BE ASSIGNED TO THE
OTHER AXES; THE Y AXIS FOR EXAMPLE COULD BE ASSIGNED
WITH A ROTATION FACTOR, SO AS WE MOVE ALONG THAT
AXIS THE ROTATION ANGLE INCREASES, AND SO FORTH. AS

SHOWN IN THE FOLLOWING FIGURE:

The rotation axis

% G MR P G

0 1 2 3 2 5

The X- axis &
The blueness axis

CYBERSPACE ARCHITECTURE IS IN FACT

ARCHITECTURE. THAT VISIONARY ARCHITECTURE EXCEEDS
REAL WORLD ARCHITECTURE IN ITS SEARCH FOR THE
IMAGINABLE AND NON-IMAGINABLE, BELIEVABLE AND
UNBELIEVABLE, POSSIBLE AND IMPOSSIBLE, FEASIBLE AND
UNFEASIBLE. IT IS “LIKE POETRY, SEEKS AN EXTREME, ANY
EXTREME, BEAUTY, AWE, STRUCTURE, OR THE LACK OF

STRUCTURE, ENORMOUS WEIGHT, LIGHTNESS, EXPENSE,




ECONOMY, DETAIL, COMPLEXITY, UNIVERSALITY,; AND

4
UNIQUENESS” .

MANY ARCHITECTURAL TRIALS AND DISCOURSE THROUGHOUT
HISTORY HAVE BEEN DEVELOPED AS THE FIRST STEPS
TOWARD THE VISIONARY ARCHITECTURE, THE ARCHITECTURE
OF THE EXTREME, THE CYBERSPACE ARCHITECTURE. A VERY
INTERESTING EXAMPLE, WHICH SHOWS CLEARLY THIS KIND
OF REVOLUTION, IS THE FAMOUS PIRANESI CARCERI
PAINTING. IT IS OFTEN REFERRED TO BY AUTHORS
ACCOMPANIED BY THE FOLLOWING QUOTE: “MAN WILL
ESCAPE HIS HEAD AS A CONVICT ESCAPES HIS F'RISEIN"S.
THIS PAINTING ILLUSTRATES ONE OF THE EXTREMES

MENTIONED BEFORE, THE UNBUILDABLE.

NOVAK M. "LIQUID ARCHITECTURE IN CYBERSPACE"; IN BENEDICT M. (ED.):
CYBERSPACE FIRST STEPS, MIT PRESS, CAMBRIDGE, ENGLAND, 1991, P.244

HOLLIER D.: AGAINST ARCHITECTURE: THE WRITINGS OF GEORGE BATAILLE, MIT
PRESS, CAMBRIDGE, ENGLAND, 1989
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THE HEAD IMPRISONS THE BRAIN AND THE SCIENTIFIC

LIMITATIONS OF LOGIC ITS IMAGINATION. BuT wHO SAID
THAT WHAT WAS ILLOGICAL IS STILL SO SINCE PIRANESI'S
ERA? AS IT WAS EASY FOR PIRANESI ALONG WITH OTHER
PAINTERS TO BUILD WITH “PAINT” THEIR OWN WILD
IMAGINARY SPACES, IT IS EASY NOWADAYS TO CONSTRUCT
ALMOST WHATEVER SPACE WE IMAGINE IN CYBERSPACE, AND
THEN TO SEARCH FOR WAYS TO IMPLEMENT IT ON THE
GROUNDS OF REALITY, ASSISTED BY THE NEW
ADVANCEMENTS IN ARCHITECTURAL TECHNOLOGY AND
MATERIALS, AND BY THE USE OF COMPUTERS, AGAIN, TO
ASSESS AND CALCULATE CONSTRUCTABILITY ISSUES TO

RENDER THAT ARCHITECTURE FEASIBLE AND BUILDABLE.

IN SUCH A WAY, WE ARE BEING ABLE TO ADD TO THE
SUBJECGTIVITY AND EXPRESSIONIST FACTOR TO 35
ARCHITECTURE, WHICH RELATES BACK TO WHAT WAS STATED —
IN THE FIRST LINK AS THE ABSOLUTE MEANING OF

CYBERSPACE; THE LAST REVOLUTION OF THE THIRD WORLD.

THE ABILITY TO USE CYBERSPACE AS AN EXPERIMENTAL SITE

FOR ARCHITECTURE MAKE IT EASIER TO VISUALIZE DRAWING

OuUuT THAT SPACE AND HENCE CONSTRUCTING IT.

“ARCHITECTURE HAS NEVER SUFFERED A LACK OF FERTILE
DREAMS. ONCE, HOWEVER, IN TIMES FAR LESS ADVANCED
TECHNOLOGICALLY, THE DISTANCE BETWEEN VISION AND
EMBODIMENT WAS SMALLER, EVEN THOUGH THE EFFORT
REQUIRED FOR THAT EMBODIMENT WAS OFTEN CRASHING.
MOST “GRAND TRADITIONS” BEGAN WITH AN EXPERIMENTAL
STAGE OF DANGER AND DISCOVERY AND DID NOT BECOME

FOSSILIZED UNTIL MUCH LATER... THE DREAM AND THE

MAKING WERE ONE. CURIOUSLY, THE PRACTICE OF




ARCHITECTURE HAS BECOME DISENGAGED FROM THOSE

=]
DREAMS” . BUT NOW, THE TOOL OF CYBERSPACE IS IN OUR
HANDS, AND PERHAPS IF WE USE IT WISELY, WE MIGHT

ERASE THAT RIDGE FOREVER.

SOME COULD ARGUE THAT CYBERSPACE ARCHITECTURE IS
CREATING MERELY SCULPTURAL ARCHITECTURE. | DISAGREE
WITH THIS FOR TWO MAIN REASONS. FIRST, YES IT IS
SOMETIMES SCULPTURAL BUT ONE CAN LOOK AT THIS ISSUE
FROM A DIFFERENT ANGLE: THE SCULPTURAL ASPECT CAN
REPRESENT ITS SUBJECTIVITY THAT CAN NOW BE
EFFECTUALLY RE-ADDED TO ARCHITECTURE AFTER IT HAS
OFTEN BEEN LOST AND STRANGLED WHERE ARCHITECTURE
BECAME TOO EARTH-BOUNDED. FOR EXAMPLE, HOW OFTEN
DO WE HEAR PHRASES LIKE: NO, IT IS NOT FEASIBLE, OR:
THAT’S VERY HARD TO BUILD, OR: LET US JUST STICK TO 36
y MINIMAL NEEDS OF SPACE FOR ITS OPERATIONAL I
FUNCTIONING. THE SUBJECTIVENESS AND THE ART OF
CREATING SPACE (ARCHITECTURE) IS OFTEN DISMISSED IN
PURELY FUNCTIONAL, LOGICAL ARCHITECTURAL DISCOURSES!
ON ANDODTHER HAND, THE SCULPTOR IS COMPLETELY FREE TO
MOLD IN WHATEVER EXPERIENCES AND EXPRESSIONS HE/SHE
DESIRES. SECOND, SCULPTURES, AS SUCH, ARE OBJECTS
THAT ARE CREATED TO BE OBSERVED. BUT WHEN THAT
OBJECT IS TO BE INHABITED BY USERS, IT COULD THEN BE
CALLED ARCHITECTURE. INHABITANCE DOES NOT ONLY IMPLY

THE PRESENCE OF FUNCTIONS AND PROGRAMS WITHIN THAT

Novak M. "LIQUID ARCHITECTURE IN CYBERSPACE"; IN BENEDICT M. (ED.):
CYBERSPACE FIRST STEPS, MIT PRESS, CAMBRIDGE, ENGLAND, 1991, P.248




OBJECT TO BE USED BY ITS OCCUPIERS; OCCUPYING A SPACE

MEANS MUCH MORE THAN USING IT. THERE IS THIS
PERSONAL LAYER OF CONSCIOUSNESS OF THE SPACE AS
OUR BODIES AND THEIR MOVEMENT IN SPACE- BOTH
SCULPTURAL ENTITIES INHABITING A SCULPTURE. HOwWEVER,
THE FUNCTION IS A BASIC COMMON ASPECT BETWEEN
ARCHITECTURE AND CYBERSPACE. ARCHITECTURAL ENTITIES
OFTEN HAVE PROGRAMS, OR FUNCTIONS DISTRIBUTED WITHIN
SPECIFIC SPACES. THOSE PROGRAMS ARE DESIGNED AND
BUILT TO SERVE OUR SPECIFIC NEEDS. SIMILARLY IN
CYBERSPACE, WE HAVE THE SOFTWARE, ALSO CALLED
PROGRAMS THAT ARE DESIGNED TO SERVE SPECIFIC NEEDS

AND PURPOSES.

SO THE ARCHITECTURE OF CYBERSPACE HAS ITS OWN
LAYERS THAT ARE PARALLEL TO THOSE OF ARCHITECTURE IN
REAL WORLD. THE MESHING OF THE URBAN FABRIC IN THE
REAL WORLD IS PARALLEL TO THE CONNECTIVITY IN
CYBERSPACE. EACH CYBERSPACE IS CONNECTED TO
ANOTHER CYBERSPACE LIKE URBAN ZONES AND
NEIGHBORHOODS ARE CONNECTED TO ONE ANOTHER. THE
MEANS CREATING THIS CONNECTIVITY ARE THE WAYS WE
TRANSFER OURSELVES THROUGH THEM FROM ZONE TO
ANDOTHER LIKE THE ROADS, RAILROADS AND AIRPLANE PATHS
OF THE REAL WORLD, WHICH IS SIMILAR TO THE DATA
CABLES AND THE WIRELESS OSCILLATIONS TRANSFERRING
THE INFORMATION FROM A CYBERSPACE TO ANOTHER
CYBERSPACE; AND THEREFORE, CONNECTING ARCHITECTURE

TO ARCHITECTURE. “...TO REPEAT: CYBERSFPALCE IS

i s )

37




ARCHITECTURE, CYBERSPACE HAS AN ARCHITECTURE; AND

7
CYBERSPACE CONTAINS ARCHITECTURE.”

S0 FAR, WE REACHED THE CONCLUSION THAT THE
ARCHITECTURE OF CYBERSPACE HAS ITS OWN URBANISTIC
AND PROGRAMMATIC LEVELS. WHAT IS STILL VAGUE IS THE
¥ SPATIAL LEVEL. AND HERE, | WILL BE GOING BACK TO THE
A CYBER SPATIAL QUALITIES LISTED IN THE PREVIOUS LINK,
BUT WITH ANOTHER LAYER OF ASSEMBLED ARCHITECTURAL

MEANINGS.

2 = NEwW UNIVERSE: WITH NEW OR NO RULES, NEW EXPERIENCES
THAT DIFFER FROM THE REAL WORLD ONES BECAUSE OF THE

PROCESS OF RE-INSERTING SUBJECTIVITY IN THE SPACE.

. ENTERTAINMENT: WHEREAS CYBERSPACE’S MAIN
CAPTIVATING ATMOSPHERE IS ABOUT ENTERTAINMENT AND 38
ENJOYING BROWSING ALONG WITH ATTAINING THE ‘HIGHER’
GOALS OF EACH WEB SITE. FOR EXAMPLE, AN EDUCATIONAL
WEBSITE DIFFERS GREATLY FROM A BOOK BECAUSE IT USES
THE MULTIMEDIA TO ENTERTAIN AND TO TEACH. THIS IS
WHERE EDUCATION BECOME ENTERTAINMENT; THE
EXPERIENCE OF ENTERTAINMENT REGARDLESS OF THE

PROGRAM IS ESSENTIAL IN CYBER ARCHITECTURE.

L " LIMITLESS: A LIMITLESS SPACE IS A SPACE WITH NO
BOUNDARIES, METAPHORICALLY SPEAKING, WITH NO OPARUE
PARTITIONS BUT RATHER TRANSPARENT PARTITIONS, OR

EVEN NON-PHYSICAL BOUNDARIES. SPACES CAN BE FORMED

7
. Novak M. "LIQUID ARCHITEGTURE IN CYBERSPACE"; IN BENEDICT M. (ED.):

CYBERSPACE FIRST STEPS, MIT PRrRESS, CAMBRIDGE, ENGLAND, 1991, QUOTE




USING LIGHTS AS USED ON STAGES DURING PLAYS WHERE

LIGHTS COULD CREATE AN ACTOR’S OWN SPACE, AS SHOWN

IN THE FOLLOWING FIGURES.

TIMELESS: TIMELESSNESS IN CYBERSPACE IS IN HOW WE CAN
MOVE FROM ONE SPACE TO ANOTHER SPACE IN NO TIME.
THAT COULD MEAN DECREASING THE NEED TO MOVE FROM A
SPACE TO ANOTHER BY HAVING MULTIPLE FUNCTIONS IN ONE
SPACE, AND IT CAN ALSO MEAN HAVING MANY PATHS OR
CONNECTIONS TO GO FROM ONE SPACE TO ANOTHER
DIRECTLY (SHORTCUTS) WITHOUT THE NECESSITY OF GOING
THROUGH LONG PATHS, PASSING BY OTHER SPACES TO

REACH THE DESTINATION.

NO MATERIALITY: THAT IS SOMEHOW RELATED TO THE
ASPECT OF LIMITLESS SPACE. IN ADDITION IT CAN MEAN

HAVING MONOCHROMATIC MATERIALS SINGCE BY ELIMINATING

THE DIVERSITY OF MATERIALS, ONE CAN SAY THERE IS AN



IMPLICATION OF A NEUTRAL NON-MATERIAL SPACE- A SPACE

WHERE MATERIALITY IS FORGOTTEN.

DARKNESS: IT IS A DARK SPACE BUT LIT WITH THE BRIGHT

LATTICES

BRIGHT LATTICES: THEY ARE MANY SMALL TINY LAMPS

ALIGNED TOGETHER LIGHTENING UP THE DARK SPACE

COLORLESS: NO MATERIALITY, LIGHT, DARK, TRANSPARENT

AND LIT.

ACCESSIBLE: SPACE FOR EVERYONE- EASILY ACCESSED
PUBLIC SPACE. IT IS PUBLIC SPACE IN ITS GENERAL
PROGRAM AND ACCESSIBLE BY ALL. THERE ARE ALSO, AS IN
CYBERSPACE, PRIVATE AREAS THAT CANNOT BE ACCESSED

BY THE PUBLIC.

SYSTEMATIC PLANNING: THIS CAN REFER TO A TYPICAL
COMPLETELY ARCHITECTURAL PROCESS IN THE SENSE OF
CONTEXTUAL, PROGRAMMATIC, DESIGN AND CONSTRUCTION

PLANNING AND STRATEGY.

COMPLEX, FUNCTIONAL AND YET BEAUTIFUL: AN
ARCHITECTURE WHICH IS COMPLEX IN ITS CONCEPTION,
FUNCTIONAL IN ITS IMPLEMENTATION AND BEAUTIFUL IN ITS

DETAILING AND DESIGN.

NON-PHYSICAL: THE NON-PHYSICAL SPACE CAN
METAPHORICALLY MEAN A NON-GEOMETRICAL SPACE, THAT
CANNOT BE IDENTIFIED USING THE CONVENTIONAL
CARTESIAN AXES (X, Y, AND Z). GEOMETRICAL SPACE IS THE

SPACE THAT IS CONTROLLED BY FEW POINTS, OR VERTECES

TO CONTROL ITS SHAPE. THAT IS WHY THEY ARE SOMETIMES




CALLED CONTROL POINTS. SINCE CYBERSPACE IS NOT

CONTROLLED AND HAS NO RULES, THE NEW CYBER
ARCHITECTURE SHOULD PERHAPS MOVE AWAY FROM SIMPLE

GEOMETRIC PRIMARY SHAPES.

" ABSTRACT OF INFO: HERE WE CAN ADD THE MISSING LAYER
y IN ARCHITECTURE THAT REVOLVES ABOUT THE SUBJECTIVITY
FACTOR. ARCHITECTURE SHOULD BE INFLUENCED BY
SEVERAL FACTORS THAT ARE INFORMATION REGARDING THE

INTENDED EXPERIENCE OF THE USER USING THAT SPACE.
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@] THE EFFECT OF INFORMATION REVOLUTION

ARCHITECTURE IS THE PRODUCT OF MANY FACTORS SUCH AS,
CLIMATE, SOCIETY, AND CONTEXT AS WELL AS THE ERA IN
HISTORY IN WHICH IT IS THOUGHT ABOUT AND CREATED.
THROUGHOUT HISTORY WE HAVE PASSED THROUGH SEVERAL
REVOLUTIONS FROM THE INVENTION OF THE WHEEL AND THE
PLOW TO THE INDUSTRIAL REVOLUTION WHICH AFFECTED

ARCHITECTURE IN A MOST NOTABLE WAY.

THE INDUSTRIAL REVI:ILI_ITIDN1 BEGAN IN ENGLAND IN THE

1760s. IT BROUGHT RADICAL CHANGES IN EVERY FIELD AND AT
EVERY LEVEL OF LIFE ALL AROUND THE WORLD. NEW INDUSTRIAL
PROCESSES, NEW BUILDING TECHNIQUES AND NEW MATERIALS

SUCH AS CAST IRON, STEEL, AND GLASS APPEARED. THOSE NEW
MATERIALS BROUGHT WITH THEM A NEW STYLE IN 42’
ARCHITECTURE, THAT IS OFTEN REFERRED TO AS “MODERN
ARCHITECTURE”, WITHIN WHICH ARCHITECTS AND ENGINEERS

STARTED TO WORK WITH STRUCTURES OF PREVIOUSLY

UNIMAGINABLE SIZE, FORM, AND FUNCTION.




IN THE SECOND HALF OF THE 19TH CENTURY, MANY BECAME 43
OVERWHELMED BY THE ABILITIES OF INDUSTRY AND HOW IT CAN o
BE USED IN CONSTRUCTING ARCHITECTURE, AND NEW, RICH

URBAN FABRICS DEVELOPED AND REGIONS WERE CONNECTED BY
LARGE STRUCTURES SUCH AS CANALS, TUNNELS, BRIDGES, AND

RAILROAD STATIONS.

THE INDUSTRIAL REVOLUTION ALSO EMPHASIZED ANOTHER
LAYER OF THE BUILDING PROCESS; ADVANCEMENTS AND
INNOVATIONS IN THE ELECTRICAL AND MECHANICAL REALM
STARTED TO HAVE A MORE SELF-CONSCIOUS ROLE IN PROVIDING

FOR THE COMFORT OF THE INHABITANTS OF ARCHITECTURE.

AND NOW WE ARE LIVING IN THE ERA OF ANOTHER REVOLUTION,
WHICH IS THE INFORMATION REVOLUTION. IN TERMS OF
ARCHITECTURE, NEW METHODS OF DESIGNING AND NEW STYLES

OF BUILDING ARE ALREADY EVOLVING. ONE VERY OBVIOUS
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CAUSE OF THAT IS THE UNIVERSALLY SPREAD USAGE OF

COMPUTERS IN DRAFTING.

NO ONE CAN DENY THAT USING SUCH TOOLS AFFECTED
ARCHITECTURE IN A WAY OR ANOTHER. MANY CRITICIZE USING
COMPUTER DRAFTING AS A DESIGN TOOL. DISAPPROVAL IS
JUSTIFIABLE IN MANY CASES WHERE ARCHITECTURE BECOMES
NOTHING MORE THAN ALIEN COLORFUL EXOTIC FORMS IMPOSING
THEMSELVES ON A LANDSCAPE WHILE INSENSITIVE OF ITS
INTRICACY AND PROFUNDITY; HOWEVER | DO BELIEVE THAT PART
OF WHY WE MISUSE THESE TOOLS IS THAT WE ARE IMPOSING AN
OLD ARCHITECTURAL THINKING- THAT WAS BORN WITH PEN SETS
AND T-SEQUARES- ON THESE CYBER MEDIA. EXPLOITING THE FULL
FOTENTIAL OF USING NEW TECHNOLOGY AS DESIGN TOOLS MUST
BE PRECEDED WITH A NEW UNDERSTANDING OF ARCHITECTURE
THAT IS UP-TO-DATE WITH THE CONTEMPORARY LIFE STYLE, THE 44
NEW URBAN LANDSCAPES, THE NEW SOCIETY, THE NEW TIMES.ees. —
IN WHAT FOLLOWS, | WILL EXPLORE HOW TECHNOLOGY IS USED

THESE DAYS TO PRODUCE ARCHITECTURE- TO LEARN ABOUT THE

EXPERIMENTATION PROCESSES AND ABOUT WHAT THEY LACK.
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O ARCHITECTURAL MOVEMENTS

THE INFLUENCE OF CYBERSPACE IN ARCHITECTURE IS ALREADY
BEING EXPLORED, SOMETIMES AS A DRAFTING TOOL, OTHER
TIMES, AS A DESIGN TOOL THAT PRODUCED A STYLE OFTEN

CALLED “DIGITAL ARCHITECTURE”.

n DIGITAL ARCHITECTURE

DIGITAL ARCHITECTURE IS WHEN COMPUTERS ARE USED AS
DESIGN TOOLS INSTEAD OF USING THEM AS MERE DRAFTING
TOOLS. IN DIGITAL ARCHITECTURE, WE INSERT PARAMETERS
INTO THE COMPUTER, AND THIS IS HOW CYBERSFACE CAN BE

CONSIDERED TO BE FUNCTIONING AS AN ABSTRACT OF DATA.

45

THE COMPUTER THEN TAKES THE DATA, OR THE PARAMETERS,
INSERTED AND PROCESSES THEM TO FORMULATE THE SHAPE,
THE LAYOUT AND GRADUALLY THE BUILDING. SUCH DATA COULD
CONCERN SITE FACTORS LIKE SETBACKS, CIRCULATION,
MAXIMUM HEIGHT, AND ENTRANCES TO OR EXITS FROM THE
SITE. OTHER PARAMETERS COULD INCLUDE AREA MAGNITUDES,
AREAS OF CLOSED VERSUS OPEN SPACES, ETC.... WHEN
ENOUGH DATA IS INPUTTED, THE COMPUTER GENERATES
SEVERAL FORMS OR STRUCTURES. EVENTUALLY, THE ARCHITECT
IS THE ONE WHO CHOOSES A SPECIFIC FEASIBLE ALTERNATIVE.
THIS IS AN EXTREME VERSION OF DIGITAL ARCHITECTURE, WHICH

IS USED VERY RARELY.

MOST OF THE DIGITAL ARCHITECTURE IS USED IN A WAY THAT IS

MORE OR LESS CONTROLLED BY THE ARCHITECT SITTING BEHIND




THE COMPUTER, AND IT IS STILL ALMOST UNTHINKABLE THAT A

COMPUTER WILL DESIGN A COMPLETE BUILDING ON ITS OWN.

WITH THE NEW TECHNOLOGY AND THE HELP OF COMPUTERS,
ARCHITECTS BECAME LESS LIMITED IN CREATION OF FORM SO
ONE CAN SAY THAT THE SUBJECGTIVITY FACTOR WILL IS PRESENT
IN DIGITAL ARCHITECTURE WHICH COULD BE DESCRIBED AS
EXPRESSIONIST ARCHITECTURE. ONE OF THE MOST FAMOUS

ARCHITECTS IN THAT FIELD IS FRANK O. GEHRY.



SO ARCHITECTURAL DESIGNS ARE NOT JUST DREAMED OF
ANYMORE NOR SKETCHED ON PAPER IN A WAY THAT CANNOT BE
TRANSFORMED INTO REALITY. ONE CAN SAFELY SAY THAT IF A
LOGICAL BUILDING CAN BE DRAFTED ON A 3-D VISUALIZATION
PROGRAM, AND NO MATTER WHAT IT LOOKS LIKE, IF IT WORKS
ON THE SCREEN, IT CAN SOMEHOW BE IMPLEMENTED, OR AT
LEAST WE CAN TOUCH ON THE SCREEN ITS PHYSICALITY AND WE

CAN FEEL IT GAINING A REALNESS FACTOR.

" VIRTUAL REALITY AND ARCHITECTURE

COMPUTERS ARE ALSO USED IN ARCHITECTURE AS

VISUALIZATION TOOLS USING THE VIRTUALITY OF CYBERSPACE. 47

USING THE VIRTUAL REALITY THAT CYBERSPACE SIMULATES FOR
US IS A VERY EFFECTIVE TOOL IN ARCHITECTURAL
VISUALIZATION. THIS TOOL ALLOWED ARCHITECTS TO PREDICT
AND AVOID MANY PROBLEMS THAT COULD HAVE APPEARED IN
CONSTRUCTION PHASES, SINCE THE BUILDING AS A WHOLE DOES
NOT HAVE TO REMAIN IN THE ARCHITECT’S MIND BUT CAN NOW
BE INSERTED IN COMPUTERS AND TO BE FULLY VISUALIZED AND
TESTED IN THEIR CONTEXT. THIS NEW TYPE OF VIRTUAL
ARCHITECTURE WILL CONTINUE TO BREAK THE LIMITS OF WHAT
IS POSSIBLE AND TO OPEN UP THE CHANCES FOR WHAT WAS

THOUGHT OF AS IMPOSSIBLE.

THIS WAY IN PRODUCING ARCHITECTURE CHANGES THE
PROCESSES OF REALIZATION OF A PROJECT, AND CAN GREATLY

ALTER IT; THE ACTUAL ARCHITECTURE OF REALITY WILL BE FULLY
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INFLUENCED BY THE VIRTUAL ARCHITECTURE VISUALIZED WITH

THE HELP OF CYBER-TECHNOLOGY.

VIRTUAL REALITY CAN HELP NOT ONLY IN FIXING PROBLEMS
THAT WERE NOT APPEARING IN TWO DIMENSIONAL DRAWINGS,
BUT ALSO IN THE COMPLETION OF DESIGN IN TERMS OF, FOR
EXAMPLE, MATERIALS ASSIGNMENT AND CHOICE OF
CONSTRUCTION DETAILS, LIGHTING, FURNITURE, COLORS... ETC.
THE BUILIDING IS ALMOST COMPLETE BEFORE IT HAS STARTED.
THE IMAGES BELOW ARE SOME EXAMPLES OF ARCHITECTURAL
VISUALIZATIONS THAT | HAVE DONE WITH THE HELP OF THE

THREE DIMENSIONAL VIRTUAL ENVIRONMENT OF CYBERSPACE.




AS A CONCLUSION ABOUT THIS CHAPTER, | HAVE TO SAY THAT

CYBERSPACE ARCHITECTURE IS NEITHER VIRTUAL ARCHITECTURE
NOR DIGITAL ARCHITECTURE. THOSE ARE PERHAPS
EXPERIMENTAL MOVEMENTS TOWARD REACHING THE CYBER —
ARCHITECTURE. CYBERSPACE ARCHITECTURE IS PARTIALLY
DIGITAL ARCHITECTURE IN THE SENSE OF USING CYBERSPACE
TECHNOLOGY AS A DESIGN TOOL, AND PARTIALLY VIRTUAL IN
TERMS OF USING THE VIRTUAL 3-DIMENSIONAL ENVIRONMENT IN
CYBERSPACE TO VISUALIZE ARCHITECTURE. HOWEVER, WHAT IS
MISSING TO FULFILL THE CYBER — ARCH REQUIREMENTS IS THE
INHERENT THOUGHT OUT CHARACTERISTICS OF CYBERSPACE,
ESPECIALLY REGARDING ALL THE CYBER ELEMENTS LIKE
CONNECTIVITY, PROGRAMS, AND MORE IMPORTANT, THE CYBER

SPATIAL QUALITIES.
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> HACKING:

O WHAT 1S HACKING?

HACKING IS THE ACT OF PENETRATING INTO SOMEONE’S (THE
VICTIM) OWN PRIVATE CYBER SPACE, BY CLEARING THE WAY TO
GET INTO THE VICTIM’S COMPUTER THROUGH AN
UNAUTHORIZED ACCESS. HACKING COULD BE FOR SPYING ON
THAT VICTIM AND/OR STEALING SOME OF HIS/HER PRIVATE OR

VALUABLE DATA.

ALTHOUGH HACKING HAVE BEEN KNOWN ALWAYS AS AN

ILLEGAL ACT OF TERROR, CRIME, OR MAINLY AS SOMETHING
NEGATIVE; ON A LARGER SCALE, HACKING HAS BEEN AND

STILL IS A POSITIVE FACTOR FOR MANY SOFTWARE AND 50

CULTURAL IMPROVEMENTS.

HACKING COULD BE AFFECTIVE IN UNCOVERING SECURITY
DEFECTIONS IN CYBERSPACE, AND IT IS OFTEN DIRECTLY
RESPONSIBLE FOR MANY PROGRESSIVE DEVELOPMENTS OF
SOFTWARE. IT IS IN FACT A KIND OF ELITE EDUCATIONAL
PRACTICE THAT IS NOT PRACTICED OR STUDIED IN
EDUCATIONAL INSTITUTIONS. IT CREATES A “WATCH-DOG”
BECAUSE OF ITS POTENTIAL TO BE USED AS A SURVEILLANCE

TOOL AND DATA GATHERING LEADING TO ENHANCING THE

1
NATION’S CYBER AND REAL WORLD SECURITY.

ROSS A. "HACKING AWAY AT THE COUNTER-CULTURE"; IN DAVID BELL AND

BARBARA KENNEDY (ED.): THE CYBERCULTURES READER, ROUTLEDGE, LONDON,
ENGLAND, 2000, P.255




- BBC CASE STuDY “MICROSOFT ENGAGING

2
WITH HACKERS”

THE NEW OPERATING SYSTEM BY MICROSOFT, WINDOWS
VISTA, HAS BEEN LAUNCHED TO THE MARKET THIS MONTH,
JANUARY 2007. THE MAIN QUESTION ABOUT THIS NEW
VERSION OR ACTUALLY THE MAIN ISSUE BEHIND RELEASING IT

WAS: “HOw SAFE WILL THIS BRAVE NEW WORLD BE?”

IN ORDER TO ENSURE THE SECURITY OF THIS NEW VERSION,
MICROSOFT HAD TO ENGAGE WITH THE “CRIMINALS?” wWHO
WERE USED TO CRACK INTO THE SECURITY OF THE PREVIOUS
VERSION OF MICROSOFT WINDOWS (WINDOWS XP) THAT IS
STILL USED UP TILL NOW. THE XP VERSION WAS SUBJECTED
TO MANY HACKING ATTACKS, AND BECAUSE OF THAT, 51

MICROSOFT HAS BEEN SPEAKING TO ANYONE THEY THINK CAN

HELP- UNDERSTANDABLY THE HACKERS.

SOME PEOPLE FROM THE MICROSOFT TEAM WENT TO
MALAYSIA TO TRY TO BRING TOGETHER ANOTHER HELPING
TEAM UNDER THE NAME OF “ASIA'sS BIGGEST GATHERING OF
HACKERS”; THE STRATEGY WAS NOT TO CONFRONT THE
ENEMY, BUT TO BENEFIT FROM THE ENEMY’S KNOWLEDGE AND

ASK FOR THEIR HELP.

“...AND ULTIMATELY TO HELP US MAKE OUR PRODUCTS MORE
SECURE AND TO KEEP OUR CUSTOMERS SAFER” JOANNA

RUTKOWSKA, SECURITY RESEARCHER.

2
HTTP://NEWS.BBC.CO.UK/GO/PR/FR/-/2/HI/PROGRAMMES/CLICK_ONLINE/5413792.5TM
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. CASE STUDY (MATRIX TRILOGY)

GOING BACK TO THE MATRIX TRILOGY MOVIES, HACKING WAS
MAINLY THE ACT THAT INSTIGATED THE WAR BETWEEN THE
TWO WORLDS BECAUSE IT IS THE DIRECT OBVIOUS
PENETRATION FROM THE REAL WORLD TO THE CYBER ONE.
SINCE THE STAR ACTOR ‘NEO’ WAS ACTUALLY A HACKER, THE
MOVIE WAS REPRESENTING THE REALTY OF HIS (THE HACKER)
LIFE AND MANY OTHER ASPECTS RELATED TO HACKING BOTH

METAPHORICALLY AND LITERALLY.

IN THE BEGINNING OF THE MOVIE, IT WAS sSHOWN HOw NEO
HIMSELF WAS GETTING HACKED BY INSERTING A KIND OF

VIRUS INTO HIS BODY, WHICH WAS REPRESENTED IN THE FORM 52
OF BIOLOGICAL VIRUS BUT WITH HIGH-TECH COMPONENTS _
(FIGURE 2). THAT WAS BECAUSE NEO WAS PART OF THE

MATRIX SYSTEM AND LIVED INSIDE THE PROGRAM BEFORE HE
FOUND HIS WAY OUT AND GOT FREED WITH THE HELP OF
MORPHEUS. THIS IS IN FACT ANOTHER KIND OF HACKING THAT

TAKES PLACE IN CYBERSPACE- THE VIRUS ATTACK.

FIGURE 1, 2: LIVING IN THE TWO LIVES SIMULTANEOUSLY

WITHIN THE SAME SCENE, THE HACKER NEO WAS SHOWN

CLEARLY AS LIVING TWO PARALLEL LIVES AT THE SAME TIME.
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IT IS IN FACT THE HACKERS’ WAY OF LIFE SINCE THEY ARE

LIVING IN THE REAL WORLD WHERE THEIR BODIES ARE PLACED,
BUT MOST OF THEIR MIND AND PHYSICALLY UNCONSCIOUS
LIFE IS IN CYBERSPACE. THIS WAS REPRESENTED
METAPHORICALLY BY DEPICTING HIS STATE WHEN HE WAS
LIVING IN CYBERSPACE AS A STATE WHERE HE WAS ACTUALLY
“DREAMING” BUT WHEN HE WAKES UP, HE FINDA HIMSELF IN
THE REAL WORLD AND YET ALL THE EFFECTS HE HAD
EXPERIENCED IN HIS DREAMS, HE IS STILL EXPERIENCING IN

REALITY (FIGURE 1).

IN PARALLEL, LIVING IN THE TWO WORLDS IMPLIES ALSO THAT
DEATH IN ONE WORLD MEANS THE DEATH IN THE OTHER
WORLD AT THE SAME TIME. THIS IS BECAUSE THE BODY
CANNOT LIVE WITHOUT THE MIND AND VICE VERSA. (FIGURES

3, 4)

FIGURE 3, 4: DYING IN THE TWO LIVES SIMULTANEOUSLY

ANOTHER ASPECT ABOUT HACKING THAT WAS REPRESENTED
LITERALLY IN THE MOVIES MANY TIMES IS THE MEDIA THAT
HACKERS USE TO GET INTO CYBERSPACE, WHICH IS THE
CABLES OF CONNECTIVITY, AND THAT WAS REPRESENTED IN

THE IMAGE OF PHONES AND MOBILE PHONES (FIGURES 5, 6).
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FIGURE 5, 6: PHONES, THE MEDIA OF CONNECTIVITY

ANOTHER ASPECT OF HACKERS LIFE PRESENTED IN THE

MOVIES IS HOW HACKERS CAN BE NORMAL SOFTWARE
PROGRAMMERS WORKING IN RESPECTFUL IMPORTANT

COMPANIES DURING THE DAY, BUT THEY GET BACK TO THEIR
PREFERABLE WORK WHICH IS HACKING, DURING THE NIGHTS,

AND OF COURSE THIS IN AN ILLEGAL ACTION BECAUSE THEY
EARNING MONEY THROUGH UNAUTHORIZED ACCESSES TO
COMPUTERS OF OTHER PEOPLE AND COMPANIES. (FIGURES 7, 54

8)

FIGURE 7, 8: PROGRAMMERS (DAY), HACKERS (NIGHT)

IN THE MOVIES, HACKING WAS REPRESENTED SEVERAL TIMES
THROUGH BODIES HACKING BODIES, WHILE IN THE MATRIX,
PROGRAMS ARE HACKING PROGRAMS. THE TWO WAYS OF
HACKING, HOWEVER, WERE IMAGINED IN TwWO DIFFERENT WAYS.

THE HACKING BY HUMAN BEING INTO A PROGRAM IN

CYBERSPACE WAS REPRESENTED AS CRACKING TO SOME




ONE’S BRAIN BY ATTACHING CABLES AND ELECTRICAL DEVICES
TO HIS HEAD (FIGURE 9), AND HACKING FROM PROGRAM TO
ANOTHER PROGRAM WITHIN CYBERSPACE WAS PRESENTED BY

INSERTING THE HACKER’S HAND INTO THE VICTIM’S CHEST

(FIGURE 10).

FIGURE 9: HUMAN-TO-CYBER HACKING

FIGURE 10: CYBER-TO-CYBER HACKING
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(©) WHO ARE THE HACKERS

HACKERS ARE HIGHLY PROFICIENT COMPUTER PROGRAMMERS
WHO SEEK TO GAIN UNAUTHORIZED ACCESS TO SYSTEMS
OFTEN WITHOUT MALICIOUS INTENT, BUT WITH A CURIOSITY TO
DISCOVER AND LEARN MORE ABOUT WHAT IS OUT THERE IN

OTHERS’ CYBERSPACES.

- LITERATURE REVIEW

THE OBVIOUS QUESTION THAT COMES TO ONE’S MIND IS: WHO

ARE HACKERS? HACKERS ARE NOT ALIENS OR PEOFLE WHO 56
ARE VERY DIFFERENT FROM US; THEY ARE NORMAL HUMAN -
BEINGS WHO LIVE AMONG US, EAT LIKE US, AND ALSO HAVE

THEIR OWN PERSONAL BAD HABITS LIKE MOST OF US.

HOWEVER, THEIR ‘BAD’ HABITS ARE SIMPLY THEIR WAY OF

ENTERTAINING THEMSELVES THROUGH PRACTICING HACKING.

THE TIME WHEN THOSE HACKERS BECOME HACKERS IS
USUALLY DURING THEIR YOUTH AGES. THAT AGE FULL OF
CURIOSITY AND TENDENCIES TO DISCOVER WHAT IS HIDDEN
AND LEARNING ABOUT HOW THINGS WORK AND WHAT THEY
ARE MADE OF. THAT YOUTH WAS PRECEDED BY THEIR
CHILDHOOD. DURING THEIR CHILDHOOD (FOR A MAJORITY OF
THE CURRENT HACKERS, MOST PROBABLY IN1980s), THEY
WERE EXPOSED TO MANY FICTION NOVELS AND CARTOONS

ABOUT HEROES AND MYTHS. THEY WERE RAISED IN THE EDGE
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BETWEEN FICTION AND REALITY,; WISH AND FACT, POSSIBILITY

AND PROBABILITY. THAT EDGE MAINLY FORMED FOR THEM THE
PATH TO THEIR ADULTHOOD. THROUGH THOSE FICTIONAL
STORIES, THEY WERE RAISED TO BE ADVENTUROUS AND

CURIOUS ESPECIALLY IN QUESTIONING AND CHALLENGING THE

3
PROHIBITED AND THE UNKNOWN.

HACKERS DURING THEIR YOUTH AND CHILDHOOD TIMES WERE
EXPOSED TO THAT NEW MONSTER CALLED TECHNOLOGY THAT
ARRIVED THEN. EACH ONE OF THEM HAS HAD THE PLEASURE

OF RECEIVING HIS/HER FIRST PERSONAL COMPUTER.

FROM PREVIOUS EXPERIENCE, SINCE | WAS AT SOME POINT IN
MY LIFE A HACKER MYSELF, | WILL TRY TO ILLUSTRATE THE
WAY THINGS HAPPENED WITH ME. THE BOX | HAVE FOUND
UNEXPECTEDLY IN MY PLACE WAS A CLOSED BOX BUT
CAPABLE OF DOING MANY OUTSTANDING THINGS. THE FIRST 57
STEPS | TOOK TOWARDS BECOMING A HACKER WERE
REPEATEDLY OPENING THAT BOX FIRST AND DISCOVERING
WHAT IS INSIDE ITS METAL CASE AND TRYING TO FIGURE OUT
HOW IT IS WORKING. THEN, | STARTED TO FIGURE OUT HOW IT
HAS BEEN ASSEMBLED AND HOW ITS DIFFERENT HARDWARE
WAS CONNECTED. AFTER THOSE STEPS, AND ALONG WITH ALL
THE KNOWLEDGE | EARNED BY MYSELF WITH NO ONE TO
SUPERVISE OR TO STOP ME, | TOOK A BIG STEFP TOWARD
LEARNING HOW THE COMPUTER IS CONFIGURED
PROGRAMMATICALLY AND HOW TO GET ACCESS TO THE WEB
AND TO OTHER COMPUTERS. THE LAST STEP WAS, AND |

PREFER TO CALL IT THE TRIAL AND ERROR PHASE, WHERE |

BENEDICT M. "CYBERSPACE: FIRST STEFS"; IN DAVID BELL AND BARBARA
KENNEDY (ED.): THE CYBERCULTURES READER, ROUTLEDGE, LONDON, ENGLAND,
2000, P.32
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STARTED TO PLAY WITH THOSE CODES OR CONFIGURATIONS

AND TO TRY TO OPEN UP THE PORTS (GATES THAT OPEN AND
CLOSE AUTOMATICALLY TO ALLOW DATA TRANSFER) IN MY
COMPUTER AND THEN FIGURE OUT HOW TO OPEN SIMILAR
PORTS IN OTHERS’ COMPUTERS TO GAIN (UNAUTHORIZED)
ACCESS TO THEM. THEN THE STORY OF MY BEING A HACKER
WAS ‘TRAGICALLY’ ENDED BY MY GETTING ARRESTED BY THE
SAUDI AUTHORITIES BECAUSE OF MY “CRIMES”, BUT THANK
GOD | WAS TOO YOUNG TO BE PUNISHED, AND ALL | GOT WAS
A WARNING. SIMILAR TO NEO IN MATRIX TRILOGY, WHO HAS
ANOTHER NAME IN THE REAL WORLD THAT WAS MR.
ANDERSON, | HAD MY OWN OTHER NAME ON THE NET OR IN
CYBERSPAGE, AND IT WAS ‘THE KING’ AND | ACTUALLY STILL
USE IT IN CHATTING ROOMS AND VIRTUAL MEETINGS, OR

GATHERING SPACES IN CYBERSPACE.

A SIMILAR CASE HAPPENED WITH ANOTHER HACKER IN THE ———
WEST, BILL WHO WAS FAMOUS AS ‘THE CRACKER’. HE

ACTUALLY WAS MUCH LESS LUCKY THAN | WAS SINCE HE

RECEIVED THREE-YEAR PROBATION IN 1984, AND EVENTUALLY

HE VIOLATED IT AND HAD TO FACE A PENALTY OF FIVE-YEAR

JAIL SENTENCE. HE TALKED ABOUT HIMSELF SAYING:

“lF YOU ARE WONDERING WHAT | AM LIKE, | CAN TELL YOU
THE SAME THINGS | TOLD THE JUDGE IN FEDERAL COURT:
ALTHOUGH IT MAY NOT SEEM LIKE IT, | AM PRETTY MUCH A
NORMAL AMERICAN TEENAGER. | DON’T DRINK, SMOKE OR
TAKE DRUGS. | DON’T STEAL, ASSAULT PEOPLE, OR
VANDALIZE PROPERTY (REAL — PHYSICAL). THE ONLY WAY IN

WHICH | AM DIFFERENT FROM MOST PEOPLE IS IN MY
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FASCINATION WITH THE WAYS AND MEANS OF LEARNING

4
ABOUT COMPUTERS THAT DON’T BELONG TO ME.”

SO TO SAY SOME FINAL WORDS ABOUT HACKERS: “THEY ARE
TYPICALLY WHITE, UPPER-MIDDLE-CLASS ADOLESCENTS WHO
HAVE TAKEN OVER THE HOME COMPUTER (BOUGHT,
SUBSIDIZED, OR TOLERATED BY PARENTS IN THE HOPE OF
CULTIVATING COMPUTER LITERACY). FEW ARE POLITICALLY
MOTIVATED ALTHOUGH MANY EXPRESS CONTEMPT FOR THE
“BUREAUCRACIES” THAT HAMPER THEIR ELECTRONIC
JOURNEYS. NEARLY ALL DEMAND UNFETTERED ACCESS TO
INTRICATE AND INTRIGUING COMPUTER NETWORKS. IN THIS,
TEENAGE HACKERS RESEMBLE AN ALIENATED SHOPPING
CULTURE DEPRIVED OF PURCHASING OPPORTUNITIES MORE

5
THAN A TERRORIST NETWORK.”

LANDRETH B. : OUT OF THE INNERCIRCLE: THE TRUE STORY OF A COMPUTER
INRUDER CAPABLE OF CRACKING THE NATION’S MOST SECURE COMPUTER SYSTEMS,
TEMPUS, MICROSOFT, USA, 1989, P.10

HAYES D. : BEHIND THE SILICON CURTAIN: THE SEDUCTION OF WORK IN A LONELY
ERA, SOUTH END, BosToON, USA, 1989, P.93
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= HACKERS SPACE

HACKERS LIVE IN TWO WORLDS AT THE SAME TIME, THE
CYBERSPACE AND THE REAL SPACE. IN A MUCH
EXAGGERATED SORT OF SPEAKING, THEY ARE MENTALLY
LIVING IN CYBERSPACE WHILE THEIR BODIES ARE IN THE REAL

WORLD, AND THIS IS HOW IT WAS LITERALLY REPRESENTED IN

THE MATRIX TRILOGY MOVIES.




o HACKERS ENTERTAINMENT

THE PROCESS OF PENETRATING INTO OTHERS PRIVALCY IS THE
ALWAYS FUN. THUS, AS IT IS BASED ON A PLAY-LIKE QUALITY
THAT MAKES USE OF DIGITAL TECHNOLOGY, HACKING
SOMEHOW CONSTITUTES A NEW FORM OF SOCIAL ACTIVITY

THAT MIXES COMPLEX EXPERTISE WITH ENTERTAINMENT.

ON AN ARCHITECTURAL LEVEL, ONE IDEA THAT EMERGED
FROM THE IMPORTANCE OF THIS ASPECT OF ENTERTAINMENT
TO HACKERS, IS THAT SINCE THEY ARE ORIGINALLY SOFTWARE
PROGRAMMERS, IT IS NECESSARY TO SUSTAIN A RATHER
JOYFUL, COLORFUL SPACE AROUND THEM, FILLED WITH MEANS
OF ENTERTAINING. THIS KIND OF ENTERTAINMENT MIGHT IN
FACT BE A NEED FOR THEM, BECAUSE SPENDING HOURS IN
PROGRAMMING OR FIGURING OUT WAYS TO PERFORM HACKING
COULD LEAD TO SEVERE PSYCHOLOGICAL AND EVEN MENTAL 61
PROBLEMS. SUCH JOBS, OR MORE ACCURATELY, LIFE STYLES
REQUIRE MAINTAINED INTENSIVE MENTAL ENERGY AND
CONGENTRATION. A BEST EXAMPLE OF THIS IDEA §=1
IMPLEMENTED IN THE GOOGLE HEADQLIARTERS,6 WHERE
PROGRAMMERS’ SPACE IS FILLED WITH GAMES, SPORT
FACILITIES, TOYS AND BRIGHT COLORS WHICH ALONG WITH A
LOT OF NATURAL LIGHT MAKE THE OVERALL SPACE A DYNAMIC
COMFORTABLE SPACE. PERHAPS MENTAL ENERGY CAN BE

REGENERATED FROM THE ENERGY OF THE SPACE AROUND?

WWW.GOOGLE.COM
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O PROGRAMS HACKING PROGRAMS IN CYBERSPACE

R WHAT IS THE ORIGINAL MEANING OF A VIRUS?

“COMPUTER VIRUSES ARE SOFTWARE PROGRAMS THAT ARE
DELIBERATELY DESIGNED TO INTERFERE WITH COMPUTER
OPERATION, RECORD, CORRUPT, OR DELETE DATA, OR SPREAD

THEMSELVES TO OTHER COMPUTERS AND THROUGHOUT THE

7
INTERNET.”

SOME TYPES OF VIRUSES CAN SPREAD THEMSELVES BY 63
ATTACHING THEMSELVES TO DATA IN E-MAILING APPLICATIONS
AND TO SELF-REPLICATE ON OTHER VICTIMS’ COMPUTERS.

OTHER TYPES OF VIRUSES HAVE BEEN CREATED JUST AS A
MILDLY TEASING SOFTWARE USED TO ANNOY THE USER WITH
MANY POP-UPS APPEARING FAST ONE AFTER ANOTHER, OR BY
REDIRECTING HIM/HER FROM THE INTENDED WEBSITE TO

ANOTHER ONE IN ORDER TO FORCE HIM/HER TO VIEW A

FRODUCT AS AN ILLEGAL OBLIGATORY FORM OF ADVERTISING.

7
HTTP!/WWW.MICROSOFT.COM/ATHOME/SECURITY/VIRUSES/
INTRO_VIRUSES_WHAT.MSPX




" PARASITIC PROGRAMS

PARASITIC PROGRAMS IN CYBERSPACE ARE THOSE WHICH ARE
INSTALLED TO ADD EXTRA FEATURES FOR ALREADY INSTALLED
SOFTWARE. THEY CHANGE AND ADD TO THE CODE THAT

GENERATES THAT INSTALLED SOFTWARE.

OTHER PARASITIC PROGRAMS ARE USED AS AN ENHANCEMENT
OR CORRECTIONS TO FIX ERRORS OR PROBLEMS IN THE
ALREADY INSTALLED SOFTWARE AFTER THE PUBLISHER OR THE
COMPANY OF THE INSTALLED PROGRAM DISCOVERS THOSE
ERRORS THROUGH ITS INFHOUSE TEAM OR THROUGH USERS
REPORTING THOSE ISSUES AFTER THE RELEASE OF THAT

SOFTWARE TO THE MARKET.

PARASITIC PROGRAMS, ARE COMPLETELY USELESS ON THEIR 64

OWN AND CANNOT FUNCTION NOR EXECUTE UNLESS THEY ARE
ATTACHED TO AN ALREADY EXISTING PROGRAM. SOMETIMES

PARASITIC PROGRAMS ARE CALLED PLUG-INS AND PATCHES.
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» HACKING ARCHITECTURE:

O SPACES HACKING SPACES

WE CAN APPLY THE HACKING LOGIC TO THE ARCHITECTURAL
LANGUAGE. FOR INSTANCE, WE CAN HAVE SPACES HACKING
SPACES. THIS HACKING LOGIC CAN BE APPLIED THROUGH
FUNCTIONS PENETRATING SPACES WHERE THEY ARE NOT
MEANT TO BE; LIKE FOR EXAMPLE A BEDROOM CAN HAVE SOME
COOKING APPLIANCES THAT CAN BE USED FOR PREPARING
FOOD THERE. IN THIS SIMPLISTIC EXAMPLE, THE KITCHEN
HACKED INTO THE BED ROOM, SINCE COOKING APPLIANCES

HAVE PENETRATED INTO THE BEDROOM SPACE.

ANDOTHER WAY OF HACKING COULD TRANSLATE INTO THE 65
ABILITY TO EXPERIENGCE THE QUALITIES OF ONE SPACE WITHIN e
ANOTHER. FOR INSTANCE, IN A CASE WHERE A BAKERY SHOP

COULD EXIST NEXT TO A NIGHT CLUB, THE MECHANICAL

SHAFTS, WHICH PUMP THE BAKING SMELLS OUT, COULD BE
PLUGGED TO THE NIGHT CLUB. SO THE USERS AT THE NIGHT

CLUB WHO ARE DANCING OR DRINKING WILL HAVE THE

EXPERIENCE OF THE BAKERY ALONG WITH THE OTHER

EXPERIENCES IN THE NIGHT CLUB ATMOSPHERE. THE EXTENT

OF THIS PHYSICAL INTERFERENCE CAN RANGE FROM

OLFACTORY TO PERMEATION AT A MUCH LARGER SCALE.

FINALLY, ANOTHER WAY OF ‘SPACES HACKING SPACES’ |
THOUGHT ABOUT IS WHEN SPACES ARE ALLOWED TO HACK

INTO OTHER SPACES BY HAVING VISUAL ACCESS INTO THEM.

THIS IS MAINLY A GAME OF MATERIALS AND THE CHOICE




BETWEEN USING OPARUE OR TRANSPARENT MATERIAL. LIKE
FOR EXAMPLE, IN THE MOST PRIVATE SPACES, LIKE TOILETS,
WE CAN USE A MATERIAL THAT ALLOWS FOR ONE WAY OF
VISUAL ACCESS. THE PERSON INSIDE CAN SEE EVERYTHING

OUTSIDE BUT NO ONE WILL BE ABLE TO SEE FROM OUTSIDE IN.

§ i
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O PROGRAMS HACKING PROGRAMS

IN THIS KIND OF HACKING, ARCHITECTURAL PROGRAMS HACK
OTHER PROGRAMS WITH A PURPOSE OF ACRQUIRING A MISSING

NEED OR TO HAVE A KIND OF ‘SPATIAL UPDATING.’

LIKE FOR EXAMPLE, THERE IS A CASE STUDY OF PROVIDING

THE HOMELESS WITH PARASITE SHELTERS .

THOSE PARASITE SHELTERS WERE SPREAD ALL AROUND
BALTIMORE, BOSTON, AND NEW YORK STREETS. THEY ARE

DESIGNED BY MICHAEL RAKOWITZ (1998-ONGOING).

THE SHELTERS FUNCTION ON PURE FPRACTICAL BASES. “THEY

ENABLE SURVIVAL ON THE CITY STREETS BY SIPHONING THE

HTTP!//WWW.NYFA.ORG/LEVEL3.ASP?ID=432&FID=4&SID=8

ez

[
v 5
€
8
¥
-

R
i
5
3



WARM AIR BEING EXPELLED BY A BUILDING'S HEATING SYSTEM

INTO THE DOUBLE MEMBRANE INFLATABLE. THE HOMELESS
NEVER COME INTO DIRECT CONTACT WITH THE POTENTIALLY
HARMFUL EXHAUST AIR, AS IT CIRCULATES THROUGH THE TwO
LAYERS OF POLYETHYLENE AND THE SHELTER IS HEATED

THROUGH CONDUCTION.”

S0 IN THAT EXAMPLE, THE NEED FOR HEATING OF THE

HOMELESS IS FULFILLED BY SUCH PARASITIC SYSTEMS THAT

MAKE USE OR RECYCLE THE PUMPED OUT WARM AIR.




> CONCLUSION

THROUGHOUT MY THESIS, | TRIED TO GATHER INFORMATION
AND ARRANGE THEM INTO LOGICAL FILES IN ORDER TO BE
ABLE TO PROCESS THEM. | TRIED TO UNDERSTAND THE
PRECEDENTS FOR CYBER ARCHITECTURE AND FORMULATE
UNDERSTANDINGS OF CYBERSPACE AND ITS RELATION TO
ARCHITECTURE. | TRIED TO EXTRACT TERMINOLOGIES THAT
VOICE OUT CONJOINT SPATIAL QUALITIES. IT IS NOwW OBVIOUS
WHY THE DEVELOPMENT OF CYBERSPACE AND ITS
INFILTRATION INTO OUR LIVES HAS PRODUCED NEW
ARCHITECTURAL TRENDS THAT ARCHITECTS ARE NOW FORCED
TO BUILD ON, OR AT LEAST EXPLOIT THEIR POTENTIAL. | ALSO
AIMED AT ILLUSTRATING THE PERSONALITY OF THE HACKERS, 69
A USER GROUP THAT ARCHITECTURE HAS NOT YET BEEN
DESIGNED FOR. IN THE NEXT LINK, | WILL GROUND MY CYBER-
FINDINGS UPON A PHYSICAL PROGRAM AND A REAL SITE IN
LEBANON AS A FIRST STEP TOWARDS PUTTING INTO

OPERATION THE FINDINGS OF THIS THESIS AND UNCOVERING

THE EMERGENCE OF CYBER ARCHITECTURE.




SUPERIMPOSITION OF CYBERSPACE AND HACKING
IN LEBANON (MY PROJECT)

IN MY PROJECT, | WILL BE DEALING WITH THE REAL WORLD
IN ITS THREE MAJOR ARCHITECTURAL LEVELS THAT ARE
FULLY RELATED TO THE CYBERSPACE, AND ONE OF WHICH,
THE CYBER SPATIAL QUALITIES, WHICH IS THE THIRD LEVEL,
WAS DESCRIBED FULLY IN PREVIOUS HYPERLINKS. | WILL BE
SUPERIMPOSING MY CYBER-ARCH IN THE URBAN AND VILLAGE
FABRIC OF LEBANON ACCORDING TO THE RULES AND LOGICS

OF CYBERSPACE.

THAT SUPERIMPOSITION AIMS TO FORM THE NETWORK, AND

THEN TO REACH OUT TO A SERVER.

o URBAN LEVEL (CONNECTIVITY)

AS A START, | HAVE SUPERIMPOSED THE TwWO TYPES OF
NETWORKS ON THE MAP OF LEBANON TO INVESTIGATE WHICH
wOuLD FIT BEST. THE FORMATION OF THOSE NETWORKS
FOLLOWED THE LOGICS OF CONFIGURATIONS OF THE TwO
TYPES OF CYBER NETWORKS THAT WERE DESCRIBED IN THE
FIRST HYPERLINK “CYBERSPACE” UNDER THE ‘CONNECTIVITY’

SECTION.

THE SUPERIMPOSITION 1S MADE THROUGH FIRST LOCATING
THE NODES IN LEBANON (FIGURE 1), WHICH ARE THE HACKED

PROGRAMS THAT WILL BE EXPLAINED THOROUGHLY LATER IN

THIS HYPERLINK.
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! THE NODES LOCATED IN LEBANON

FIGURE 1
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AFTER THAT COMES THE FIRST TRIAL OF INSTALLING THE
FIRST TYPE OF NETWORKS, THE PEER-TO-PEER NETWORK.

(FIGURE 2)

FIGURE 2: THE NODES CONNECTED IN THE FORMAT OF PEER-TO-PEER
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IN THIS KIND OF NETWORK, ALL THE ‘HACKED PROGRAMS’ ARE

CONNECTED TO EACH OTHER. THIS KIND OF NETWORKING WILL
BE MAKING ALL THE PROGRAMS EQUAL TO EACH OTHER IN
TERMS OF FUNCTIONAL CAPACITIES. ACCORDING TO THE
CYBER LOGIC OF THIS NETWORK, ALL THE NODES WILL HAVE
THEIR OWN INFORMATION CONTAINED WITHIN, AND EACH ONE
CAN OR WILL FUNCTION ON ITS OWN WITHOUT REGARD TO

THEIR CONNECTIVITY.

IN SUCH A NETWORK, EACH NODE HAS ITS OWN STORAGE
CAPACITY OF DATA, BUT WITH NO BACKUP SYSTEM. 50 IF

DATA IS LOST FROM A NODE, THEY CANNOT BE RETRIEVED.

ALL THOSE DEFICIENCIES LEAD US TO THE NEED OF HAVING A
SECURE CENTRALIZED SYSTEM THAT WILL HAVE ALL THE DATA
BACKED UP AND SECURED, LIKE WHAT HAPPENS IN THE CASE 73

OF CLIENT-SERVER NETWORKS.

IN CLIENT-SERVER NETWORKS, THERE IS A MAJOR ELEMENT
INSTALLED, WHICH DISTINGUISHES THIS TYPE OF NETWORK

FROM THE PREVIOUS NETWORK: THE SERVER

THIS SERVER, ITS VISION AND ITS PROGRAMMATIC CRITERIA
WILL BE EXPLAINED COMPREHENSIVELY IN THE FOLLOWING

HYPERLINK.

BECAUSE OF ALL THE ADVANTAGES OF THIS TYPE OF
NETWORK, | HAVE CHOSEN TO IMPLEMENT IT IN ORDER TO

ACQUIRE CONNECTIVITY ACROSS LEBANON. (FIGURE 3)
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FIGURE 3: THE NODES CONNECTED IN THE FORMAT OF CLIENT-SERVER




O PROGRAM LEVEL (PARASITIC VIRUSES)

X THE HACKED PROGRAMS

THE HACKED PROGRAMS ARE LOCATED IN THE NODES SHOWN
PREVIOUSLY (FIGURE 1). THOSE PROGRAMS ARE THE PUBLIC
LIBRARIES FOUND IN EACH NODE. | HAVE CHOSEN THIS
SPECIFIC TYPE OF PROGRAM BECAUSE IT IS DIRECTLY RELATED
TO INFORMATION, SPREAD ENOUGH TO FORM THE NETWORK,
AND LIKE CYBERSPACE, IT IS A PUBLIC SPACE ACCESSIBLE BY
EVERYONE. HOWEVER, AS THEY ARE NOW, THESE PROGRAMS
ARE IN NEED FOR CONNECTIVITY TO BE ABLE TO SHARE DATA
WITH EACH OTHER, AND THEY ALSO VARY IN WHAT PROGRAMS
ARE MISSING FOR THEM TO CONTAIN THE MINIMAL REQUIRED
NEEDS OF A PuBLIC LIBRARY. THEREFORE, THE NEED OF “THE

VIRUS” TO HACK THOSE LIBRARIES BECOMES CLEAR.

THE PUBLIC LIBRARIES DISTRIBUTED AROUND LEBANON HAVE
A VARIETY OF SCALES, MISSING NEEDS AND FUNCTIONS.
THOSE LIBRARIES COULD BE MUNICIPAL LIBRARIES, LIBRARIES
RUN BY NGOSs, OR PART OF COMMUNITY OR CULTURAL

CENTERS. THE FOLLOWING ARE SOME EXAMPLES.

FIRST, SOME OF THE MUNICIPAL LIBRARIES (FIGURES 4, 5, 6)
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FIGURE 4: BATROUN MUNICIPAL PUBLIC LIBRARY
FIGURE 5: JEZZEIN MUNICIPAL PUBLIC LIBRARY




FIGURE 6: TRIPOLI MUNICIPAL PUBLIC LIBRARY

SECOND, THE PUBLIC LIBRARIES ON THE FOLLOWING

ARE RUN BY NGOs (FIGURES 7, 8)
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FIGURE 7: BARJA PUBLIC LIBRARY, BY CLAC

BY SABIL

FIGURE 8: RMEIL PUBLIC LIBRARY,




THIRD, PUBLIC LIBRARIES AS PART OF CULTURAL OR

COMMUNITY CENTERS (FIGURE 9)

FIGURE 9: HARET HREIK PUBLIC LIBRARY, PART OF AL HASANEIN RELIGIOUS
CULTURAL CENTER

ARCHITECTURALLY SPEAKING, THOSE LIBRARIES VARY IN
STRUCGCTURE AND IN DESIGN. THEY COULD BE FREE-STANDING
LIBRARIES, FREE-STANDING SMALL STRUCTURES, ONE OR

MORE FLOORS IN A BUILDING OR PARTS OF MULTI-FUNCTIONAL

FACILITIES.
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» WHAT IS “THE VIRUS”?

AsS SHOWN BEFORE, MOST OF THE LIBRARIES ARE MISSING
NECESSARY PROGRAMS TO ACHIEVE THE MINIMAL

REQUIREMENTS OF TYPICAL PUBLIC LIBRARIES.

“THE VIRUS” IS AN EXTRA STRUCTURE TO HOUSE THE

MISSING PROGRAMS MISSING FROM EACH LIBRARY AND TO

ADD TO IT THE MEDIUM OF CONNECTIVITY. THOSE VIRUSES

WILL BE ATTACHED AS AN ENHANCEMENT TO THE LIBRARIES,

AND AT THE SAME TIME, THEY WILL HOUSE FUNCTIONS THAT
EXIST ORIGINALLY IN THE LIBRARY. THAT IS WHY THEY ARE
CALLED “THE PARASITIC VIRUSES” SINCE THEY ARE

PARASITES AND VIRUSES AT THE SAME TIME ACCORDING TO 80

THE LOGICS OF CYBERSPACE EXPLAINED PREVIOUSLY.

SINCE THE VIRUSES ARE ADDITIONS AND ENHANGCEMENTS,
THEY DIFFER IN VOLUME, FORM, AND FUNCTION IN EACH
LIBRARY. THE BASIC PROGRAMS OF “THE VIRUS” (THE
PARASITIC PROGRAMS) ARE: A DIGITAL LIBRARY, A TECHNICAL
ROOM AND A SYSTEM ADMINISTRATION. EACH VIRUS SHOULD
CONTAIN THESE PROGRAMS AT MINIMUM. THEN THE VIRUS CAN
ACCOMMODATE WHATEVER OTHER MISSING PROGRAMS FROM

THE HACKED LIBRARY.

THE TYPICAL ARCHITECTURAL PROGRAM FOR A PUBLIC

LIBRARY, OR ITS THE PRIMARY NEEDS, IS AS FOLLOWS:




N\ MEETING RoOM

FIGURE 10: PLAN OF ROSELLE PUBLIC LIBRARY

- READING SPACE

- STACKS

= ADMINISTRATION

- CHILDREN’S SECTION

- FLEXIBLE SPACE

S0 EACH VIRUS’S PROGRAM = (THE PARASITIC PROGRAMS) +

(THE MISSING PRIMARY NEEDS)
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AS AN EXAMPLE OF “THE VIRUS” ATTACK ON A PUBLIC
LIBRARY, | HAVE GRAPHICALLY ATTEMPTED TO VICTIMIZE THE

BAAKLINE PUBLIC LIBRARY.

82

THIS LIBRARY CONTAINS ALREADY THE PRIMARY NEEDS. SO
WHAT IS MISSING ARE THE PARASITIC PROGRAMS. BECAUSE
OF THAT, BAAKLINE LIBRARY IS HACKED BY THE SMALLEST

VIRUS IN TERMS OF VOLUME.

ACCORDING TO THE LOGIC OF VIRUSES’ ATTACKS IN
CYBERSPACE, AT FIRST, THE VIRUS ARRIVES TO THE VICTIM IN
A VERY IMPOSING, EASILY RECOGNIZABLE FORM (IF THERE IS

NO ANTI-VIRUS INSTALLED).
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AFTER THAT, THE VIRUS STARTS TO LOOK FOR THE BEST AND
MOST COMFORTABLE PLACE TO SETTLE IN OR ACTUALLY TO BE
ATTACHED TO. IT WILL BE TESTING AND AFFECTING ALL THE 83

SYSTEM IN THE BEGINNING.

AAMCm




AFTER IT SETTLES DOWN AND FINDS AN EASY TARGETED
LOCATION TO GET ATTACHED TO, IT STARTS TO REFORM IN A
WAY TO CAMOUFLAGE ITSELF OR TO DISSOLVE ITSELF WITHIN

ITS VICTIM, SO IT WILL SLOWLY BECOME HARDLY NOTICEABLE.
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> THE SOURCE (THE SERVER, THE CENTRE, THE CYBER
CULTURAL CENTER)

O THE PURPOSE OF THE SOURCE

THE SOURCE IS A PUBLIC FACILITY THAT WILL CONTAIN THE
SECURED DATA OF ALL THE LIBRARIES DISTRIBUTED IN
LEBANON. THE SOURCE (SERVER) IS THE ADMINISTRATIVE
NODE (CLIENT) OF ALL THE OTHER NODES. FOR ALL THE DATA
TO BE TRANSFERRED FROM A NODE TO ANOTHER, THEY
SHOULD PASS THROUGH THAT SERVER. IN THIS WAY, THE
SECURITY OF THE DATA WILL BE APPLIED THROUGH

SURVEILLANCE AND CENTRALIZATION.

IT WILL ALSO INCLUDE THE TYPE OF HACKING THAT 85
CELEBRATES ENTERTAINMENT THROUGH PENETRATION TO
OTHER’S PRIVATE SPACES (REAL & CYBER) AND OTHER KINDS

OF ENTERTAINMENT NEEDED BY SOFTWARE PROGRAMMERS AS

MENTIONED IN PREVIOUS HYPERLINKS.

THE CYBER CULTURAL CENTER WILL BE MAINLY DESIGNED
ACCORDING TO THE RULES OF CYBERSPACE, THE CYBER
SPATIAL QUALITIES, AND TO THE HACKING LOGIC IN
CYBERSPARE. BY THEN IT WILL BE A 3D PHYSICAL REAL
REPRESENTATION OF CYBERSPACE WHERE THE USERS (THE
BITS) WITH BE EXPERIENCING THE CYBER ENVIRONMENT AS

THEY ARE DISSEMINATED INTO ITS VARIOUS DYNAMIC SPACES.
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THE ARCHITECTURAL PROGRAM

THE PuBLIC LIBRARY, THAT WILL CONTAIN BOTH THE
PRIMARY NEEDS FOR A PUBLIC LIBRARY AND THE

PARASITIC PROGRAMS

MAINFRAME AREA / FLEXIBLE SPACE

THEATRE / AUDITORIUM

MEETING SPACES

CAFETERIA

NETWORKING AND INTERNET CAFES

CYBER SERVICES AREA 86




O THE USERS

MY SERVER PROJECT WILL BE A FACILITY FOR HACKERS, WHO
WILL BE THE ADMINISTRATORS OF THAT CENTER, ACCORDING
TO THEIR NEEDS AND FOR THEM TO BE ABLE TO PROVIDE
LEGAL PRACTICES TO SERVE THE PUBLIC IN THEIR VERY
SPECIFIC TELECOMMUNICATIONS PROBLEMS AND NEEDS; AND
TO HELP IN STRENGTHENING THE NATION CYBER SECURITY

AND PROTECGTING ITS ARCHIVE OF DIGITAL INFORMATION.

AT THE SAME TIME, THE USERS WILL BE AN ADDITIONAL LAYER

OF CONNECTIVITY AMONG THE NODES. SINCE THE DATA IN

THIS SERVER WILL BE KEPT DIGITALLY, THE USER WILL BE

ABLE TO GET ANY INFORMATION NEEDED FROM ANY BOOK OR 87
OTHER MEDIUM FROM ANY OTHER LIBRARY (NO DISTANCE, -
TIMELESS, EVERYWHERE). HOWEVER, FOR THAT USER TO GET

THE WHOLE BOOK, HE/SHE WILL HAVE TO GET IT FROM ITS

ORIGINAL LOCATION. ESPECIALLY SINCE THE DATA (BODOKS)

FOUND IN EACH LIBRARY ARE DIFFERENT.




@) THE CRITERIA OF THE SITE

SINCE THE SERVER IS A CENTRAL UNIT OF EACH NETWORK, IT
NEEDS TO BE PLACED IN A SECURE AREA, THAT IS EASILY
ACCESSIBLE BY THE PUBLIC; THE SITE HAS TO BE
ADMINISTRATIVE, CENTRAL, AND EASILY ACCESSED. ALSO IT
SHOULD BE A TOPOGRAPHICALLY DYNAMIC SITE, SINGCE

CYBERSPACE CANNOT BE ONE OR TWO DIMENSIONAL.

ACCORDING TO THOSE CRITERIA, | HAVE CHOSEN TO

EXPERIMENT WITH A SITE IN BEIRUT CENTRAL DISTRICT, AND

IN WADI ABU JMIL AREA SPECIFICALLY.
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SITE ANALYSIS

ACCESSIBILITY FOR THE PUBLIC
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PROGRAM ON SITE,
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««« WILL BE FOLLOWED BY MORE ANALYSIS
AND THE SERVER COMPLETE DESIGN NEXT SEMESTER woreruLy...

TRANSPORTATION ANALYSIS










	epsn_470_0001
	epsn_470_0002
	epsn_470_0003
	epsn_470_0004
	epsn_470_0005
	epsn_470_0006
	epsn_470_0007
	epsn_470_0008
	epsn_470_0009
	epsn_470_0010
	epsn_470_0011
	epsn_470_0012
	epsn_470_0013
	epsn_470_0014
	epsn_470_0015
	epsn_470_0016
	epsn_470_0017
	epsn_470_0018
	epsn_470_0019
	epsn_470_0020
	epsn_470_0021
	epsn_470_0022
	epsn_470_0023
	epsn_470_0024
	epsn_470_0025
	epsn_470_0026
	epsn_470_0027
	epsn_470_0028
	epsn_470_0029
	epsn_470_0030
	epsn_470_0031
	epsn_470_0032
	epsn_470_0033
	epsn_470_0034
	epsn_470_0035
	epsn_470_0036
	epsn_470_0037
	epsn_470_0038
	epsn_470_0039
	epsn_470_0040
	epsn_470_0041
	epsn_470_0042
	epsn_470_0043
	epsn_470_0044
	epsn_470_0045
	epsn_470_0046
	epsn_470_0047
	epsn_470_0048
	epsn_470_0049
	epsn_470_0050
	epsn_470_0051
	epsn_470_0052
	epsn_470_0053
	epsn_470_0054
	epsn_470_0055
	epsn_470_0058
	epsn_470_0059
	epsn_470_0060
	epsn_470_0061
	epsn_470_0062
	epsn_470_0063
	epsn_470_0064
	epsn_470_0065
	epsn_470_0066
	epsn_470_0067
	epsn_470_0068
	epsn_470_0069
	epsn_470_0070
	epsn_470_0071
	epsn_470_0072
	epsn_470_0073
	epsn_470_0074
	epsn_470_0075
	epsn_470_0076
	epsn_470_0077
	epsn_470_0078
	epsn_470_0079
	epsn_470_0080
	epsn_470_0081
	epsn_470_0082
	epsn_470_0083
	epsn_470_0084
	epsn_470_0085
	epsn_470_0086
	epsn_470_0087
	epsn_470_0088
	epsn_470_0089
	epsn_470_0090
	epsn_470_0091
	epsn_470_0092
	epsn_470_0093
	epsn_470_0094
	epsn_470_0095
	epsn_470_0096
	epsn_470_0097
	epsn_470_0098
	epsn_470_0099
	epsn_470_0100
	epsn_470_0101
	epsn_470_0102

