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Meta Design
Meta Design

Bir teknoloji bagimsiz veya yabancil
bir obje degildir, teknoloJi bizim
duyusal ve biligsel sistemlerimizi
bir blitlin olarak tamamlar; bir aracg
olarak sadece 1lletigim' tarzini se-
killendlirmekle kalmaylp c¢evremizi
algilama izah etme yontemimizi de
belirler.
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» konu

Son vyillarin teknolojik gelismeleri endustriyel
toplumdan bilgisayar ve iletisim teknolojilerinin
‘duyularimizin® sinirlarini geniglettigi bilgi toplu-
muna gegisin temelinde yatmaktadir. Beden,
madde ve mekan duslincesi artan bir sekilde
bilgi birimi tarafindan tanimlanir hale geldi; bil-
ginin yapisi, streci ve sistemi mekan ve zama-
na dair yeni parametleri ortaya cikariyor — drne-
gin varlik anlaminda tutulma (gercek/sanal) ve
etkilesim (gercek zaman / entropi) ve maddiyat
anlaminda yeni parametreler (nano teknolojiler
ve akilli hafiza malzemeleri) veya biyolojik ( gen
teknolojileri) tanimini sayabiliriz. Bilgi iletimi, is-
lenmesi ve depolanmasi (izerine temellenen
teknoloji bu sebeple organizasyon modelleri
(Uretim, calisma ve bilgi tarzlarini) Gzerinde tesir
kazanirken, iletisim surecini (kod, sembol) ve
sosyal iligkileri oldugu kadar uzamsallastirma
ve temsiliyeti de etkilemektedir.

Mimari ve Sehircilik sosyal, ekonomik ve politi-
kal yapilarin uzamsal ve gecici organizasyo-
nu/temsili Uzerine egilen yapisal ve islevsel di-
siplinlerdir. Bu yapilar igerisinde ayni zamanda
isaret ve kodlarin semantik bir sistemini de
olustururlar. Mimariden MetaDeSign’e gegis ile-
tisim tarzlan, yapilarn (indeksleme + baglanti
kurma) slrecleri (bilgi isleme + iletisim) ve tek-
nolojilerin gelistirdigi uzamsal kurgular (mimari
ve sehircilik) arasinda yapilan karsilastirmanin
bir sonucudur ve bu nedenle semantik seviye
olarak tanimlanan anlam kurgusunda belirli al-
gilama ve tanimlama sekilleri dahilinde ylksek
seviye bagdlayici soyutlama iceren organizas-
yonsal ilkelere dayanmaktadir.

Bu anlamda MetaDeSing’da yapilan arastirma
tasarimda yapilan arastirma demektir; bilgi isle-
me ve iletisim teknolojilerinin kendi igsel manti-
gina temellenen tasarim metotlarinin ve strec-
lerinin metin, grafik ve uzamsal temsillerini ige-
ren inFORMation’'un gorsellestiriimesinde ve
formalizasyonu anlaminda arastinimasidir.

Ozet olarak MetaDesign iletisim ve bilgi bilimle-
rinden, genel kilttrel paradigma ve isaret form-
larinin dretimi ve kavramlastinimasi anlaminda
mimariden — belirli bir islem metodu, tasarimi ve
uzamsal kurgusu bulunan biligsen bilimler - ali-
nan konseptlerden bir dil ve kod sistemi olus-
turmaya calismakla ilgilidir. Bizim ¢evremizi al-
gllama ve kavramsallastirmamizda etkili olan
teknolojinin harekete gecirdigi uzamsal ve se-
mantik mutasyonun cercevesini belirler.

t or alien ob-

Colorspace projesine dair girseller Images from colorspace project
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Sonic space projesine dair gorseller Images from sonic space project

ons not only communication modes but also
the way we perceive and conceive our environ-
ment.

The technological developments of the last de-
cades are at the base of the shift from industri-
al to post-industrial information society, where
computation and communication technologies
extend our very ‘senses’. The notions of body,
matter, space and time are increasingly defined
by the unit of information; its structures, pro-
cesses and systems introducing new parame-
ters of space and time - presence, such as im-
mersion (real/virtual) and interaction (real-ti-
me/entropy) as well as new parameters of ma-
teriality (nano-technologies and smart memory
materials) or biological (gene technologies)
ones in its definition. Technology based on the
transmission, computation and storing of infor-
mation thus influences organization models
(modes of production, work and knowledge)
and affects the communication process (code,
symbol) and the social relations as well as the-
ir spatialisation / representation.

Architecture and Urbanism are structural and

functional disciplines involved in the spatial and
temporal organization / representation of soci-
al, economic, political...structures through
which they also constitute a semantic system
of signs and codes. The shift from architecture
to MetaDeSign is the result of the comparison
between communication modes, its structures
(indexing + linking) and processes (computati-
on + communication) and spatial constructs
(architecture and urbanism) enhanced by tech-
nologies and thus is based on its organizational
principles binding high level of abstraction (co-
des) within specific modalities of perception
and cognition in the construct of meaning — se-
mantic level. In this manner the investigation in
MetaDeSign is the investigation in design, its
methods and processes grounded on the inhe-
rent logics of computation and communication
technologies in the visualisation and formalisa-
tion of inFORMation processes in textual, grap-
hical, spatial representations. In summary, Me-
taDesign is about the setting of codes / langua-
ge drawn from concepts of communication and
information sciences - cognitive science with
that of process methods, design and spatial
constructs — architecture in the general cultural
paradigm and in the production and concepti-
on of signforms. It outlines the spatial and se-
mantic mutation provoked by technologies on
the perception and conception of our environ-
ment. ‘MetaDeSign’ thus can be understood as
a technology determinism that constitutes the
main vector/thought in the concern of networ-
ked, information-based societies.

Kaynaklar:

[2003] // 'ARCA: Italian Architecture, Design and Visual Commu-
nication magazine n® 187, Dec. 2003 ‘E.motion space_the cine-
matic construct of e.space’ http://www.lab-au.com/files/doc/ar-
ca3-eng.htmn® 180, Mai 2003 ‘Sonic space _ the shape of so-
unds’ http://www.lab-au.com/files/doc/arca2-eng.htm n°® 177,
Feb. 2003 ‘MetaDeSign, the setting of a discipline’
http://www.lab-au.com/files/doc/arcal-eng.htm
http://www.lab-au.com/files
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LAb(au) farkli sanat, bilim ve kuramsal metodia-
ra dayanan disiplinler arasi ve ortak bir yaklagim
icerisinde, mimarinin “MetaDeSIGN” adi verilen
teknolojik bir uygulama ile uyum igerisinde ge-
cici- mekansal yapilara déntsumuinu inceliyor.
Metadesign (meta = bilgi ile alakall bilgi) mekan
- kurgu baglaminda bilgi surecini teshir ederken
mimariyi bir kod olarak ele aliyor.

LAblaul developed a transdisciplinary and col-
laborative approach based on different artistic,
scientific and theoretic methods, examining the
transformation of architecture and spatio-tem-
poral structures in accordance to the technolo-
gical progress within a practice entitled “Meta-
DeSIGN”. Metadesign [meta =information abo-
ut information] displays the theme of space
constructs relative to information processes -
architecture as a code.

Emotion space projesine dair gdrseller Images from emotion space
project




Yapisal Bir Kent Vektoru Olarak ISik...

Light As An Urban Lightenning Study...

‘ Mimar: LAB[au], Laboratory for architecture and urbanism

Aktivite en diisiik
seviyesinde diisiik giicte
ancak renkli bhir 1sik ile
tanimlaniyor ve maksimum
seviyede yiiksek giigte
tanimlaniyor.

At the minimum level of
activity, the equipment is
defined by low intensity but
colorful light and at
maximum level by high
intensity.

Light Scape(s) Briiksel’de bulunan Heizel Platosu’nun kentsel
hafifletme galismasi. Bu calisma 1sidi yapisal bir kent vektor
(isik topografyasi) olarak inceliyor. Ancak bunun yani sira 1sigin
gorintllenmesini ve planlanmasini saglayan &zel bir alet saye-
sinde (isik sehirciligi) 1sigin, gegici ve interaktif bir arag oldugunu
da (yer degisim haritalari) ortaya koyuyor.
Light_Scape(s),displacement maps is an urban lightening study
for the Heizel plateau in Brussels, investigating light as a struc-
tural urban vector (light_topography) but also as a temporal and
interactive device (light_urbanism) by means of a tool specifi-
cally developed for light visualization and planning (displace-
ment maps).
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Light_Scape(s) study:

LAB[au], lahoratory
for architecture and
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Brussels / Belgium
Completion of the
study:
1999
Photos:
LAB{au)

Proje Hakkinda

Light Scape(s)

Spesifik 15k parametrelerinin (glgc, renk...) kent-
sel planlamanin (topografya, degiskenlik, alt yapi
sistemi...) rolatif bakis acilar ve gegici bakis acgi-
lari (programlar, aktiviteler...) ile olan iliskisi ¢esit-
li ve gelistirilen 1sik konfiglrasyonlari ile saptana-
bilir.

Bu i1sik-duyargalar 1sigin mekan ve zaman icin-
deki programi temeline bagl bilgi gudimli kon-
figlrasyonlar olusturuyor ve ifade edilene gore
yvaplyl hazirlamayan mimarin pragmatik ve ope-
rasyonel pozisyonuna dair yeni bir method olus-
turuyor. Henliz bu bilgi gldimu operasyonel bir
arac olusturuyor ve hatta bilgiye, malzemeye ve
maddesel olmayana dair olan, dinamik bir mima-
ri bile tanimlayabiliyor. Mimar boylece olusturul-
mus ve kabul edilmis bir mimarinin tasarimcisi
oluyor - yontem, bilginin mimarisi - meta tasari-
il

Konum: Olaylar Zinciri, Heizel Platosu
Bruksel'deki Heizel Platosu oldukca bulyuk olay-
lar icin bina aktivitelerine dair donanimli bir ko-
num. 1935 ve 1958 villarindaki Diinya Expolar
burada dlzenlenmis, halen fuarlara, futbol karsi-
lasmalarina ve kongrelere de ev sahipligi yap-
makta. Ancak mekanin kentsel ozellikleri blyk-
IigUne ve gelen ziyaretci sayisina nazaran olduk-
Ga basarisiz olarak yorumlanabilir. Atomium, ge-
ri kalan binalarin yani sira stadyum ve fuar yapi-
lari gibi buyuk élcekli yapilarin da arasindan orta-
ya cikan tek yapi.

Istk calismasi ise sira disi bir karaktere sahip Hei-
zel yerlesiminin, 1s1Qin aracilid ile sehir sahasina
dahil edilip daha da belirgin hale getiriimesi Uze-
rine bir arastirma.

Gorevler: Kentsel baglamda i1sigin potansiyeline
dair bir arastirma

Isik Calismasi

Light Scape(s), kentsel-planlama yaklasimini (isik
- topografyasi) zaman ve hareket kavramlari icin-
de (1sik sehirciligi), 1s1§in goruntlilenmesi ve plan-
lanmasi anlamlarinda (yerlesim planlari) incele-
yen bir 1sik calismasi.

Bu calismada 1s1gin; mekansal - yapisal ve gegi-
ci - etkilesimli agidan potansiyellerini inceleniyor.
Isigin ‘sehircilik’ igin jeneratdr olma olasiligl Hei-
zel Platosu 6rneginde detayli bir sekilde inceleni-
yor ve bu calismadan c¢ikan sonuclar diger yerle-
simlerde de kullanilabilir.

1. asama: Software aracinin ve isik planinin ge-
listirilmesi

Yerlesim Haritasi

Kentsel olcekte 1sidin davranislarini gozlemleye-
bilecek ve hipotezleri dogrulayabilecek cgalisma
araclarinin eksikligi, film endUstrisinde oldugu gi-
bi yeni bir bilgisayar yaziiminin kesfine sebep ol-
du. Isigin gértntllenmesini ve planlanmasini
saglayan fonksiyon ya da daha gok ara¢ “displa-
cement maps/ yerlesim planlar” teriminden yola
cikarak tasarlandi. Klasik bilgisayar aracglarindan
daha farkli bir sekilde yerlesim planlar aktiftir; ta-
sarm sUrecinin igerigini bir araya getirir ve IS0
kentsel bir vektor olarak kabul ederek calisir.
Isik plani

Duzenli 1sik planinda, Heizel yerlesiminin kentsel
matrisinde mekansal agidan temel prensipleri ta-
nimlandi. Zit renklere ve farkl glglere sahip i1sik
senaryolarl Heizel yerlesiminin ¢esitli programla-
rina eklendi. Isi@in potansiyeli, belirli bolgeleri or-
taya cikartmak ya da kentsel alanin butintnu sil-
mek gibi, gucll imgeler olusturmak igin kullanil-
di. BUtUn etkinin tek amaci ise yerlesimin kendi-
ne has tarafini gtiglendirmekti.

Parametreler

Isik; zaman, renk ve gli¢ kavramlarina gore de-
diskenlik gdsteren dinamik bir maddedir. Isigin
bilgisayar destekli gorsellestirimesinde, cesitli
parlaklik glgleri ve zamana bagli olarak degis-
kenlik gbsteren renk senaryolari kullaniliyor. Bun-
lar verilen yapilari, akfiviteleri, olaylan, bireysel
kullanimlart mekansal konfiglrasyonlari karsila-
mak amaciyla yapiliyor.

2. Asama: nokta, ¢izgi, ylzey ve ara yUz araclari
yoluyla mekansal yapilanma

Isik Topografyast:

Projede isik, hafif bir topografya yaratmak igin,
mekani yapllandirmak anlaminda kullaniliyor. Isik
planindaki organizasyonun anlamlari - isigin gu-
cu ve rengindeki cesitlilik - belirli parlaklik nokta-
larini, gizgilerini, yUzeylerini ve ara yUzlerini farkli
bir yapi olusturmak igin kullaniyor.

Belirli aydinlanma noktalar, sekanslar olusturabi-
lecek sekilde siraya da dizilebilecek tekil yapilar
icin gerceveler gibi davraniyor. Cizgisel 1sik ens-
talasyonlar altyapinin okunabilir, degisken ve ha-
reketli olmasini saglyor. Yluzey benzeri 1sik se-
naryolar farkll program varliklarini karakterize
ediyor. Ara yuzler i¢in olusturulan 1sik senaryola-
r ise Heizel Platosu'nun cevresiyle baglantisini
kuran alanlari belirgin hale getiriyor,

Kentsel Yerlesim

Kentsel aydinlatma yerlesimi nokta, cizgi, ylzey
ve ara yUz gibi grafik organizasyon araclari vasi-
tasiyla basariya ulastl. Bagimsiz varliklar, devam-
iigr olan ve zitliklar yaratan gevre icerisinde ge-
¢ici ve mekana bagdll mantikla birlikte parlaklikta-
ki net farkliiklarina ulasimasini sagladi. Isik se-
naryolarindaki ¢esitlilik, farkll mimari oluslar orta-
ya glkartmak ya da gizlemek icin var. Zamansal

116
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MINIMUM

MEDIUM

MAXIMUM

VARIABLE

Degisken

Tenki mevdana oetiren

Lightscapes- bosluk haritalan

Sabit araclar dort noktaya karsilik geliyor, peyzaji
tanimhiyor ve diisiik seviyede renkli 151k vermek
LIGHT TOPOGRAPHY /ip lizere acik/kapali bir sistem olarak ¢alisiyor.

Isik sehirciligi
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faktorler ile birlikte farkli seylerin etkilesimi dina-
mik light-scape(s) olarak sonuclaniyor.

3. Asama: Sabit, cesitli ve tepkisel icerikleriyle
zamansal kavram

Isik Sehirciligi

Isik Sehirciligi 1511 zamansal bir alet olarak ek-
lemlendirir ve sabit aydinlatma enstalasyonlari ile
cesitlilik saglayan ve tepkisel bir mtidahalede bu-
lunur. Sabit enstalasyonlar ‘isik agik’ ve ‘igik ka-
pal’ olmak Uzere iki statik opsiyondan olusur.
Cesitlilik senaryolari ise aktivite donuslerine bag-
Iidir; bireysel iligkilere karsilik gelen yerlesimdeki
|girigler, tepkisel 1sik mudahalelerine dénustirt-
ar.

Benzer topografya karsiliklar ile ayni gizgide, sa-
bit isik dlzenlemeleri aralikli yapilarla iligki iceri-
sindedir( 1sik-topografyasi ) . Cesitli diizenlemeler
bunlara zit olarak olusturulan ylzeyleri aktif hale
getirmek ve ara ylz statlsune yanit veren tepki-
sel dizenlemeler, saglamak amaciyla kullanilir;
lokasyonlara dair cesitli girigler bu sekilde sk
olugsumuna dénusturdlir.

Aktivitenin en dislk seviyede oldugu zaman, &r-
negin Heizel Stadyumu orta - kuvvette parlaklik-
ta kayar bir serit ile gevrelenmistir. Maksimum
aktivite seviyesinde, ylksek gucteki beyaz 1sik
senaryosu ortaya ¢ikiyor. CUnkul beyaz isik diger
butlin renklerin sentezi, kentsel dlgekte yogun-
luk, olay ve aktivite ile baglantili olarak kullanili-
yor.

Sonug:

Light_scape(s)

‘Light scape(s)’ dinamik simulasyonlar olusturan
mekansal ve zamansal konfiglrasyonlardir. Bu
simUlasyonlar ¢ boyutlu bir uzay ile dérdincu
boyut olarak zamanin birlesimine dayanir ve yeni
planlama ve tasarim olasiliklarina agilir. Simulas-
yonlar maddesel olmayan cisimlerle caligilabilir
ve altyapl deg@iskenleri gibi bu ve buna benzer ci-
simlerin kentsel baglamda gérilebilir olmalarini
sagliyor.

Bu i1sik analizi anlamlarina ve simllasyon metod-
larina gore, kamusal alanda isik sadece glvenlik
amaciyla degil, ayni zamanda kentsel 6lgege Kiil-
turel bir boyut katan polisemik bir vasita olarak
da kullanilabilir.

LAB(au), mimarlik ve sehircilik laboratuari 1995
yilinda kuruldu. LAB(au) Mimarlan ‘Meta Tasari-
mini’, mekan-zaman yapisi igerisinde ve ayni za-
manda mimari ve sehircilik gibi temsili bakimdan,
yeni iletisim ve bilgisayar teknolojileri baglaminda
incelemektedir.

About Project

Light Scape(s)

The relationship of specific light parameters (in-
tensity, color...) to the relative aspects of urban
planning (topography, flux, infrastructure...) and
to temporal aspects (programs, activities...) can
therefor be determined by the various, evolving
light configurations, light-scape(s).

These Light_scapes are data-driven configurati-
ons based on the programming of light in space
and in time and constitute a new method of a
pragmatic and operational position of the archi-
tect who refuses to fix the structure in a given
state. Yet, besides the operational tool these da-

ta driven constructs can even become a dyna-
mic architecture by themselves, an architecture
of information according to material and imma-
terial processes in the construct of space. The
architect thus becomes a designer of a genera-
ted and initiated architecture - a process, an arc-
hitecture of inFORMation - a metadesign.

The location: Series of happenings, Heizel pla-

. teau

The Heizel plateau in Brussels is equipped with
building facilities for all kinds of large event.
World exhibitions took place here in the years
1935 and 1958 and, today, it accommodates
trade fairs, football games or congresses. Unfor-
tunately, the urban qualities of the site utterly fa-
il to do justice to its size and the number of visi-
tors. The Atomium is the sole construction,
which stands out as a landmark among the
conglomeration of individual buildings, large-
scale sites such as the stadium and trade-fair
halls and the infrastructure with its roads, inter-

" connected pathways and parking lots. The light

study was intended as an investigation of how
the exceptional character of the Heizel site could
be emphasized and integrated in the scope of
the city by the application of light interventions
structural forms.

Tasks: An investigation of the potential of light
within the urban context

Light study

Light_Scape(s) is the title of a light study which
combines a structural urban-planning approach
(light_topography) with a concept of time and
action (light_urbanism) by means of a tool for
light visualisation and planning (displacement
maps).

The potential of light as a structural and spatial
as well as temporal and interactive device is in-
vestigated. The relationship of specific light pa-
rameters (intensity, colour) to the relative as-
pects of urban planning (topography, flux, infras-
tructure) and to temporal aspects (programmes,
activities) is determined by the various light con-
figurations, i.e. by the light-scape(s).

I he possibilities ot light as a generator ot urba-
nism were investigated specifically with regard
to the Heizel plateau but can also be applied to
any other areas.

1st stage: Development of a software tool and
light plan

Displacement maps

The lack of working tools to visualize and verify
the hypotheses regarding lighting on an urban
scale led to an exploration of computer software
such as that used by the film industry. The mo-
dification of modeling software to include the
possibility of representing dynamic functions
opens up the possibility of working with light as
an immaterial and variable matter which, like a
process, evolves in place and time in relation to
the location in which it is embedded. The functi-
on, or rather the tool, for the visualization and
planning of light is designated by the term “disp-
lacement maps”. In contrast to classic computer
tools, displacement maps are active, integrating
components of the design process itself and can
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be used to work with light as an urban vector.
Light plan

In the super ordinate light plan, the basic princip-
les are defined for organising the Heizel site spa-
tially within the urban matrix. Light scenarios
with contrasting colours and of diverse intensity
are to be applied to the various programmatic
entities of the Heizel site. The potential of light is
exploited to generate powerful images, thus
highlighting specific areas, or to actually erase
whole parts of the urban landscape. The overall
effect aimed at is to strengthen the identity of the
site.

Parameters

Light as a dynamic substance can be varied in
terms of intensity, colour and time. The compu-
ter-generated visualisations of light use variati-
ons in luminous intensity and colour to develop
light scenarios which change in relation to time.
These are intended to correspond to the spatial
configurations, to the given structures, activities,
events, individual uses and interactions.

2nd stage: Spatial structuring through the devi-
ces of point, line, surface and interface
Light_topography:

Light is employed as a means of structuring spa-
ce in order to create a light topography. The me-
ans of organisation in the light plan - variations in
the intensity and colour of light - are used for the
specific illumination of points, lines, surfaces and
interfaces, thus generating a particular structure.
The specific enlightening of points act as set-
tings for single constructions, which can also be
lined up to form sequences. Linear light installa-
tions make the infrastructure readable and rep-
resent flux and movement. Surface-like light
scenarios characterise different programmatic
entities. Light scenarios for interfaces mark out
areas which connect the Heizel plateau to the
surrounding area or which are to be assigned to
the Heizel site or the surroundings.

Urban layout

With an urban lighting layout achieved through
the graphic organising devices of point, line, sur-
face and interface, independent programmatic
entities are subjected to fine differences in illumi-
nation in accordance with their own temporal
and spatial logic, thus resulting - in their totality -
in a continuously contrasting environment. The
variations of the light scenarios emphasize or
blot out the different architectural entities. The
interplay of the different entities, in combination
with the temporal factors, results in dynamic
light_scape(s).

3rd stage: Temporal concept with fixed, variable
and reactive components

Light - urbanism

Light - urbanism articulates light as a temporal
device and combines fixed lighting installations
with variable and reactive interventions. The fi-
xed installations include the static options of
‘light on’ and ‘light off’. Variable scenarios relate
to activity cycles; the inputs on the site which
correspond to individual interrelationships are
transformed into reactive light interventions.

In line with their corresponding topographical
counterparts, fixed light installations relate to in-

termittent structures (light_topography). Variable
installations, in contrast, are used for activating
surfaces and reactive installations correspond to
the interface status; the variable inputs of the lo-
cations are converted into light processes.

At the minimum level of activity, for example, the
Heizel stadium is surrounded by a medium-in-
tensive luminous scrolling ribbon. At the maxi-
mum level of activity, in contrast, it is enclosed
within a scenario of white light of high intensity.
Because white light is a synthesis of all the colo-
urs, it is used on the urban scale in connection
with density, event and activity.

Result:

Light_scape(s)

Light_scape(s) are individual spatial and tempo-
ral configurations generated from dynamic simu-
lations. These simulations are based on a com-
bination of three-dimensional space with time as
the fourth dimension and open up the possibility
of new planning and design methods. The simu-
lations make it possible to work with immaterial
substances and to visualise them in their comp-
lex relation to the urban context, such as light or
infrastructural flux.

By means of this light analysis and method of si-
mulation, light in public areas can be deployed
not just as a simple security device but as a poly-
semic medium which adds a cultural dimension
to the urban context.

LABJau], laboratory for architecture and urba-
nism was established in 1995 and links theoreti-
cal research LAB[a+u] to architectural practice
LA.BAU. LAB[au] architects elaborate a “Meta-
design”, by investigating the implications of new
communication and computer technologies wit-
hin spatio-temporal structures as well as their
forms of representation such as architecture and
urbanism.
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Mimar: LAB (au)

Proje kimlik temasini ve
bireyin

simgesellestirilmesini
inceliyor.

The project investigates the
theme of identity and
represantation of the
individual

A

I-skin projesi LAB(au) tarafindan moda tasarimcisi CRSTOF ve
Avignon 2000 Sergisi’nde ‘La beauté’ ile yer alan Naziha Mesta-
oui adll mimarin, ‘kimlik’ temasinin, modern iletisim ve bilgi tek-
nolojileri gercevesinde sosyal etkilesimini arastirmasi (izerine or-
taya cikmis bir proje.

The I-skin project, conceived and realised by LAB(au),laboratory
for architecture and urbanism, the fashion designer CRSTOF
and Naziha Mestaoui, architect in the scope of Avignon 2000
exhibition ‘La beaute’, investigates the theme of identity by con-
fronting it with the emergence and the social implications of mo-
dern communication and information technologies.



Enstelasyonun bilgisayar
imajlar
Computer images of the




Mimar:
LAB (au)

Proje Hakkinda

I-skin, electronic bodyness

Kuram

Dulzenleme/enstalasyon fiziksel olani dijital olana,
degiskenlik vektorl Uzerinden baglamay! dnere-
rek, hem alg ile ilgili olan sorularin altini gizi-
yor,hem de bireysel elektronik alanin yeni bir su-
numu ve uzantisi olarak kendini gosteriyor.

I-Skin Projesi insan viicudunun, elektronik alana
gocl olarak tanimlanabilir. lletisim ve bilgisayar
teknolojisinden olusan bu elektronik alan, vicu-
dun, giyinmenin ve mimarinin hibrid uzantisi. Bu
Uc kabugun tek bir teshire déntUsmesi karmasik
tanitma ve fiziksel temellerden ¢ok, zihinsel ve
kavramsal temellere dayanan kodlarin sunumunu
igeriyor. Davraniglarin ve bilgilendirmenin - bilgi -
formuna doénismesi gorsel iletisim ve tanimlama
kodlarn olan -imaj'a- dayaniyor; kodlarin bireysel
olarak tanimlanmasi ve sosyal olarak sunulmasi -
kimlik- ; stiregsel/islemsel distiinme ve program-
lama -etkilesim- , sekillerin ve igaretlerin bilgi yg-
pilarindan yola ¢ikarak kodlanmasi -bilgi.

Proje Tanimu:

Avatar

Gunimuzin degiskenleri goguniukla figtratif su-
numlar, basit yer degistirmeler limitli fonksiyonla-
ra ve kodlara sahip olan zayif bilgi iletkenleridir.
Henuz herhangi bir degisken, karmasik kulttrel
ve sosyal tanimlamada ve kisisel tanimlama kod-
larinda iletisim vektori ile birlesmemistir. (Karma
Gergeklik)

Bu nedenle ‘dedisim’, gelecekte insanlarin yeni
duyulan ve zenginlestirdikleri iletisim modlar ile
sanal dlnyalari deneyimlemesini saglayabilecek
bir ara ylzddr. Insan yuzU gibi, ‘dedisim’ de ola-
naklarin ekranidir, bir ara ylzdur. Bu ara yiz; ka-
rakter ve ifadeler acisindan kimligi saklayip, orta-
ya cikartabilecek bir 6zelliktedir; hem koruma
hem de iletisim 6zelliklerine sahip oldugu igin ‘de-
ri’ ile benzer bir konumu da vardir. Figur 1

I- Skin’in Yapisi

Proje her ziyaretciyi karsilayan interaktif bir ensta-
lasyon olarak algilaniyor. Bu karsilama kisi ve
kopyasl arasinda dalgall bir bag benzeri degisken
ile saglaniyor. Ziyaretci, yaratilan kendi degiskeni-
ne eszamanl olarak katilr, interaktif slayt sovu-
nun yapildigi dokunmatik bir ekrandan gorseller
segerek kendine ait degiskeni daha da zenginles-
tirebilir. Degiskene ait esas 6rnek ve ‘figlratif’ tes-
hir (baslangig noktasi), I-skin, kullanicinin sectigi
gorsellere bagli olarak degisir ve Kigisellesir. Segi-
lecek gorsellerin her Ug¢ tanesinden birisi okuna-
maz, siniflandirma kategorileri (viicut, giysi ve mi-
mari) her birisi bir parametreden etkilenir.

1. Vicut: I-skin’in renginden etkilenir. 2. Giysi:
Dokusundan etkilenir. 3. Mimari: Kimlik strecleri-
ni sunuma baglayarak basl basina bir barinak ya-
ratir. Bir I-Skin yaratma streci; kullanicinin kendi-
liginden sectigi imajlarla, I-skin déntsim para-
metreleri arasinda bir bag kurarak degdisken kod-
lannin yaratimasindan olusur. Aslinda gdérseller
ve gorsel kodlarin olusturdugu vektor; zihinsel, al-
gisal ve hissel streglerin 6nculigunde interaktivi-
te ve tanimlama yoluyla bireyleri ya da gruplari ta-
nimlar.

Imaj haritalandirma metodu yeni Grlin serilerinin

endUstriyel Uretim basamagdinda artik siradan bir
asama haline geldi. Bir ‘degisim’ yaratma stireci,
imajlardan olusan bir sunum yapilandirmay ile
bilgi ve gorinim arasindaki bagi tasvir eder: |-
skin, bilgi kabugu. Figtr 2

I-skin'in dogusu kisisel teshir ve bilgi coklugu ola-
rak yapilandinimasindaki dinamik slrece dayanir.
Her bir imaj ‘degisimi’ dénustlrecek bir parga bil-
gidir ve secildigi zaman da bagl olarak ‘degisime’
bagl bir mekan tanimlar.

Kolektif 1-Skin Alani

Her bir I-skin, Kullanicinin ¢ boyutlu elektronik
bir ortamda (kolektif alan da diyebiliriz) belirli (x, v,
z,) uzay koordinatlar Gzerine otomatik olarak yer-
lestirilmesi ile olusturulur. Figlr 4

Farkli alan koordinatlan, kullanici tercihlerinin imaj
indeks kuralina gore ortalama bir degerine karsi-
lik gelir.

I-Skin buttn kullanici tercihlerinin nicelik ve nitelik
tercihlerinden olusur ve mekansallastirma kuralin-
dan genel bir degerlendirmeye déntistr (3D hari-
talandirma).

Daha ¢ok kullanici kendi I-Skin projesini yarattik-
¢a, daha ¢ok kolektif mekan kullanicilarin benzer
tercihler yaptidi yogunluklar ortaya cikartir. Ens-
talasyonun ziyaretcileri kendilerine ait I-skin’lerini
kullanarak bu alan icerisinde yénlerini bulabilirler.
Kolektif alanlar; disardan ve igcerden bakis acilan
sayesinde, ait olmanin sosyal hissiyati ve kisisel
egilimlere dair streci ortaya cikarir.
AvatarArchitecture vicut alani ile zihinsel alanin
hibridizasyonu igin kullanilan bir tanim. Figlras-
yonun soyutlanmasi ile sunum kimliginin birbiri
icinde erimesinden meydana geliyor. AvatarArc-
hitecture ya da dilimizdeki tanimiyla DegisimMi-
marisi, kullanicinin varligina izin veren bir arag ya
da elektronik bir araci olmasinin yani sira, ayni za-
manda bilincin tercimesidir.

Enstalasyon

Enstalasyon ikili iligkileri (i¢ - dis, yer ve gok, yu-
zey ve uzay...) ¢ozme ve tek bir element haline
getirme prensibine dayaniyor. Bilgi teshirinin ge-
lismesi, tek boyutlu kagittan gegisi agiklayan hi-
per yuzeylerden, bilginin ‘n’ boyutlu alana gegme-
si, bunlarin algilanmasi ve etkilesimi... Bitin bu
hiper-ylizeyler ise bilginin programlanmasi ve
mekandaki davranisi olarak aciklaniyor.

Vicut, giysi ve mimari temalarn araciligi ile, 1- Skin
Projesi'nin butinud iletisim ve bilgi teknolojilerinin
mutasyonu dahilinde yeni konseptler ve ayr ayn
degerler sunuyor.
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Kullanmicilarin toplu olarak
giriilebildigi kullanici alam
Collective user space

Dis yapi - kabuk
Outer structure - the skin




About Project

I-skin, electronic bodyness

Abstract:

By proposing an exper 'ia%"‘ic*' "winfjinq ,Jh\’qim' to
digital through the vector of an “avatar”, the ins-
tallation unr_iorlm% the questions rela‘n::g to the
perception, the representation and the extension
of the individual in electronic space.

The I-skin project is a construct on the migration
of the human body into the electronic space of
communication and computation technologies
as a hybrid extension of body, clothing and arc-
hitecture. The programming hese three skins
into one single display includes complex 'C‘O“‘if‘
cation and representation codes based on me

tal and cognitive rather than physical pro\_,esses;,
The programming of behaviors and instructions
into form - InFormation - is based on visual com-
munication and identification code - image ;
individual identification and social representation
codes - identity ; processual thinking and prog-
ramming - interactivity, coding of sign/shapes out
of data structures - information

Project Description:

Avatar

Toda\f'% avatars are mainly figurative representa-
tions, simple bodily tr anspoomon possessing li-
mited funchonahheq limited coding, they are po-
or information transmitters.

Yet, an avatar has the potential to become an in-
corporating vector of communication of the
complex cultural and social identification and
personal expression codes. (Mixed reality) Con-
sequently the avatar is the interface that will in the
future enable people to experiment virtual envi-
ronments through new senses and by extending
the communication modes. Just like the face of a
human, the avatar is a screen of facility, an inter-
face which veils and reveals the identity, the cha-
racter and the expression; it is similar to a skin,
being at the same time a mean of protection and
a mean of communication.

The constitution of the I-skin

The project is conceived as an interactive instal-
lation introducing each visitor to the creation of
such avatar, weaving a link of identification bet-
ween the person and its double. The visitor parti-
cipates in real-time to the creation of its avatar,
enriches it by selecting images from an interacti-
ve slideshow on a touch screen. The ‘archetypal’
and ‘figurative’ display (starting point) of the ava-
tar, the |-skin, is transformed, individualized thro-
ugh each choice of the user of images. The ima-

[=15

=cted coming out of three for the
dable classification categories (body,
Iu bthing and architect ;.M each one influencing
one of the parameters. 1. Body: influences the
g he I-skin 2. Clothing: influences its tex-
ture: sheltering an individual by
linking identification processes to representation.
This method of image mapping has turned into a
common step in industrial production in the de-
velopment and qualification of new product seri-
es. The process of creating an avatar, building a
representation out of images, thus illustrates the
link between information and appearance: |-skin,
an information skin.
Therefore, the generation of an I-skin is based on
a dynamic process building up the I-skin as a
personal display and host of information. Each
image is treated as a piece of information trans-
forming the avatar, and, according to the mo-
ment it is selected, builds successively a space
integrated into the avatar, where it is recorded
thus introducing the parameter of time.
The collective space of the I-skins
-ach I-skin created by a user is automatically pla-
ced on a specific space coordinate (x.y,z) in a
three-dimensional electronic environment, the
The different space coordinates correspond to
the average value of users choices calculated ac-
cording to the image indexing principle, the thre-
e classification axis; (body - clothing - architectu-
re). The ‘I-skin’ thus constitutes a qualification
and quantification of all the user choices, beco-
ming a general evaluation (3D mapping) through
the spatialization principle.
The more users create their i’skins the more the
collective space reveals densities where users
made similar choices. The visitors of the installa-
tion can navigate through this space using there
own |-skin where the various stages of the navi-
gation system. The collective space reveals, thro-
ugh the external and internal visions, the proces-
ses of personal affection and social sense of be-
longing.
This AvatarArchitecture is the expression of the
hybridization of body space and mind space, fu-
sing(kaynastirmak) abstraction with figuration
identity with representation. AvatarArchitecture is
either a device allowing the presence of the user,
its extension in the electronic medium but also
the translation of self-consciousness.
the installation:
The installation is based on the construct dissol-
ving the dichotomatic relations (like inside-outsi-
de, ground and sky...) between surface and spa-
ce, by fusing these binaries into one single ele-
ment. Enhanced to information displays, the
hyper-surfaces describe the passage from the bi-
dimensional sheet, the surface, to the n-dimen-
sional space of information - its perception and
interaction. So these hypersurfaces can be defi-
ned as the programming of information and be-
haviors in space.
Through the themes of the body, clothing and
architecture, the entirety of the I-skin project
plays with the possibilities that new communica-
tion and information technologies offer in the mu-
tation of these concepts and their respective va-
lue.
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Gergeklestirilmis araca dair
fotograflar
Photos of the realized instrument




