0/Introduction

“The `Real-Time City´, in which systems can be monitored and reacted to instantaneously has arrived.” It is this quote from Anthony M. Townsend that gives this paper its title, as it describes a massive change the system “city” underwent with the development of modern telecommunication. The internet and mobile communication lead to a decentralization of social processes. The importance of location is diminished. Spatial concepts that had established themselves during the era of industrialization become invalid with new forms of communication. Non-permanence and constant availability make new agendas possible and create the rites of the 21st century.

This development is yet beginning. Mobile phones functioned as teasers that made the introduction of new technologies possible. Via “Location Based Services”, “Local Awareness” and “Ubiquity”, three terms the telecommunication’s industry hopes to turn into killer-applications, small mobile gadgets will tie us up in a universal and omnipresent virtual web. “Personalizing” will protect us from spam, will let only interesting information reach us, but will also offer data from and about us to the public. We will launch “Mobile Agents” that will weed out other people’s interests and subject-oriented data-bases will upgrade this data for us. This technology allows the personal environment to have a higher level of consciousness. Face to face communication will be replaced by forms of communication that connect the individual with the masses, with buildings etc. There is a source for every wish, always at the right time. The processes of gaining information are no longer separated by distance in time and space. Data will be given, processed and received in “Real Time”. 

But what happens to the city as grown and built structure if mobile phones fill the gap between virtual and physical space? Is there a built equivalent of the “City of Bits”? Can buildings deal with the acceleration happening in communication? Can an architect respond to the current changes? There is no doubt that progress in mobile communication has affected social structures and that these changes again are linked with spatial changes. Therefore architects and city-planners must start dealing with this topic intensively in order to keep ICT-technicians from doing the design.


With this paper I want to prepare the topic of architecture and telecommunication for architects. In the first chapter I am going to describe the basis of mobile communication, the form in which data can be sent and the interfaces that mediate between reality and virtuality. The second chapter deals with the possibility of linking all this data. I am going to look especially at those social nets that have formed themselves apart from existing social structures even spatially. Chapter three deals with the distribution of data in urban space, with the “spatialisation” of communication and with the mixture of real and virtual space. Thus I will produce architecturally and urbanistically relevant premises which following a sketch will lead to a possible application. My aim as an architect is here to operate with the innovations in technology and to bring topical issues into architecture. I consider this important because – as history shows us – technological innovations have always caused big changes that again also changed the course of architecture itself. 

1/Mobile Extension into the Virtual

Devices that expand man into virtual data-space

Not long ago the world has been mesmerized by both the speed and the fact of the globalization of the internet, now it fails to see the emergence of an in no way less radical technology. And that is because the mobile phone is all too similar in its use to a normal telephone. Even the term “phone” prevents a distinguished view on this phenomenon. New features such as cameras, sms, etc are only a small and not very spectacular part of all options possible.


In fact the speed that the spread of portable tools of communications gained turned out to be much faster than that of the internet, a new record so to say. On the other hand these tools represent much more than a means for transmitting speech in a spatially independent way. If you research on a technical level a system for the transmission of data is seen. The transmission of phonetic data is only a small part. In sum you have a gigantic mobile web the knots of which are in constant movement. To phone around the world could no longer mean to be able reach all places on this earth from one place but to travel around the world using your phone constantly i.e. exchanging data. A phone becomes a “human interface device” that provides constant connection to a virtual data-space. 

Phone?

The gadgets I am talking about are tools for communicating and both transporting and processing data. They are manipulators and generators, input, output and remote control. In general they are way more than wireless speech-transmitters. Humans obviously need a semantic crutch to understand new things. Terms play an important role in accepting and perceiving them. “Horseless carriage” stresses the lack of horses in front of a vehicle, the LP could play longer than any other player before, the compact disc was more compact than the LP. “wireless” again stresses the lack of a wire, which if you are aware that these tools are linked to a satellite is a very trivial aspect. Rarely these terms describe the social implications they initiate.

The terms mobile phone or “Mobiltelefon” in German are misunderstandings. They describe a technology in respect to the previous technology but say nothing about their possibilities and nature. In German the term “Handy” is now in use and one could consider it a borrowing. Although this terms is falsely derived from the word hand, the practical aspect the correct English meaning transports is interesting here. I think that this term should be used in English speaking countries immediately. His genealogy might be embarrassing, but the practicality it denounces enables it to describe and define the tool mobile phone in a much better way. It does not restrict its function to mere phonetic use that is only a small part of what these little computers are able to do as I will show later. At least since the transmission became digital the term phone is not applicable any more.


The term “Cellular Phone” which is mainly used in North-America goes back to use of the technology of cells – the so called “Access Points” (APs). This term transports the thought of the network imminent in the system. The mobile appliances which are the smallest unit connect to the Access Points of the local area. The APs are connected with the provider in order to make overlapping exchange of information possible. The provider establishes the connection to other both foreign and domestic providers, he links the mobile appliance to the internet which again ties it up in a worldwide net. By measuring the power of the signal of the appliance one gets data about its position. By activating the appliance it is therefore connected to a global net and its virtual status is positioned. This crossing of wireless and information about the position is called “Local Awareness”. Which is the first requirement for an extended use of telecommunication in urban space.


 A mobile phone therefore should not only bee seen as a development of a normal phone but as a tool to integrate humans into virtual data-space. With the extended use of this linking potential one can even speak of the “mobile phone as umbilical cord”

Connectivity

“The mobile phone promises to do for the internet what the telephone did to the telegraph”

According to DoCoMo, the leading and probably most innovative multinational provider of cellular phone networks the processing of non-phonetic data will play an important role in the future of telecommunication. The technology of the third generation of cellular phones which is in use already (e.g. FOMA or UMTS) makes high rates of transmission possible and thus allows video transmission in real time. But even more important - it makes increased data-traffic possible, and that not only on demand but all the time (ubiquity). Being online constantly means constant exchange, mobile knots are added to the World Wide Web. Therefore a mobile phone does not only render speech possible, but also a form of communication with a virtual surrounding.


Besides the developments of this technology tendencies exits to link physical objects virtually. Computers tend to get smaller and can be implanted in all sort of objects. What is done by a barcode today could be done by the “Passive Tag” in the future. Tiny coils inlaid in  conductive ink carry binary information. If the tag gets near to the magnetic field of a phone for example the coil generates electricity in order to send information. Objects become “Ping-able” and answer: “Hello, I’m a red shower-curtain.” In the range of cubic millimeters there is “Smart Dust”. Mobile sensors are brought into water or air in order to collect data about the state of the surroundings.

Besides worries about harming the right to protect private data the future seems to enable a higher level of consciousness of complex surroundings. Technology becomes invisible, objects become real both physically and virtually and can therefore be used informatively. Or as Howard Rheingold put it in Smart Mobs: “Pervasive media bring the power of surveillance together with the powers of communication and computation”. Now Mobile appliances link the user with these transmitters of information, they put him right into the net of communication between man and man, man and machine, man and air, the universe and all the rest.

“Blinkenlights”, a project by the Chaos Computer Club shows that scale is not important any more. In September 2002 the tower T2 of the Bibliothèque nationale de France was made into a gigantic interactive display. Users of mobile phones made the tower’s face their own creating it anew by using sms and mms. People from all over the world influenced the messages shown in Paris and were at the same time independent from the position of the transmitter. Although this application does hardly exceed the sensation of the unusual it does show how simple a communicative link between architecture and telecommunication can be. Architecture then has the role of the medium that mediates between public and virtuality. No matter how topical Perrault’s library may be, it is still useful for the display of pixel-pictures. 


In future the linking between diverse entities will be possible, as we have seen. Physical objects will be (mouse-)click-able and will provide virtual information. The question that arises automatically its the problem of utility and effectiveness, useful- and uselessness. 

Personalization

The average internet user gets his information unfiltered. The only filter is the wording of his personal search-request in the browser. The browser provides him with a load of data, the majority of which is useless. So the user has to use his own trial and error-filter, which is quite strenuous, in order to get to information that is useful for him in a still rarely efficient way. The hypertext with associated content-patterns Ted Nelson was demanding was counteracted by a hierarchic net-structure. Getting information is a badly organized adventure. 


If the sum of available information increases and the mobile appliance links up to all possible data-bases, people and objects, the only reason why it should not link up is the question whether or not it is useful to the user personally. It does not make sense to constantly receive data that is in no contextual connection to the personal needs of the user. That’s why spam-filters were made. That’s why Google lists all found results by the total number of their links. On the whole these systems are quite clumsy as they cannot consider personal preferences. Google does consider those results most useful for the majority of users that have the most links. But this is completely irrelevant for me if I do not consider myself part of the mainstream.


That’s why there will soon be a demand for solutions that personalize services and act according to specific context (“profile driven service providing”, “context aware computing”). A mobile phone will become a personal assistant that knows about the user, his position or location and state. The more exact the profile the more useful the received information will be. If the phone knows about the location for example (local awareness) it can search for useful location based information. (Location based service). If you add additional preferences such as choice of cuisine your phone linking all data with its search will find a suitable restaurant without demanding an additional search. The complexity of this profile-option can be raised at will and starts getting really intelligent once the user starts a statistical matching with data of other people (see below).


Identification with your phone can be raised if you use personalized ringing tones and background pictures. By personalizing your manner of communication trust in received information can be heightened. A mobile phone can be seen more and more as an extension of the body and that probably more in a virtual than a physical sense. 

“My Browser”, winning project of the “6th International Browser-Day” described the fictitious existence of a browser that accompanies his user throughout his whole life and that grows with him. He knows all needs of his owner, is his memory and legacy to his ancestors. The browser is intelligent and is thus able to perceive needs and wishes in the acts of his user and to act and serve him accordingly. The description of the browser’s behavior in this project shows the direction that should be chosen for the personalization or profiling of the mobile appliances. Thus they will become tools that can serve as interfaces in the navigation and communication in virtual space.

Interface

Machines communicate with machines, people with people. That is the ideal. Where different systems or languages are used you need a suitable translation. At the borderline of virtual and physical space the question of  intersection arises. The mouse, the most common used HID (human device interface) translates movement into digital data-patterns. The graphic-card of your personal computer again makes them understandable for the system of co-ordinates of your pixel-raster. The mobile phone interprets data from digital space as an image, text or sound. In order to create new possibilities for an advanced integration of the virtual into the real one has to take alternative and new opportunities into consideration.


Hiroshi Ishi, member of the “Tangible Media Group” at the Institute of Media Arts and Sciences of the MIT Media Laboratory Cambridge, works with interfaces that relate to al human senses. His “tangible bits” understand themselves as smooth transition between man, physical environment and digital information, a transition that can manipulate bits and makes them perceivable. The project “inTouch”, an interface that consists of three wooden cylinders, transmits movements via the WWW. Thus a form of communication is established that does not need image and text, mouse and key-board, but that transmits different states such as pressure, speed, rhythm on a haptic level. As all parts are synchronizes it seems as if all users act at the same object. And in fact it is no longer tangible locally, it is a state and not an object. The transition to all the users is seamless.


Similar projects are “Ambient Orb” and “Bump”. Ambient Orb is a ball-shaped object that describes the state the stock-market is in by changes of color and hue. 


Bump, a project that won a prize at the Ars Electronica 2001, understands itself as tactile interface against the absence of bodies in the net-worlds. In both Linz and Budapest a 1,5 m x15 m catwalk was built in a public space. If a person enters the catwalk its weight triggers an impulse that was transmitted into the other city. There a pneumatic cylinder would lift the corresponding plank. Urban inventory becomes the connecting point between two places. The user enters both cities at the same time.


These examples show that ubiquity does not spare trivial physical objects. Absolutely everything can be an interface, and naturally architecture, even trivial one, can be an interface, too. Therefore we have to assess everyday functions and add new ones, we have to make the house fit for media and more communicative. A window for example does not have to enable us to look through it but can also complement real information (which needs not be the opposite) with virtual information (Augmented Reality).

Ready to Rumble

The mobile phone has enormous potential. Parts oft the theoretical fundamentals could have been realized long ago. So, why wait? In principal there are absolutely no restrictions regarding constant data-traffic since the third generation of cellular phone networks. Cellular phone network-companies languish for those killer-applications that should lead telecommunication to new heights. Nevertheless applications that go beyond normal phone use do hardly succeed. And the reason for that are simple. Availability is the big thing. In order to guarantee availability networks of access points have to be built and to finance them companies need the broad masses. The industry of cellular phone networks depends on the masses, and masses are by definition lazy and inert and not fit for radically new applications. And one must also say that those developing and managing do not care to put a lot of creativity in their work. Short Message Service in the beginnings was thought to be a side-product for the messaging-function of incoming voicemails. The user then discovered SMS and now 186 billion SMS a year are sent only in western Europe. Thus a completely new culture of communication was developed, and that mainly by juveniles.


This phenomenon is quite well known. Young people are quicker in discovering and using new technologies. That is why they form the target group for establishing new products. They are the engine of innovation because they are curious and adapt easily  which enables them to see the potential of new offers which they then start to use immediately. Mobile phones gave them a new form of self-determination not known before. It guaranteed privacy. For the first time young people consolidated as a self-governing group just by being able to communicate constantly. Afghans in Pakistan were shocked how easy it was for Muslim youngsters (for whom it was forbidden to meet in privacy) to establish virtual relationships with people via mobile phone. The lifestyle the providers want to stress plays an important role here. Commercials guide the product’s perception and transforms their use. Lifestyle is used to make a new technology successful. 


If we look at Japan we can see the near future. As for the high density and the always present danger of earthquakes mobile phone are a real alternative no telephones. The potential of mobility and the decentralization it brings was seen and used very soon. Young people and lifestyle-junkies rushed at this new technology, according to the motto “Spatial freedom of a mobile lifestyle”. Under these circumstances DoCoMo found the ideal basis for developing various offers that turned out to be landmarks. “I-Mode” brought content from the World Wide Web onto the display of the mobile phone. Various other providers guaranteed topicality and usability. They are provided with information about the spatial position of the user via “I-Area” and can give locally relevant information. Thus mobile phones become real-time-navigational instruments in the vast and opaque web of streets in Tokyo. They provide data about crowds and this data is used to regulate the capacity of the underground trains.


 In general Tokyo’s municipality puts a lot of hope in mobile technology. Decentralization of social patterns managed to solve the harshly criticized problem of long distances. Boundless communication is the key to a complete separation of activities from the places of their designation. That is why broadband internet is available quite cheap and mobile applications are promoted. 


The technical fundamentals have long been here. Now it is time to find applications that acquaint the user with the new possibilities. The industry is very grateful as it can hope for great dividends in the foretold M-Commerce market. It is clear that these applications will come. The question is: who will bring them? And as these new appliances will influence the way we live also architects should feel responsible for doing research and coming up with ideas in this field. No way the design of our future shall lie in the hands of IT- and telecommunication-technicians. The crops are there, it is time to harvest.

2/Linked; LOG.

Data-bases, User-directories, subject-oriented data-flow

In the last chapter I have talked about the different forms of connecting points between real and virtual space. I have shown the places where data can be and in which form data appears. This chapter is dedicated to the linking and overall usability of data, usability being absolutely necessary for an extended function(-ing) of telecommunication. 


“Cooperation is integral to the highest expression of human civilization.” Forming a group consolidates, it focuses resources and raises the performance of everybody. Advances in civilization always went hand in hand with the formation and linking of groups. The diverse developments in programming and telecommunication of the last decades such as cellular phone networks, multimedia, internet etc. will multiply each other in their usability. The propelling forces hereby are the laws Moore: “Processors will get cheaper proportionally the more their performance increases”, Metcalfe: “The usable force of a network increases exponentially to the number of its knots” and Reed: “The usability of nets, especially social nets, increases exponentially to their size” have formulated. This means that by tying up knots into a network and combining them with knots of physical objects we could enhance the performance and the usefulness of the net. Therefore we should try to melt the already stated possibilities to produce data and the interfaces into a seamless network. One has to combine the potential of telecommunication with the power of the World Wide Web and other sources. The single mobile knot has to profit from the total sum of knots and from the connections the numbers of which he knows alone. 


In detail I envision that users of mobile phones put contextualized data into the net and that this data is available at all times. If you link the sum of this data to the corresponding profiles and compare them (collaborative filtering) one should be able to draw conclusions regarding the personal needs of every user.

Learning from Amazon

In principle Amazon is a mail-order house. If you compare it normal shopping what is missing is the dawdling from shop-window to shop-window, from offer to offer. The entertainment factor is missing. In order to compensate for this lack Amazon uses a very clever system of recommendations. If you use Amazon for the first time a profile is set up and from that point on every search and every purchase is listed in a protocol and related to the profile. In comparing several similar profiles recommendations are generated that fit the interest of the several users. The more often you enter the Amazon site the better the result will be. In addition Amazon thought up an evaluation system, an improvement of their system. This evaluation system allows judgement regarding the quality of the things seen or purchased. The possibility to write or read small reviews makes Amazon a comfortable and successful information system. In shops in the real world you depend on the availability of the product, if it is not in the shelf, i.e. offline, it does not exits. If the product is present or not is irrelevant for Amazon. Virtual existence is omnipresent, physical presence has no meaning at all. In a shop you depend an to competence of the shop assistant to some extend. His suggestions and recommendations are subjective interpretations of the customer’s wishes. With Amazon there are clear rules to recommendations. Nobody has to depend on the moods of an employee, suggestions are given on the basis of strictly statistical evidence. 


What is so special about this is the absence of being trapped by tautologies. You are not recommended to purchase books you already bought for instance. Each search ends with the surplus value of the yet unknown but relevant. That is why Amazon can meet and even generate wishes and desires. Not the products you are interested in are offered but products you should be interested in. 


Epinions, another online store, goes that far as to pay the most highly esteemed writers of reviews. Their opinions on certain products are evaluated by the users, and this evaluation leads to the rating of the amount paid. The most sensible judgements are listed first so that the user can judge the product himself in an efficient and quick way. In fact there are people that make a living by evaluating products that Epinions offers.


What is important here is that the system is self-sufficient and that the subject is no longer important. It is absolutely irrelevant who judges the offers, what he does, where he lives etc. Only the reviews and their context and content are important. 

If this is applied to urban space it would mean that communication is possible without personal relationships. People can profit from collective knowledge without having any personal contact. With this in mind I state to hypotheses:

1. People do not have to know each other in order to communicate.

2. There is a shift in the social hierarchy of communication.

These hypotheses were also illustrated by the interactive installation “HelloMrPresident” at the World Economic Forum’s Conference in Davos 2001. At a slope opposite the hotel that the conference was held in messages were projected via laser. These messages could be written and send via SMS or World Wide Web. Besides the fact that messages came from countries all over the world what made this installation unique was the intrusion into a process of communication that is usually kept behind closed doors. People of all classes and groups, people that normally cannot even come close to a politician got the opportunity to aim their wishes and demands at the attendants of the conference (as long as they had access to a mobile phone or the World Wide Web).


Another application that that makes anonymous data-traffic possible, this time in a spatial context, is the Japanese “LoveGety”.

LoveGety is a small key-pendant that stores personal information and compares them to the information of other LoveGetys in the area. The aim of this application is to find a partner in the anonymous mass of people that can become quite big in Japan.. If the LoveGety finds a suitable partner in the vicinity it starts to ring or blink and thus gets your attention. As Japanese people are used to efficiency and discretion these suit them fine because they do no longer  have to spend time searching for a possible partner to talk or make love to. At the same time there is proof and confirmation that the partner involved is also interested in communicating. Without leaving anonymity one gets information about the surroundings. This example shows in detail how spatial location, personalization, collaborative filtering and local awareness can be connected, even if it does so oly to some extent. 

Ubiqity

The analogous equivalent to LoveGety is the toilet of the porn-cinema “Bahnhof Nonstop” in Graz, for example. The toilet’s walls function as platform of communication for certain people who are looking for other people with similar interests. One finds frank offers, requests, suggestions. By now every blank space has been covered and the walls tell stories of many years. The information’s topicality can be seen by the extent the text is bleached or still readable. Being similar to the Usenet in his manner these messages differ from LoveGety by the a-synchronicity of communication. Communication is interrupted and does not correspond with the idea of real time. This implies that the wish and its eventual fulfillment may diverge as to time. At the moment a potential sex-partner calls the given number the receiver may be out with his family or the call may not be desired for other reasons. This shows that the simultaneity of communication is very important. 


LoveGety has got the advantage that nobody needs to communicate actively all the time. The appliance communicates, constantly. Ubiquity and personalization enable the user to receive information when it is fresh and topical. That is what is new. 


As soon as September 1982 various artists lead by Robert Adrian X tried to use the existing systems of telecommunication in order to achieve permanent exchange by creating a global net. “Die Welt in 24 Stunden” connected several artists all over the world (by fax, telephone, slow-scan-television and one I.P. sharp terminal). All these artists, among them Roy Ascott and Thomas Bayrle, knew about the potential of simultaneity (real time) of a medium. Roy Ascott’s contribution for example wanted to create some sort of group-consciousness of planetary dimensions by using this network. This could be realized by spatially independent real time connections.

So it makes a difference whether there is ubiquity or not. Up to now urban communication is similar to the communication in the toilet of the porn-cinema. In face to face conversations are phone talks (In order to call somebody you have to know his number or his address) information is exchanged. This information remains unused until it is again exchanged in a later conversation. With ubiquity real time communication is guaranteed, which can also happen passively, as the example of LoveGety shows, by means of the use of intelligent mobile agents. Thereby an enormous collective memory is formed to which every individual has access.

The need for contribution

The music-channel VIVA+ ha to struggle with severe losses in earnings in the year 2000. The market was saturated with MTV and VIVA and the production costs were to high. VIVA+ plus then introduced an online communication system that was programming completely self-sufficiently. The advantages this system brings are minimal costs for maintenance and constant topicality. 


Primarily the system offers a contingent of music videos the list of which scrolls over the lower part of the TV-screen constantly. If you send an SMS to the given number you can state your whish, writing a small message and the video’s number. The program used ranks the video-clips according to the number of income requests and plays the video that came out first. Below the clip you can read the messages sent. Counting the number of requests happens in real time and can be followed on the TV-screen. So the program of he show is generated permanently by the viewers sitting in front of their TV-sets at the same time, having a program director is not necessary. Maximum topicality and identification of an active target group is achieved. . By televising the sent messages a social group is formed that are connected by TV, lifestyle and simultaneity. VIVA+ is no longer a one-way video lecture but a means of communication for an active youth culture. The option of participation offers the possibility to feel being a part of this group. The mobile phone is the key to this contributing. 

The topic of contribution is relevant for all linked systems. LoveGety exists on the assumption that you can find other people using the system. Amazon and Epinions would be less successful if people that like to voice their opinions just would not exits. Peer2peer systems were thought to be of no future because they were thought to be subjected to a social dilemma. You do not have to contribute in order to profit.


Social dilemmas do not come up in respect to digital networks, they are in fact ubiquitous. In the USA for example sharing a bill is common usage. So – should you eat a lot and expensive food, as all the others are going to share the consequences, or should you be modest in order to treat your own wallet gently? And what if the others take advantage of this situation and eat a lot themselves, and you yourself end up paying a lot food other people ate? A classic dilemma. Similar scenarios would be the US-chief-witness system , pollution, etc. 


As described above anonymous contribution is an interesting phenomenon  of digital networks. This anonymous contribution now can mean that contribution again only happens singularly so that the collective doe not profit, which would subvert the whole idea and render it absurd. So how do you avoid this social dilemma? There are examples that show that a collapse of these systems is not very likely. Wikipedia (a still growing  online-encyclopedia formed by he contributions of the users) in its 30th month now shows 166.431 entries, Usenet is still alive and kicking and P”P systems threaten the music-, film-, and software-industries more than ever. The sociologist Bernardo Hubman explains this phenomenon with he “Power Law”-theory. His research of the patterns of the World Wide Web shows a hidden regularity, the “Power Law”-distribution. This theory is applicable to various phenomena and thus useful for making predictions. To put it in a nutshell this law says that there are a lot of sites with little content and few sites with a lot of content. This is also the case with links inside the net. Only a few sites get most of the links and the majority of sites is hardly or not at all linked. The same can be observed in respect to contributing. A network with ascertain number of participants shows a majority of people that contribute little or not at all (- they only receive) whereas on the other hand there is a small part of the group that guarantees the input. (Similar to the distribution of the impact of earthquakes, there are a lot of small ones and few big and fatal ones.) One can assume that various needs exits that eventually lead to contributing. Similar to the Speakers Corner electronic networks offer opportunities to communicate with a group. And it is exactly this anonymity that forms the prerequisites for communication. Sometimes people are attracted by the opportunity to give personal information. But in fact it is irrelevant if the content given is being praised or condemned. That is why you can find all sorts of people, exhibitionists, flamers, spammers, antagonists, etc.

The ways and opportunities to contribute are countless, but their is no guarantee for their quality. The “Power Law”-distribution may guarantee contribution, but keeping the content reliable and sensible is yet an unsolved problem.

Space-bound linking

On20th January 2001 Joseph Estrada, then president of the Philippines became the first statesman to be overthrown with the help of mobile phones. On four days in a row more than one million citizens formed a gigantic demonstration organized by SMS. The message “Go 2EDSA, Wear black” spread like a wildfire and caused a change of government in the end. 


Mobile networks have to potential to direct an anonymous mass. (In Austria this phenomenon is known from the demonstrations against the government that was in power in 2000, in which SMS was used by the mob to pass the police barricades.) Each individual here functions as sender and receiver, he is a knot in a giant mobile network. The systematic imminent to the World Wide Web is brought into reality via telecommunication. As the user does not depend on spatial circumstances and as he is mobile he can act spontaneously (Ad hoc). This spontaneity in combination with the speed the medium brings about an enormous potential is revealed. Now it is possible to transmit information at the exact moment when they is topical still. Ad hoc journalism transports the event at the moment it happens. It is archived at the exact moment it happens, so to say. Communication happens in time, not in space.


 What is special about this is that information even reaches persons we do not know. Although everybody is anonymous in a big group the mobile network guarantees leaderless self-government. Masses in urban space cannot be organized by mouth to ear propaganda, that would be much to slow and full of mistakes. By using SMS the necessary speed is guaranteed and the size of the crowd that has to be organized is no longer relevant as can be seen in the Estrada-example. This also means that our idea of organization regarding time and space has to be reconsidered and redefined. The system city has gained in complexity with the decentralization of everyday life, the speed and spontaneity of telecommunication. That is why it is not predictable once again. 


So we were unable to predict the development of “Flash Mobs”. Suddenly a mass of people appears out of nowhere in order to commit rather senseless acts and disappear afterwards. The organization of this group is done via SMS or E-mail. There is no hierarchy to this concept, the participants do not know each other. The connecting link is the mobile phone, it ties them together. As flash mobs are spontaneous and do not fulfill any   purpose they question spatial configuration. A flash mob usually takes place at locations the spatial structure of which does not suit large groups. Irritation comes up as the typological purpose of the building or room is not accepted. The meeting points vary, every building or room is suitable. By being tied together by a mobile network the mob manages to penetrate spatial and architectural configurations and still remains a unit, like a gelatinous mass. That this has got to have consequences for the course architecture takes is clear, functionalism at least becomes obsolete.

3/Urban space as mediator

the faces, the territory, the effect

The development of media in urban space as we know it originated in the times of industrialization. It was then that measurement of people started in order to investigate their maximum potential and to use him effectively. Different concepts regarding the most lucrative use of human working power arose(Behaviorism and Taylorism). During these attempts to optimize collective work schedules were regulated and standardized and for the first time there was something we now know as spare time. For survival reasons people fled the land and moved to the cities where the phenomenon of the mass formed for the first time and where the working people due to the need for regeneration had to do something with their spare time, or had to be guided to do so as far as the way they spent their spar time is concerned. Out of a vacuum the desire to have organized entertainment arose. New forms of entertainment came into being which went hand in hand with the development of the first steps of cinematography (laterna magica, diorama, panorama, phantasmagoria etc.).


There is a close mutual connection between this development and the development of mass-culture which is mainly due to the rise of industrialization. In the new urban surroundings of anonymity spectacle gains in importance, entertainment and amusement finds a new class. This new audience hat to get accustomed with leaps in time and space that were caused by the railway traffic, telegraphs, industrial revolution and an overflow of visual information. 


This also brought about economic interests to guide the attention of the masses, to steer and control it. 

Medialized space

Already Sigmund Freud reported in 1907 that he observed how a mass of people was entertained by projections onto a screen fixed to a wall at the Piazza Colonna in Rome. The usual aim to present was extended with pictures of foreign landscapes, glaciers, indigenous people of foreign countries etc. Although Freud was more interested in the beauty of the Italian piazza he felt a constant inner urge to look at the screen, even if it showed repetitions.  It occurred to him that this event influenced the communication of all the people in the square. The screen became the dominating element, architecture was  of secondary importance. Jonathan Crary writes: “Instead of motivating the in inhabitants to walk around this modern urban arena demands a relatively stationary viewer. The dematerialization of architectural walls into screens refers to the reversibility of what was once a fixture inside urban structures.” The screen thus destroys the classical term of face in order to heighten the viewer’s attention. The viewer enters a dialogue with the shown and isolated himself from the mass and gets into a state of autonomy and privacy. Modernity’s project tp dissolve space has begun. 

Medializing urban spaces has lead to an enormous acceleration of the processes of change brought about by pictures. Media literacy demands us to design media elements anew constantly in order to prevent the intended stimulus to fade or lose in impact. The reflex to orient oneself is an atavistic mechanism of survival. Automatically we react to fast movements. With that in mind images are generated that are quick and get redefined all the time. This causes an constantly changing view of the city. The technology used has always been decisive for these changes. Once it were mainly mechanical objects that tried to get people’s attention, but at the beginning of the 2oth century more and more light was used as a means. Blinking neon-signs or hundred of colored light-bulbs that flashed rhythmically coined the known images of the big cities. Today these techniques are replaced by pixel screens, what leads to a more dynamic and flexible flood of images. The change of urban space happens within 1/25th of a second (PAL system) or in the U.S. and Japan even in 1/30th of a second. 


This is the core attraction of places like Times Square or Shibuya (Tokyo) They contain high “activating potential”, i-e. the force the user of urban space to be active.

The media elements of urban space function as signs, they are advertisements which having the form of shattered splinters do not refer to any clear offer. The free themselves from the building. They orient themselves in public space and function as communicators of all relevant information for messages the initiator of which does not necessarily have to be present. They are part of a group of carriers of information that apart from urban space can also be conveyed by other carriers such as leaflets, inserts, web-pages etc. The whole spectrum of media-presence is guaranteed, from opening to a virtual dimension to  three-dimensional picture-walls. 


As the signs free themselves from the building the face turns into a self-governing element the vis-a-vis of which becomes the architectural volume that attends to the function. These media-faces to not clothe the buildings, but they refer to the free public space, to the things going on in front of the building. They form the buildings cover and are turned towards it to the biggest possible extent. This fact condenses in analogous relation to the growing number of visitors. It is fair to assume that he face transforms in relation to its public.) In living areas that are less densely populated it serves the inhabitant. In more frequently visited areas the inhabitants form the majority in comparison to the people behind the faces. This is why the cover has to face them as well for economical reasons. A strong crossing of publicity and rise in information becomes evident.


The cognitive map of each visitor is no longer impressed by artifacts of architecture alone, more and more the mixed state of physical and virtual space takes over. The perception of the real space becomes more difficult as these media images are exchangeable and tangible. 


The face set free as sum of all its media controls urban space. It fulfills its function as far as the building of a city is concerned only to the extent this function serves the economical interests of its orderers. The urban characteristics this produces are mere by-products. Architecture as sum of all arts turns into building to serve minimal purposes. its function of representation has been taken and given to information- and advertisement-designers. In his book Tokyo Superdichte Wolfgang Koebl writes: The vanishing of the building frees the face of its existence as view of a spatial body and forces it into an independent existence,” and “To melt the face which is getting freer, lighter and thus faster once again with a physical body limits the options of desperate attempts to save architecture. The tangible presence of content and function is still indispensable (in spite of virtual reality) but the perceivable appearance of the super-dense city has long been transferred to those who work electronically. Architecture as it is normally understood had to fail as for this  head start.”

By now media elements are an integral part of places like Shibuya, Shinjuku, Times Square, Picadilly Circus, Las Vegas etc. On the contrary was the installation of media elements on newly built buildings demanded by New York’s former mayor Rudolph Giuliani. They coin the corporate identity of these spaces and get institutionalized. According to Christian Mikunda Orte these staged urban spaces are places of event-marketing or urban entertainment center. They are seen as a whole and transport the message of entertainment and shopping as adventure. But who controls the processes that determine urban space?

Sponsored by

Even in1907 Freud’s example showed the crossing of attention and advertisement. By now media elements have conquered the centers of global cities. Public places are commercialized carriers of ads of regional or international companies. Besides the increase in digital ads an increase in number and size of these elements can be observed. Space is textured by logos and product placement, similar to a quilt. And this development will not stop. The prizes of real estate are to high in the center of towns. A building can only be financed it it is profitable to the greatest extent possible. The use of the building is only one part of commercializing the object, the other part is taken by the face. The separation of building and face also brings about a separation of the content from the transported information. The surface is can be used by other firms. Public space is thus exploited by branding and brandscaping. The image of urban space is used by companies in order to place their products. They profit from an image they themselves have created. Experiencing urban space is meant to become experiencing brands.

International groups like to position themselves at hot spots such as Times Square, Picadilly Circus or Shibuya. The messages these places transport are multiplied by the prominence of these places and are thus sent into the world. The tourist taking a picture, web-cams, TV-footage, they all guarantee for the spread of this image without getting paid for their trustworthy and permanent work and they do so in the context of the appealingly virulent and vital urban space. Local color is not important anymore, what is happening is a international battle of branding, in which the advertising space of New York fights against that of Tokyo. 

The medialized urban space is wrapped in consuming, and consuming is the only constant determining factor of such spaces. These are urban entertainment center that direct the city’s user. Spectacle according to Guy Debord is perfect. 

The communication of advertising space is one-directional. It wants to create needs and not assimilate them, therefore no reflexivity or recursion exists. Ads that help you to orient yourself in space are a thing of the past. Media elements are used to form the viewer, to guide him and to lead his perception of the products. It is impossible for the city’s user to flee the spectacle. The images are omnipresent, the brain-wash is perfect. Having to process the same information several times leads to loss of the ability to criticize. You believe what you see, at least if you see it all the time. Your trust in a company is heightened if their logo is processed a lot of time. Of course the global players know about these mechanisms. That is why they soil the world with their logos and pocket all locations and all media. All the individual can do is withdraw or consolidate with the help of a collective. The latter is enabled by telecommunication, as I will show below.

Mixed Reality

“Now there is so much information that the buildings start vanishing (as in the tropical forest of Borobudur), forms and functions disappear, architecture reduces itself to a scaffold for surfaces (for users and information). The fronts have been exchanged: now information processes architecture, information determines the way things are done: acceleration of architecture.”

The architects Pederson&Fox reacted to the instruction by mayor Giuliani with their “Lehman Brothers Building” on Times Square and installed a media face at the height of the lower floors. This face is linked with online weather-, news- and stock-market-services. The faces uses this data and reacts to their qualities. It changes according to the latest developments at the stock-markets for example. 


The building becomes a sensor of global qualities. its look is no longer determined by the architect alone but by the exiting regulations to interpret the used information. Planning does not refer to a final state but follows a dynamic form of different states. It is a window that leads from the real space to virtual space and mixes space bound matter with spaceless states in real time. It supports or extends the real space with virtual components (augmented reality or mixed reality). The building turns into a hyperlink, the content edits the building.

The borderline between reality and virtuality becomes blurred. Our everyday-life is determined by the constant split between real space and virtual space. The seamless integration of the virtual has been enabled by medializing of urban space for the first time. The screens of mobile phones and laptops and the advertising spaces at the buildings’ faces have to be seen as interfaces that connect both worlds. The possibility to be online everywhere or to link everything to a big network makes the virtual omnipresent.

When the first screens appeared in our everyday environment they acted independently. The TV was not related to the personal computer, they used different channels of information. The development of the internet introduced the possibility to link all possible things. By now there are no technical limitations to that anymore, which is also valid for media faces. Technically speaking it does not make a difference if the data shown is a video-file that comes from the computer in he basement of the building or if the data comes from mobile phones. The potential of all-embracing linking exists already. We just have to use it the right way.

4/Application

“The `Real-Time City´, in which system conditions can be monitored and reacted to instantaneously, has arrived.”

How do you design a room that is not any longer defined solely by his physical characteristics? Ho can you react to the revolution in communication? The normal tools an architect has refer to the physical presence of a solitaire (Building) or to a social, aesthetic or logistic connection between several solitaires. Planning and designing with the knowledge of all these new forms of communications and opportunities is not possible if one uses the traditional tools. The terminology and analogies of communication- and information-science have to be used. We must find a language that both resembles the objects built and the virtual, the information- and data-space. What cannot be shown or talked about has to be taken into consideration and has to be implemented in our ideas. The communication between individuals and a building cannot be shown by one single step. The channels of information-transport canned be compared with sewage pipes. The by now dated distinction between the professions (architect versus information manager) has to be avoided in the future.

The following project wants to show the possibilities which arise if you react to the status quo of the public urban space in Shibuya using telecommunication. I want to show how important it is to deal with this topic in order to guarantee a greater advantage for architecture. I am going to present a concept for a building in Shibuya, which will be based on the content of the previous chapters and consequently will interfere with public space.

Urban space

Shibuya in Tokyo is a good object for studies about the consequences mobile phones bring about. Many Japanese youngsters are attracted by the mixture of urban lifestyle, fashion and entertainment this place offers. Japanese People in general are in no way hostile towards progress and the use every innovation that might come up. If there are new phenomena in telecommunication you can spot them first at Shibuya. It was no coincidence that Howard Rheingold experienced all the events and suggestions that lead to his book “Smart Mobs”. 

Shibuya is the place that has got more mobile phones per m² than any other place on earth. Characteristically it is this density that is decisive for the choice of location. This means that architecture that sees itself as communicator has a completely different set of premises. The context of the place is not determined by the height of buildings, neighboring buildings, density etc. but among other things by information transport, potential for communication, location and dislocation of its users. 

Shibuya is also known for the enormously high number of media-surfaces, screens and neon-signs. So there is a latent existence of a dynamic form of communication between building and citizen. All the methods to guide the masses, which I talked about in chapter two, do exist already as well. Shibuya is one hundred percent commercial space. Consuming is not stimulated by needs but by offers. The consumer is no longer self-determined. That is where this project starts. Although there is a huge number of people in urban public space there are superior authorities that determine the flow of information in this space. The masses cannot influence the texture that surrounds them. That is why this project tries to use telecommunication in order to enable people to appropriate urban space.

The feeling of urban anonymity disappears if you are in contact with friends and acquaintances. Lonely Japanese individuals send pictures of their purchases to their friends when they go shopping or they inform them about special offers. Mobile phone is used a s a tool to pass by social isolation. A need to communicate in and through space exists. I refer to this need and introduce a superior system that I will call RTSO (Reclaim the streets online, named after the RTS-movement that takes a strong stand against hierarchy and politics of the streets).

RTSO’s aim is to make people more conscious of the urban space they use. It is directed against the one-directional influences of media elements and spatial hierarchies by linking the anonymous masses. It produces meta-communication-space, that infiltrates the mechanisms of communication we are all used to. Generally speaking RTSO functions similar to the American “Hobo Language” or the European tradition of the “Rotwelsch Zinken”. These served as a means of communication for a certain subculture (mostly criminals, beggars, hobos) and consisted of signs drawn on walls, fences etc. The signs are encoded messages that inform the next travelers about dangers and possibilities. This constitutes communication between members of a group linked by the same interests although these members never met in neither time nor space. The content of these signs describes the properties of a place, information that would not be given by the normal denominators such as type of building, face etc. The author and the recipient of the message do not have to know each other or be there at the same time.

RTSO acts similarly. It presents itself as a virtual platform that organizes the sensible exchange of information. The platform takes its bearings about the profiled interests of the sender of a message and distributes the message in relation to the profiles of the receivers. A person would report the events in a street of Shibuya and sends pictures or text to the RTDO system, just as you would send them to a friend. RTSO checks if there is any overlapping as far as the interests of sender and receiver are concerned and transmits the message if there is. Comparing the profiles is done according to the methods I talked about in chapter two. If the interests are similar the yet unknown but decidedly interesting information is transmitted. For example I would activate my interests for skateboarding in my profile. Someone else knows about a skateboarding event on the roof of the Tokyu Department Store and sends this information to RTSO. The system realizes the similarities in profile in real time and passes the message on to me. 


This way you get to know things about the place that have not been transported commercial mediators. The masses consolidate if each individual is linked, every member profits from this unity. You act together and not beside each other. Similar to LoveGety you do not need to know each other in order to have an exchange. No superfluous information is sent, due to the personalized filter only relevant and interesting information reaches the receiver. The potential lies in the sum of the knots. People spread over the whole district and still are able to act as unity. As I have stated before, now it becomes evident that technology helps to heighten the state of consciousness of the own environment.


RTSO is the basic application for meta-communication in public space. It works completely without hierarchy and self-sufficiently and if it necessary even without a central server in form of a Peer2Peer net, the advantage of which would be the difficulty to introduce regulations. There is no boss and nobody can take influence from the outside. An exchange of information that is open and cannot be censured should be guaranteed. 

Architecture

The “Q-Front Building” is located very prominently at the Ekimae-crossing in Shibuya. It was built anew in 1999 because its predecessor was not prepared for screens. In order to suit the time of moving advertising pictures the whole building was rebuilt the face of which is almost totally screen. One has to say that the building does not know exactly what it wants, on the one hand it is a screen that hides behind a glass-face, on the other hand it is typically 80s Skyscraper-architecture with screens instead of windows. In any case it is anachronistic in so far that behind its neat facade it follows the same boring advertisement on screen concept as all the other buildings in Shibuya. And that although this building (with its location) would be ideal for approaches that use the latest developments in telecommunication in a more intelligent way. It is amidst a big crowd all of whom are used to mobile phones and are eager to use each innovation.


When the light turns green 1500 people cross the street between the Q-Front building and Shibuya station each time, half of them walk in the direction of the Q-form building. So there is an enormous amount of attention and publicity, which predestines this building to serve as communicator.


In connection with RTSO an new Q-Front shall be built, designed to add another level of communication to Shibuya. I will call it “the building formerly known as Q-Front” (TBFKAQF).

The type of building resembles more or less a typical Japanese department-store. From top to bottom the shopping units do hardly get daylight and have a maximum quantity of space. Only a restaurant and the Starbucks shop at the front of the second floor do have the marvelous view on al the scrambling people below. The inside of he building does not demand anything from the building’s face but guaranteeing the temperature and relative humidity generated by the air condition. The face of the building is completely free for use.

TBFKAQF now tries to introduce itself into the game of communication held at Shibuya. Which tasks can it fulfill, which opportunities are needed? RTSO fulfills its task well but does have two weak points. It refers to very individual and personal information that are explicitly asked for. Thus a form of indefiniteness is lost. Mere chance, serendipity – traits that are imminent to urban space – can be calculated. On the other hand the experience is still a very intimate one and the user is still isolated from the masses. The big difference between the building and RTSO is that RTSO is limited to the displays of the mobile phones and can only reach the users person by person whereas the building the building can reach groups of almost all sizes. That is why TBFKAQF uses RTSO in order to spread information of public interest.

There are four phases to the cycle of this system.

The 1/Input refers to all senders of information, the information dealers so to say. Their data which are contextualized by their personalized profile is sent to the system. This contextualization gives information about the place of origin, about the kind of data and about their connection with the interests of the sender as far as content is concerned.


In the 2/Data Collecting Unit all information is comprised and if necessary some information from the “Urban Information Database” is added. All the sources are linked and associated.


The 3/Filter Unit registers all users of mobile phones that have activated their profile. This units reads these profiles and their locations in order to administer them in a database. The incoming information of the sender are then tested on their usefulness for the public comparing the sender’s profile to those of the crowd. If there is no mutuality the information gets dumped as there are no customers. If there is mutuality the information is passed on to the face.


At the 4/Output the information gets structured according to several guidelines. In order to find the right size and position of the presentation the place of the group potentially interested and its emphasis are used. The position of the several members and the size of the group determine the geometrical deformation and the size of the shown image. As all this happens in real time also the location of the group is a dynamic factor which influences the movement and deformation of the presented information. 


 There is also a “Priority Unit” that structures the sum of the data sent. This “Priority Unit” does a ranking following simple rules. The topicality of the information is given the highest priority, the size of the group possibly interested goes second. This will lead to old images getting smaller or disappearing in order to create new space, information relevant to a big group will be favored. All the information is fresh, the system guarantees topicality and equivalency. 

Every building that uses the face for presenting information makes the biggest share of its profit by doing so. In the densely populated areas of Tokyo – as in Shibuya – this has become a basic requirement to to compensate for the high prices of real estate. In order to finance TBFKAQF a sponsoring-module has to be implemented. With all the used profiles this is easy and efficient. 


Sponsors fill the data-base of the system with their banners and link them to the personalized profiles. If information gets into the filter-module of the system the profile is compared to those of the banners and the suited banner is attached to the information. This method is valuable for the advertising agencies also. It guarantees that the banner will be shown in a context of the target group only. As there is heightened interest in the transmitted information the receiver pays the ad more attention as well. This guarantees product-placement in a context that is topical all the time. 

Despite all that companies will not dictate the system as it is the public that is responsible for the content. Communication is no longer linear and one-directional but recursive. There is no difference between authors and receivers any more as each individual can be both. Information is no longer passed on from person to person (as in face to face communication) or from one person to many (as in advertising) but from many persons to many persons. All sizes of groups are possible. Shibuya turns into a big playground of common entertainment. What is important is that the system does not only attend to wishes but it generates wishes. It produces tension in public space. One becomes really curious which suggestions are made. As in watching video-clips one wants to know what comes next. That is because one is part of the group, part of the met interests and calculations. One becomes part of a giant real time micro-census that constantly meats the needs of individuals. Architecture functions as a big sensor, which is probably the greatest achievement possible as far as architecture is concerned. It is public and reacts to each individual. It is anything but anonymous, it looks for contact. 

Advertising space in Shibuya conform to the Ekimae crossing and Hachiko-Mae Square. Even buildings that are far away from this area are equipped with screens so that the shown information can reach the center. Carriers of information conform to the number of people. 

“The Building formerly known as Q-Front” acts according to the respective interest-groups. As the screen used covers three different sides of the building a high range of information is guaranteed. 

The information transmitted by “The Building formerly known as Q-Front” are positioned dynamically. That is why they react to the movement of the interest-groups in real time and even follow them. If needed TBFQAQF can even steer the movement. 

The data shown will be directed at the center of the group. As the presentation is anamorphotic the building seems to be at level and the information is in no way distorted. 

Scenario 1: Two persons with different positions send information of the same category to “The Building formerly known as Q-Front”. The building passes on the information in the direction of a small interest-group. 

Scenario 2: Two persons of a big group send information of general public interest to “The Building formerly known as Q-Front” The building shows the information in the direction of two groups with different locations. 

Scenario 3: Locally relevant information is sent to TBFKAQF. The building passes on the information in all directions of possibly interested individuals. Although all this happens anonymously a flowing of information is guaranteed. 

Who designs “The Building formerly known as Q-Front”?

The question of style is always important to the architect. Modern, postmodern, quasi-historical, structured or deconstructed etc. With TBFKAQF this question has become obsolete. As the look and the character of TBFKAQF can no longer be judged by classic architectural parameters the architectural formulation is of secondary importance. Les Corbusiers demand for an architecture of shadow and light becomes absurd as TBFKAQF generates both its own light and its own shadow. The building is not defined by (the form) of its roof, windows etc. but by its dynamic process of creating its own image permanently. 


This process is introduced and regimented by the architect. He decides on the algorithm the building will conform to. This algorithm plans and designs the house in real time. This algorithm again is completely helpless without input. So it is actually the crowd present that designs the building. Architecture is the editor that asks for work. Architecture is the medium for in- and output of data and changes with all possible variables of the urban space surrounding it. It is the platforms that asks to be worked with, that is why TBFKAQF never looks the same. The self-organizing system is permanently working on the momentary look which can never be the same. What will occur is some sort of self-resemblance, similar to Limes-pictures or fractals, which will be due to the algorithm. This means that the one decisive design factor will be the making of the rules.


The building functions as the intersection between reality and virtuality. The physical building is determined by its virtual image, similar to the attempts in renaissance and baroque times to bring together transcendence and worldliness. It has to unite its physical presence with the virtual state of on-going communication. The constantly changing anamorphotic images of information distort the perceivable geometry of TBFKAQF. The actual physical form will be subverted by the influence of its own virtuality all the time. The building is presence and “tele-presence”. It is both materially and spatially at its site and at the same time it is dislocated all over Shibuya virtually, or all over the world if necessary. This state cumulates in the face which ads another supporting level to the real image (augmented reality). It is a game of illusion and reality, no false real space but a true virtual object. 

The classical form with different angles of the surfaces and edges is being shaded by the light. The edges are hard and form the borders of the building. 

The luminous form (face as screen) with rounded edges does hardly contain any visible shades. The shades that are visible are compensated for by the rounding. 

The classical wrapped face directs the shown information at everybody and nobody. It is not directed nor definite. On the other hand the buildings wrap is perfectly visible due to the generated flights. 

The anamorphotically presented information is directed. It turns to a specific place and can be seen from there in an undistorted way. The wrap is flat, ist form is only visible because of the outer edges. 

If you look at the anamorphotically presented information from a different perspective it looks deformed. This deformation causes a distortion of the perceived geometry of the building. Wrap and face of the building are hard to put into context. The physical form can not be perceived. 

TBFKAQF shows all topical information at the same time. Size and deformation of each information generate themselves according to the individuals in public space. Due to the superimposition of the buildings form with the virtual image of its geometrically distorted information a state between reality and virtuality exists that is no longer comprehensible. An added shade of information leads to the complete distortion of the perceived building and thus creates the actual form. Due to the movement of the individuals and the constant change of the data this form is never static but is in constant flow. 

These thoughts about the architectural design of TBFKAQF refer to both the build-up area and the requirements to function as medium. 


A media face wraps the building. In order to prevent distortion edges have been removed and fringes have been rounded. All the image module are layered by chance in order to prevent the building of flights and regularity. This guarantees that the information displayed is perceived as the actual form. The size of the respective segments cooperates with the faces of the surrounding buildings. The tectonic layering is a reaction to their collage-like texture. At the splits and overlapping of elements light-slits are lead into the inside that lets you experience the dynamic process on the inside walls. Small orifices at some places on each level allow a view at the square.


At four points of the building the face flows inwards and the building becomes visible. The two entrances at the first floor, the cafe at the second floor and the restaurant at the seventh and eighth floor thus get natural light or to put it the other way round a good view. These places are exceedingly important as they present the border from virtual space to real space. That is why these transitions are not formed in a linear or constant way. 


The caesura at the seventh and eighth floor on the side of the building facing east forms the passage to the Seibu building. At the west-side the building swings back a little at the top floors in order to achieve a transition to the actual building that becomes visible for two floors. 

Appendix

The medialization of TBFKAQF extends the reality of urban space. But augmented reality conceals various other strengths and potentials.


Each possible state exists, from the introduction of virtual communication by the building to its complete dissolving. It can display and/or dissolve. It can hide or it can provide transparency. It can produce a view at the sky, which would hide what should not be seen and show what was hidden before unluckily. The borders of the building’s cover disappear. The wrapped volume is completely faded out.


The transmission of fragments of the city via the face could cause a multiplication of the space itself. It gets deeper and denser at the same time. The building dissolves in its surroundings and disappears. Architecture erases itself. If there is only little space due to enormously big crowds this method could counteract claustrophobic states.

5/Conclusion

In contemporary discourse about urbanism the function of the city is questioned because of the latest developments in telecommunication. A centralist system such as cities is said to be obsolete as social processes and social acts have been de-centralized successfully. But with the project I sketched and the examples given it becomes evident that exactly this mobile linking produces an enormous potential in an urban context. The dissolving of hierarchies of communication and the interchangeability of author and recipient show completely new forms of social contact.


The autonomy of architecture is being questioned in favor of a superior linking of diverse objects. This brings about fatal consequences for the work models and professions we are used to. This tendency is directed most likely at the linking and overlapping of activities. An architect has to be an information designer, the information designer has to be able to plan urban space. Buildings turn into interfaces that demand new models of function both from architecture and the people that plan it. 


It is clear that this project shows only one option and it remains to be seen if it is practicable. I dealt with question concerning the protection of personal data and financing only to a small extent, and I did so on purpose as I consider it more important to discuss ideas and inventions than to stop them short by judging them according to contemporary convention.


The most important statement I want to make and prove with this paper is that architecture and urbanism have to deal with the developments in telecommunication in any case, as telecommunication’s effects will happen mutually. If you do not want to lose your influence on these developments you have to understand the mechanisms in time in order to operate with them.







