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Abstract: The transposition of inFORMation processes, transmission and computation,
in textual, graphical hi-dimensional, three-dimensional and biomorphic (auto-
generative; n-dimensional) forms explores new constructs proper to the electronic
medium and outlines the spatial and semantic mutation provoked by technologies on the
perception and conception of our environment. ’Metadesign’ thus can be understood as
a technology determinism that constitutes the main vector/thought in the concern of
networked, information-based societies.

1 METAI)ESIGN

A technology is not an independent or alien object, it complements integrally our
sensorial and cognitive system; as a medium, it conditions not only communication
modes but also the way we perceive and conceive our environment.

The increasing implication of communication and information technologies in the
process of production and knowledge leads to the fundamental re-thinking of the
organization and definition of space. Technology based on the transmission and
computation of information influences organization models (modes of production, work
and knowledge) and affects the communication pro~ess (code, symbol) and the social
relations as well as their spatialization. The affectation of traditional articulations
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between information, space and time leads to the augmenting need to flatten the
electronic realm into the concrete space.

If, as all communication systems, new technologies induce a transmission channel
(signal-medium), a message (information) and a code, their property is to operate on any
kind of information, even space, a reduction in a sequence of elementary reformation
coded in a binary language, 0/1 or bit/second. However, contrary to its analogue
counterparts within which information was mater~ally fixed on a medium, the digital
media celebrate the loss of inscription; it is the transposition of all stable "FORM" into
transmissible and editable "inFORMation", processes.

As a consequence, the investigation in information space constructs shows the shift from
traditional architecture into a metadesign, exploring new spatio-temporal structures as
well as their representation practices such as architecture and urbanism. New
technologies therefore perform a transformation on semantic and spatial structures
(architecture) as much on the level of language (code, style) as on other levels such as
social/spatial/economical/political relations. "e-SPACE CONSTRUCTionS" display the
theme of new space constructs relative to information processes, as the formalizations of
communication and computatmn processes.

In relation to >INFORMation< processes, metadesign is Information architecture,
related to the structuring of reformation, its textual, graphical, spatial and biomorphic
transcription and interfacing grounded on the inherent logics of computation and
communication technology in networked societies.

Metadesign deals with the setting of new ’senses’ as components of Ianguage, while
improving, increasing our cognitive capacities and influencing in a major way our
psychic state (consciousness), our emotional and social behavior and thus participate as
much in the individual project as to the collective. Consequently, in the field of new
medias, it is important to understand the relation, which is established between
perception (the use of senses), recognition, comprehension and the representation (the
extraction of sense/meaning), and the action that results from it (production of
sense/meaning).

In this manner, information architecture deals with intelligible electronic constructs not
only as modalities of perception and cognition, but as mental and psychic settings of
behavior, ontological concerns, as well as the productmn of active and functional space
settings, spaces of intervention within the constitution of e.SPACE CONSTRUCTionS.
Metadesign thus deals with information as programming and meta-inscription, versus as
an output of interpretatmn - and data as objective reality versus information as narrative
and simulation. ’Metadesign’ d~splays the theme of new space constructs relative to
information processes, as the formalizations of communication and computation
processes according to social, semantic and spatial structures (architecture) as much on
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the level of language (code, structure) in order to build up connectivity and
effectiveness.

1.1 "Space, navigable music" project

Figure 1: screen of the online project "space, navigable music" (http://www.lab-
au.com/space).

’sPACE, Navigable Music’ is an online project investigating the impact of IC
technologies and particularly, 3D Real Time modeling languages (such as VRML) in the
construct of space. According to the objectives of LAB[au] the project constitutes as
much a space for theoretical research as a space of experimentation on the forms of
interactions in networked systems exploring the possibilities of space settings in shared
processes in order to build up connectivity.

In sPACE, navigable music, the object or architecture is generated in real time
according to the position and movements of the user (mix color, mix image, mix sound).
Operating on structural parameters, the integration (recombination) of spatial (x,y,z),
temporal (t-movements) sonic (frequency, pitch) and generative image sequencing
functions, each interaction by the user, displacement, transforms this visual and sonic
environment. In addition, the recording of movements allows users to produce a
traveling according to camera movements, montage and image sequencing. The

21



established relation between the spatial, visual and sonic formalization processes and the
editable interactivity of users lead to an experience combining architecture, music and
cinematic techniques through movement patterns.. The ’Navigable Music’ thus
constitutes a space, in which the user experiments cyberspace by dropping sounds into
space, mixing music throughout space and navigation, record its movements to produce
an animation, a traveling in its sonic space architecture, a kinetic music clip.
As such, inFORMation processes, computation and communication through codes /
language, VRML, thus describe programmatic relations between these different media
fusing them into a hypermedia, which can be experimented through networks, extending
the construct of space to the digital matrix (mixed reality), where the multi-user space
even more enlarges this experience to shared and collaborative processes based on
sound and e.space.

Year the Work was created: 2001
Project URL: http://www.lab-au.comJspace
Technical requirements: VRML, Blaxxun 5 plug-in, Flash player.
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