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Space 15 o computation

Archileszls design constructs to struchure the movements of information. This is e
Far [he sinplesst house, Urban planners design strabegics bo structure the Now of
informatinn in the: city. This is true for all cities, Big or small, Instead of fomusing on
the: material appearance of spaces that are built with regard 1o the movements of
people, we must pay more atiention to the membranes of those spaces in the design
process, We most alse pay attention to the openings in the membranes allowing for
tha flow of information. in whatewer form that information may take

In the membrane, a door 12 easentially an on-off awitch; the movement of matenal
and bodiea is atructured to flow through that door. Doore are open or closed (o1 half-
open and half-clesed), the spaces ars swiched on or off, or they regemble the
action af being switched on or off. The membranes are seml-permeabls envelopss
arsund & certain quanhzed volume of space. The semi-permreable membranes st
threugh people, likht, heat, cold, small animals, air, radiation, informalan, food
waler, gas, wasle, moleceles, wiod, sun, mooistuce, soaterals, cars, shopping bags,
I=levision programs, waves, boobks, papser.

A widdes range ol materials comes in throegh the membranos; anothor wicde range: of
maberials leaves the space somewhat later, Some things come in through explicit
haoles; athaers come in by diffision, by radiation. by transmission, or are catried by
oiher messengers. Much of it iz carried by people, coming in and going oul. Peopie
are mformation carriers; they mm into. about and ot of the howse, The informaton
they carry out of the houss 18 of different content than the imfermation - in whatever
dizguise - they take out of thewr house The informaticn content and some matenal
praperties of incoming informatien are changed inaide the space. This space can be
considered a2 a conlent ranaformen, it cigests e mnoomung matenslinformetion.
Taken to the extrams, all matenal 1= a form of micrmanan; taken even further, all
infcrmeton i & foom of competation, Thus space computes infonmation. The queston
10 be razed here 1s) do=s e space compules ar do (the people in the space
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Cn bwo projeclors, my bave sons, Jonathan (17) and Jeris (15} show e slate of the art of multiplayer
graene s on e ind Thisy are no wi' Thedr fricirws sriut. This geeeration will aupect Trom
our uniyersities that education i architecture will be s interactive as this game

The game is called Counter Stnke. |§ uses the game engine of Haif Lse. It 5 & so cafied shoot-um-up
in on the game sarvar ant
ol The e |00k fisc

\ashan [ Stand 'Il.'l Back. WIth thits carmears you ean masve
Bead and keam fram the afers. |t |3 alen great io fiscover the archis

I
I||||| '.I'-c.-.\'-_. h o FTk |-;,.| vagel, P 1
It and hes Many players, Yo m members frough Standand me
“Fomow me” or “Cover me" by just _\'I:l"":l = ke.- combinatan, But yau can aiso type in fee fExt. wich ks
shoen over the camera viaw 3t the kef {Fig. 2). Recantly it became possible to even falk to each other
using a head sed, as Jonathan and Jons show. The green carde a1 the top left iIs a radar showag whare
gt ot males ark

4. oourse i 1s m

ar fun that we show this game. At least nof only. Whet strikes me 15 1hat we se€ here

-Intarmezzo 3- Multiplayer Collaborative Dasign Internet Game
Ir. Hans Hubers
Buichng Emgirens af Faculy of Architectre - TUD

this work? That i @ bl problem. But kets iImegine &n architect that 1s wiling 1o invest in this, e.9. bacause
In this way he busd a refation with partners ihat can generale work. Then the next probiem is to store all
the mformation in 3 dalabase n which ew can read and wire his micrmation, Sut since thars
i5 no agreemenl aboul the dassilicalior & st h.-rldh> synonyms. OF cowrsa the

CTH ) af mat. & staff my
unclers 1t likedy) ke
Y. 8 munu:-m::cge- bruilding with some lange meeding rooms and 3
partnars? Bul even it the installaton advsor & the sams, now
bacausa the building &= underground or ihe heal ks s neghgible companed to isolation problem of
ar-contitionad lage rooms, bul acoustos are important and the advizor needs b know tha kind and
pEnlily of the matenais mside e theaine. Again. s wiz kil has oo toowark | fink my point is clear
The lay-outl of fhe central database changes avery time and every 1eam i3 dolng the aame kind of poar
database programming.

Meatne, st |:|E St up. Mayhe IZII'ITETE""
fieat lass of tha walls are not redevant

Sill0 thmbk dhat &
and 1
thera & no maonay

ety 'LDT':IJF-I‘JE arg needed, Top-down "‘"’BE"EE-EI'I"I'ID unigas of tha different professions
| o donge in practice. Bid since

S lets forget about collaborative design? Mo, that in due ime these probiems will be salved
In our projects we axpemment ama devalopment software and ways o work on the
same project aimuttansousty i we can do & In sirfal reaity i€ ean be Gone 0 reallly too
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Eﬁg:ﬁ"ﬁg: E:E?&' Witk new technical poasihilities of worldwide abecironic networking and the
i i ubiguitcus employment of new modia and digisal technology in various fickds
ol mescarch and pracics, corventional disciplines gradsally dissolve as new
transdisci plines oeeur. C P v archilsoturs (oo des im a state ol
transgression that gives rise to new architectonal concepbons benefiting from
& multineds of influsnces.

Thia publecation brings togather the mardicld, iclernationsl and interdisciplinary
poaiributions to the "CameSatandMateh [| Confermence - The Archiectares
Co-laboraiory, directed by Kas Oosterhuss, professor at the Faculty of
Archisecrunn of the Deift Universsty of Teohnology, the Nethorands. It addressos
conemparary and foiure changaes within and across the boundaries of

digitally driven architectural and design practces. The notion ol srchitecturs

aE a oo-laboratory accentumtes this strong devotion to axparimentation and
collaboration. In so doing it affers a knleidoscopic view ol, rather than & defined

parspoctive on corment developmeonts in the digital design domain.

The authors of the essays and papers included in this book come [rom very
drverse backgrounds ranging trom archilectzre and design mmﬂmm and
engineoring as well as comp: B and h ities, This call of
writings serves the generally inferested reader as well 48 the scentilic reades
and provides a soaroe of discussion to drs inspication and mativation Bom,

GameSetandMatch i includes contributions trom Rabsert fiah, Ole Bowman,
Racul Bunschoten, Bernard Cache, Jan Edber and Tim Edlar, Geong Flachban,
John Frazer, Mark Goulthorpe, Branke Eolarevic, Anne Nigten, Marcoas Novak,
Eas Dostechuis, Antoning Saggia, Katie Salen, Norbert Brests, Tam Varsbes,
Peter Wedbel and many more,

Kas Oosterhuis, Lukas Feireiss [eds.)
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J—— Kas Qosterhuis repositions the architer] in socie
(| 'mm today as awell-trained hyperconscious idiot savan
\E“\ tu1e Audacious intuition must be trained to decide in

archile ;umﬁiﬂ split seconds, Iika the Formula | driver. Today's
| st eted WE_— architect is an information architect, able to act

intuitively and to process rationally at the same time He
naturally investigates and practises architecture as a realtime transaction space.
Duiidings are seen as processes running in real time. Building components
communicate with other building components. All are members of the swarm,
members of the hive. Swarm architecture implies that all building elemenis
operate as inteihgent agents, dala-carriers and dala-processing devices. Swarm
architecture feeds on data generated by soclal transactions in the new
Iransformation economy. In the process of collaborative design and engineer-
ng the participants work in Ihe communication flow of the swarm. The
collaborative work 15 based on paramelric, generic and genetic design prin
ciples, on scripts and formulas with a multitude of vanables. The modern
nlormed architect is the designer of intelligent vehicles, executing a game of
ile and death Architecture becomes the art of building prololypes for fluid
dynamic structures and environments running in real time, Architecture no
longer has the hiddan agenda to resist external and intemal forces. Buildings
are pro-achve hyperbodies displaying real ime bahaviowr. Buildings are familiar
but unprediciable like the weather, Architecture goes wild and e-motive

Kas (Joslerhwis (1957) is protessor al the Technical Universiy of Delit where he directs
Ine Hyperbody Resaarch Groug: Together wath visual artist Hona Lanarc he runs their
afice ONL in Rotterdam. Kas Dosternuis recened a number of inernational awards lor
realized projects [Garbagetransterslation Elhorst-Vicedbel! Saftwaterpawiion], He
launched the paradigm shilt lowards fully programmiable architechure with the pre-

i

senialion of 1he Frans-ports preject proposal at the lirst Archilab Conderance in 1999

The [nlarmation lechnatogy Revovufon in Archilactme
15 3 new series tellecting on the effects the virual
aimension 5 having on architects and architecteds in

ISBN 3-TaL3-69459-8
gereral. Each valume will examing 3 single lopic
mighlighting he essential aspects and explaring the

elevance for the archilects of today oli7837640365699




29. The Nature of the Game

The concept of collaborative design and engineenng is faclitated
by building a game, which opens up the design pracess of archi-
tecture and building in real time. It 15 extremely relevart that the
designers don't just talk about the process, but that they actually
make it work, You must run the process, and work in the process.
First you must see and feel how beautifully complex the proce-
dures are, and how precisely and intuitively you must think and act
to make it work for you. You must think like a program wiiting
code. You must become as innocent and tricky as a child playing a
game. The designers must deal with the simultaneous develop-
ment of the design and communicate with the ather stakeholders
in the transactive design process. Game development software
(Virtools, Blender, Quest 3D) offers the tools for the design of
architecture in real ime, Resolution and render time aren't issues
anymore, it is alfl about frame rate. Animals like to play. Humans
like 1o play. Playing s an evolutionary tool to learn how to act and
react in newv situations. The game, whatever it might be, is not the
peint (Huizinga, Homa Ludens, 1938). A game is highly structured
information in a state of flow If the game has been supralogical in
the evolution of animals and humans, why shouldn't it be benefi-
tal to the evolution of intelligent buildings? Why wouldn't an
embodied game structure be essential for the next step in the evo-
lution of smart buildings? Buildings must become playful. While
processing the information flow the e-motive vehicle builds its
playful state of mind. Playfulness s acted out in real time, The play-
ful buildings will develop a whimsical will of their own, They will
develop real time behavior. Bulldings start to behave as unexpect-
edly as the weather. They will fool ws, encourage us to react o
their actions, and then act again. Only when both users and ther
enwronments are active, can there be true interaction. As we have
seen before, these buildings will be more than responsive, they will
become pro-active, Casa ludens. What a thill.

O Bagmiie (lacetion Poanock 1950) PROCIDURAL ACTION

When people walk, they execute a script of staying upnght, of not faffing, of
balancing on hwo feel, When people paint, they follow a set of personal
rules and valdate thedr own paintbrush mavements dunng the act of pant-
ing. For the Dnp Panting semss, a strct procedure was imentad for dripping
the paint an the canvases, which are placed hanzantally on the floor. While
panting, Pollock physically executed a simple script existing of only a few lines
of code, Put the brush in the pot, take a step asioe, bend ower the canvas and
make a pre-programmed movement with the arm holding the bash Then
repeat the same script but one step o the nght. For each new faver in the
patnting lack The Dnpper he applied shghtly different parameters for sightl
shifting res. in the backgroursd of the painter in action, Pollock's wife Lee
Krasner (a painter herself], controlied the scene. In 1543, she came up with
the wnitial concept for working according to a simiarly stct procedure. The
result of the transactve procedure i a noh, mult-fayered action painting, frac-
tally pleasing by virtue of the endless seffSimilar variabons caused by the e
real time-proguced parameters i the exscuton of the dip program,

30. The Rules of the Game

According to Huznga, the game creates order, the game is order.
The game unfolds within the imits of its own playroom. The game
5 played according to iis own set of rules. The challenging ssue
here is: who sets the rules for the playful building? What are the
boundaries of the playground? Who decdes what formulas are
used? Who writes the procedures? Who creates the scripts, who
wirites the genetic code? And whe is authorized to change the rules
of the game? MIT research associate Michael Schrage (Serious Play,
2000) urges us to look at promising prototypes. He persuades us to
position the time-lapse camera inside the prototype to captura its
environment. And then track all the conversations, collaborations,
consultations, arguments, negotiations, debates, budget fights, and
brainstorms that go on as the prototype evolves into an innovative
product, Schrage asks himself; which point of view best captures
the nature and value of serious play? Developing the prototype & a
senous game. The prototype is a complex set of rules and choices
A complex set of formulas and parameters The process of interac-
tion, communication and collaborative desian is a narametric name



Glossary of terms

Hyperbadye 14 a data-drven construct changing in real tirme and connected to erviron.
ments changirg in real tme
£-matve archieciure runs and develops real brme behawor.
rohwtecture links through networks to other connected emaronments.
KIf SAVENT IS & namow-band genius,
Trarsformation economy deak with changing the chent,
Architecture Goes Wild s the title of the book of marifest wioitings by Kas Oosterhu
Dataffow s the flux of streaming packages of data.
Srakeholger 5.2 person o an objedt pursuing ndsaduzl goals.
Farametre oesgn tormulates the relationships betseen abyjects
Owrect democracy s based on a confinuous vohing system fo iwolve nor-experts in
political choices
Urnibody & the constructive shell protecing a weaker substance.
Adtomotons sty gives shape and chadacted 1o unibodes
E-matnae styfimg gives style to data-doven constructs,
information theory hypotheszes that matter and ideas are disguises of informative
Wves,
informanion coeffioent validates the most compact form of formulating the projedt
code.
Second law of thermocimarmics indicates how humans perceive passing tme.
Coflaboranve design operates as 4 swarm in a shared informatsoan space.
Codaboranve engineenng 15 engmneenng m he hve mind of the shared mformation
space,
Swarm s a group of relatively dumb members forming emengent inteligence.
M 1 LI P Arrsad Ton spade of thi siarm,
Real tune i the abibity of the operating system to prowde required servece m a bound-
&d response time.
intedigont agent 1s a semeautonomaus unit that seeks 1o maamize 15 fitness by evoks
i1 e e
Flockng behawor s grouping together in the swarm accarding 1o a imited nurmbes of
rel atrvedy simiple rules,
Mulnplayer is the presence of several players in the same game inreal tme
Algonrhm 15 a recursive procedure whesety an infinite sequence af 1emms can be gen-
erateq
.;’rogrammahl'e pertains 10 a dewice thal can accept nstructions that aller s basc
URCHions
Viewed s a urit of graphuc infoemation that defines a pont m three-dimensicnal space
interaction & the tension Dield between at least 2 active pamies
Bowd v ore of 3 multitude of sermeautonomous agents constituting the flock
Body bewkdiag & the art of pulling kose parts tegether Lo fanm an integrity
Bulchng body s a sebeanng construct distnbuting forces through itself,
Trarsarchitecture delaminates the physical boeders of an obiject in space and time,
Liquicd architecture s static architecture becoming supple under high data pressure
Oy sowrce ac hilecture reveals ils sounce code frealy
Ermersaon = the recreation of mealty through the ephemmesal,
Immersion s the free floatung of the physical body in the ephemeral,
Sermsor 15 A detection devce thal requires input energy from a source other than that
which w beng sensed
A tuator i a dovice That corwerts energy into robol motion
Pro-acive s taking the ndiatwe and 1he responsibidity for makirg things happen
RESPONSAE 15 anssenng of tephying in a timely fashion

Behavior s conduct in a shared environment in real time,
Feedback is the retumn of a (processed) portion of the output, of an active device to

the input.
mmfnm h‘mpmlbeacﬂmhmn.

nfu::hu'glqi‘unhmralmpt.
Graph & a symbolic abstraction of the reality of a network.
munmmmmmmmwm

Gu.p mmuﬂnﬂwadirmsaﬂmspnhnﬂdﬂmm;\
room is the shared transaction space for open dedision systerrs,
wmmmlnﬁmﬁm level of the project.
Link i5 the logical connection between discrete units of data.
Hub is 2 dewce that accepts a signal from one point and redistributes it 10 one or

Mone points.
Backbone is the high-traffic-density connectivity portion of any communications net-

worlk,
means fusing discrete slements together to form whole,
uamﬁdpmﬁmhmqadmdmﬂ:?mptm
Dﬂuemmm information.
hrmnmd d‘ﬁemhetumnhh#ﬂandlmuﬁﬁﬂ.ﬂﬁﬁﬂ'ﬂtmh

Game s a set of rukes within a restricted playing field.

Codee is a set of unambiguous rules specifying the manner in which data is represent-

ed in a discrete fom,

gt 5 3 relatvely short computer program that performs one speafic task,

Autolisp routing automates a sanes of commands.

ﬂ:@mamﬁmmmmm that change over time.
free network & characterzed by an uneven distributon of connectadness.

Winekess network or terminal uses electromagnetic waves,

Prototype is a working 1:1 model of a projected series of products.

fntustive refers to the perception of the internal and external world through the

UNCONSCIoUs.

Counter-infuitve ideas or assumplions seem 10 be contrany to what would be consid-

ered nomal

WWTWMMHMhmmth

muaw&umuawm to distinguish the body from others
with the same name of title. ey ey

Complex adapthe system evohves through emergent control and order by intelligent

whtmud!d machine to machine comminication.

IGES initial G tion,
means I mmm

mm;hmmmdmmm
Mass-customization produces series of unique slements for specfic dients.

Vertex is & comer, paint or node in a mathematical construct

Surface moded is a surface tessellation using connected viarqles.

Foid is an angular or rounded shape made by folding



Cities and landscapes change, continuously.
In size and character.

They appear and disappear; they hecome important
and less important. They flourish, they become ruins.

No, nothing is fixed, even if we try so hard sometimes.
Even with lots of Monuments Acts. Maybe it is not
permanence that is monumental but change itself.

Change seems one of the very few constants.

But how do concentrations and settlements ‘move’?
How do they mutate and and/or adapt to this con-
tinuous change’? What is the struggle, the driving
force, behind this?

Mayhe a process-oriented, ‘Darwinist’ or evolutionary
attitude can be followed towards change and creation,
one that models these ‘battles’, these acts of ascen-
ding survival mechanisms.

SpaceFighter wants to model these interactive
urban developments. It wants to reflect and compare
(in one second or one minute) imaginable interactive
urban processes.

SpaceFighter has been constructed by Winy Maas in
collaboration with the Delft School of Design (DSD),
the Berlage Institute in Rotterdam, cThroughin
Eindhoven and MIT, Department of Architecture

in Cambridge (Mass.) in the years 2005-2006.

SPAGE
FIGHTER

THE EVOLUTIONARY CITY (GAME:)

MVRDV/DSD

In collaboration with
the Berlage Institute,
MIT and cThrough




Studant: t 1t | ail dbout Student: §

1 [ I | 14hiH¢
Winy: That's fine Student: b QA : | y |
i ato i ihe =a Winy: Why not? I1's the same blocks of
100x100x100m, | still want to have the opposile, Arthur: In reality it's very civerse,
things aren't the same, they're not cubas. Winy: Find smaller pizsls, Arthur: How
small should they be? Winy: Sxi«5m. Arthur: But that’s enormous, | mean. Winy:
| don't see ityat. Arjen: | seeit, if you translate these games towards thesa anl-
lectively decided units and then you'| be forced to pick a scale and to translate
these games to & city, And if vou have this comman unit then you can easily trans-
late it, it doesn't matter tha scale and location, That's beautiful. And eventually it
that is connected if itis working on a commaon legend ther vou get whal yvou wara
describing. Because ceartain machines work at the streat leval and lhen you zoom
ocut and sea as the result of what is happening with another machine at the global
scale. Arthur: The preblem in the gickal scalg is Ihat it's not pessisle to put cne
legend for all scales, itwould be cnormous. Winy: Mo that's not true Arthur: Oth-
grwise it starts to become impossible lo unaerstand. Winy: Lat's go Lo the differ-
ent groups. Your group nas to deapan it it was too shallow aceording to every-

| think the closure is that you take lessons from the evalutionary city, it helss vou
o design. st 1

Arthur: Maybe it's possible to overlap them without letting go,
without lozing. Arjan: Thay'ra all contaimed right now, isalated. Winy: But what da
weowanl o seedan the sum, b might Da g dream; | could tz2ll you glimpsas of it;
I'ere s the globe and you could see dots moving around earth.. no don't lawgh
yvet. Student: b Winy: You zoom in and you see an a micra-
lewel that there are certain things happening as well. It means that thare is a time
span of & thouzans years. Arjen: A tha scale s vanable. Winy: Yas you could
aamin and sag anothar typa of pixals, That's clear. work on that, Then I'll have
ta be vesy strong to defend that for a moment and | don't want to see any circlas
anymore. You have to translate these circles into oixels, |s that possible? 1s that
a common dream? 5 t
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Riga and fall of aitles owar tim i
’ e. In thia book the relation between evolution on the lang term an
:r:::iﬂav.iltural and planning strategins on the short tarm |s clarified, thraugh a mncup?ual framg:
called Entrapia, and a gaming platform called Space Fighter.
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SPACEFIGHTER
PLATFOR

Berlages inatitula
The inner organisation of SpaceFighter, called the
Platform. is introduced and explained in this contribu-
tion. The platform plays a central role in assembling
the individual games, the players and their common
environment. It shows the diagram of the inner struc-
ture as well as the design of the Platform from the game
designer's perspective and it shows how the player 1s
plugged into the structure of the Platform. This sec-
tion explaing how the player has access to the Platform,
what he encounters in entering and playing the game,
and what he is able to do and access from the perspec-
tive of the inner structure of the game.
Furthermore it shows how new games can be inserted,
rules of conversion between games are established
and how rules betweon games {and within games) will
change due to computations the platform makes on the
basis of user data that is delivered by the players of the
game itself.
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2. Hidden rules Constant v
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The player compiles the identity of an entity through discovering its rules, TR "
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VARIATION
Two-player Cach player makes the rulas far his compsetitor
Aim To Bllup the piatform by d sco

ing the hidden rules ¢

sl plaver wins, The game ca

Plugwr i

WALK THROUGH
Start The primary game figld. The piayer is using three elaments far filling
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on to a larger game field. The game field platform gros
starts again from scratch.

ivan time, he goes
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SYNERGISER

Welcome ta the world of land-use planning! Apart from conducting a respon-
sible job of distnibution, erganisation and categorization of lands to different
functions according te type, planners and municipalities are also confrantad
with temptations of misuse, abuse, corruption and other negative aspects,
usually relatad to positions where impoertant decisions are being made.

The aim f this game is 12 familiarize the

cess, particularly witt

vilh a land=usa managanment o

Wiocte 1 induces, by poart

lhe land-use procass o

abian to @ taxal on system.
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TIEAVE S,

ot the game s 3ls0 10 E i he cily where resistance
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PLAYERS COMMUMNITY AMD THEIR ACCESSIBILITY TO SPACEFIGHTER

EEEAWATION Commeon rights Anyans entaring Spacaciphter has 108 possihility tn
BTN bropwse through all information. Pasrticulas dals aboul cities and reglons
SEARAGH ~an ha doeninaded for research parposes,

Vigitors QObservers of the unlolding of games withoul allzcting
nEir oulcome

Playars Sotive visitnors caus:ng chanoas in she paehoular game fheg ars
playing and therefore in the overall hahaviour of SpaceFighter

Seniar players werimented plavers in he sub-ganss o 2 e e

of SpaceFighter a5 a whale, who acquirs spocial nghts after the game

identtias trar playing leatary and 20il a3y 8re Bllowed to formulate
Senior Blpger - CW games or alter sone of the rules in their particular sub-games.

THE SPACEFIGHTER PLATFORM

O Speoerigiier §agame consishing o melitip s, s mgkaes th: SPACEFIGHTER PLAT-
£ I I

FORM a ryadiim v e the languangs from al ferant gamss s proceesed a1d tranglatsd Into
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What possible events will
come to pass during a
session of SpaceFighter?
Different players’ decisions

and interactions with dif-
ferent games in the system
can generate entirely differ-
ent outcomes. Who will win
and who will lose? Let’s zoom
into Dubai and start playing!

At the beginning, players look for the information concerning
Ftha city they want to play with.

i




i Y
SPACEFIGHTER |
PLATFORM

PR AT | =
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prinr 1o lagg

Browsing the varlous categories and sub-categories, the user can find actual time-based
data. This is presented visually as graphs or bar diagrams.

.
graphics, economic and environmental conditions and technological progress. "

#hd | Mavigaling dala windows Feeal Eime date windows




By clicking the help wizard, players can access detailed

rules and strategies for any particular mini-game.
i

These are the
land pricas for ;
this section of ;¢
the gamefield.

The rules of the game help players to choose a strategy.
<h3 | Strategy

JE2 | Apassging Play Wizand wndov
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The introduction of a new function
:pmgram] makes the entire area richer.
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S s

The game progresses postively for our
gamer. Bul suddenly, a new road appears:
What has happened?

TURNING
WORLD,

=1L FRAGMEMNT

Adding green areas incraases the valoe
of existing buildings.
268 | Play: Diwalapssr

Next, the inclusion ai a mimd use
building seems appropriate.

2E0 | Play: Dewaloper




Players in this game constantly receive real-time information about the Thus, many flows come are redirected and enter the Dubal Reglon.
global market trends. This information suggests that Dubai is a hot spot The overall level of investments increases.
for investment.

#78 | Markat Safistier-In depth 279 | WerKet Satisfinr Dubai




Senior players can shift from the local scale to a global view. A senior player updates a Here, the senior player tests the nature-based scenario of global warming. Just as nature
scenario happening on a global scale. But first, he must submit the proper login infarma- aftects all regions in the world, SpaceFighter regions are also affected by such scenarios.
tion and password for authentication by the SpaceFighter platform.

282 | Eenior Player: Nawigation righis 283 | Sanior Flayer; New game aspest




T mer scerario Global Warmning 1
ek e Lgpbeaudioed
Do you wanl bo play with s scenario?
Crear) v Frm rroswwenga by B kol

Firm -riermaive

Land values shift again in reponse to this As global warming Is Integrated Into the
new scenario. Now, the Dubal player can Dubal ‘Developar’, the threat of rising sea
choose from several different possible levels causes the decay of coastal areas,
strategies. Development stops.

Back in ‘Develupﬂr players are advised, via a pop-up window, of the introduction of a
new factar (global warming) that will affect their gaming scenerio.

286 | Effects of Glabal Warming
2B4 | New factor; Global Warming
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PS: SPACEFIGHTER 2.0 _

In the first ‘real’ tests at MIT in the
fall of 2006 and the spring of 2007,
a multi-player game has heen
developed, where there is an initial
terrain where intelligent agents
move around to react to the players.
The players use paint to project
their intentions of the future on

the terrain: they occupy and feed
plots. This paint attracts and repels
agents, often converting them into
urban forms. If the paint has ‘dried
out’, the huildings decay, the agents
disappear. It is a multi-player envi-
ronment and there is substantial
interference between the players
(competition and collaboration) just
like in the real world. This interfer-
ence leads to emergent patterns of
urban form. This game will appear
at the end of December 2007.

Check out www.mvrdv.nl

Open flap for an entire overview
of the SpaceFighter Platform.
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The TECHNOCRAT wanis to make CONNECTED cities

Agent state change cycle

agent senses
paint elements in
:> nslghbnrhmd

<: .' if activated,
change state

free
agent

—-..4, |

not happy?
convert to
free state

gmEm, - =55

.’ (park on top)

The Agents

Besides the three players. there are a finite number of mobile
agents initially distributed uniformly in the city. They are setto a
default condition. randomly moving in the world until the play-

ers begin painting. All the agents have a happiness index linked to
themselves, which is influenced by the paint of the players. If their
happiness index is greater than a threshold condition a state tran-
sition of the agent is triggered i.e. the mobile agents park them-
selves as part of a certain development. There are three possible
developments - tall (blue), connected (red) or dense (green) devel-
opments. It is these developments that appear as city form. Both
the static and mobile agents constantly sense their neighbourhood
as well, updating their happiness index. If the index falls below a

certain threshold value the parked agents become free and
again.
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IFIP WG 9.5 International Workshop on Virtuality and Society
Images of Virtuality: Conceptualizations and Applications in

Everyday Life
April 23- 24, 2009
Athens University of Economics and Business, Greece

Thank you for your attention!
Comments and guestions are most welcome: giama_wins@hotmail.com

Stylianos Giamarelos
Grad Student, School of Architecture NTUA, MArch “Design-Space-Culture”



