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CYBER PACE [CYBERNETIC + PACEJ
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“Both cyberspace and magical space are purely anifst in the
dimagination. Both spaces are entirely constructed by your thoughts and

beliefs. Korzybski says that the map is not the territory. Well, in magic,

the map is the territory. And the same thing is true in cyberspace.
There S noth/ng/n thatspace you didn’t bring in.”
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& Il “Toolmaking was at the beginning of the road that led to the ™ (%5
',‘,_ opening of cyberspace, and toolmaking, using human attention

= V/[ mechanisms and high-resolution video displays instead of ochre

paintings on limestone walls, may be the ultimate future purpose of
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”Only a short phllosophlcal step separates the PIatonlc notion of SEEEEES

gknowledge from the matrix of cyberspace entities. (...) In the Republlc,
BPlato tells the well-known story of the Cave in which ( .) prisoners ==y
Bpassively take sensory objects to be the highest and most interesting ==
yrealities. Only later, when prisoners manage to get free of their corporeal |8
W shackles, do they ascend to the realm of active thought, where they
L enjoy the shockingly clear vision of real things, thmgs present not to the
physical eyes but to the mind’s eye e

Only t:}/ actively processing things through mental Ioglc accordmg to
Plato, do we move into the upper air of reliable truth, WhICh is also a
Ic|)1fty realm of mtellectual beauty stripped of the imprecise impressions of
. t e senses. :'-g;:.-i\\\\ ;: 3

hus the liberation from the Cave requires a reeducation of human
“desires and mteres . (...) Cyberspace is Platonism as a working product.”
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_% “Cyberspace is a metaphy5|cal Iaboratory, a tool for exam|n|ng our L
s=—avery sense of reality. (...) Our love affair with computers, computer
graphics, and computer networks runs deeper than aesthetlc -
fascination and deeper than the play of the senses. ==i5F e

b sam EEES s S v G T— e TR T e T L e e

BWe are searching for a home for the mind and the heart Our *
fascination with computers is more spiritual than utilitarian. s
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BRightly perceived, the atmosphere of cyberspace carries the scent
that once surrounded Wisdom. The world rendered as pure "GEEESSS.
information not only fascinates our eyes and minds, but also RN
capture our hearts. We feeI augmented and empowered Our hearts
beat in the machmes ~ R a ) \\\ \ N




“At the compute\r interface, the spirit migrates from the body to a
world of total representation.”

%
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“Cyberspace follows the virtual laws of thought rather than the
concrete laws of matter, cyberspace provides a cosmos where the
osyche can once again live and breath. Cyberspace brings the
istorical wheel full circle and returns us to an almost medieval
position, to a two-tiered reality in which psyche and soma each
ave their own space of actlon |

———

Cyberspace is a shared mteractlve enwronment an electronic ‘soul-
space’ that beckons the postmodern psyche to both find and
remake itself.”

Kt See—'s
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"Cyberspace is the "place" where a telephone conversatlon appears
to occur. Not inside your actual phone the plastic device on your

desk. Not inside the other person’s phone, in some other C|ty The
place between the phones. > e,
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In the past twenty years, th|s electrical "space WhICh was once
Bthin and dark and one-dimensional—little more than a narrow B
speaking-tube, stretching from phone to phone—has flung itself |
open like a gigantic jack-in-the-box. Light has flooded upon |t the

eer|e Ilght of the glowmg computer screen. g \\\/ 7 5
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itself, arrayed like a standing wave in the web of our
communications.! ?

Cyberspace is a world that is both everywhere and nowhere, but it
is not where bodies live.”
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“Cyberspace is defined more by the social interactions involved : i
9 0 rather than its technical implementation.

’ O~

The core characteristic of cyberspace is that it offers an environment
that consists of many participants with the ability to affect and
influence each other |
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Actual / Virtual
Soma / Psyche

Matter / Conscioushess
Physical world / Cyberspace



WHAT DOES CYBERS
LOOK LIKE'J







WHAIL DOES IT MEAN
"HUMAN NATURE>

What makes a human human?
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The answers seem to change every other 200 years ..
"‘“1- ’ ? ,.: T ",’ r...w-« g - -




.SENSORIUM}
- ' ."l - '

Aristotelian senses and other physiological capaC|t|es

Sight, hearing, taste, smell, touch, temperature, pain, time, ...

Media, technology & sensory prosthesis, M. IVIc Luhan

“The most human thing about us is our technology =

“The wheel is an extension of the foot, the book is an extension of
the eye, clothing an extension of the skin, electric circuitry an
extension of the central nervous system.”




NEEDY MACHINE

* Hierarchy of Needs, A. Maslow

Physiological needs
Safety needs
Love & Belonging
Esteem
Self-actualization
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' “The basic idea of sensemaking is that
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[The Ilberatlon of the hand, P. Leroy Gourhang i*’ X
1-Manipulation (primates/pre paleolithic)
2-Direct Motor Function (stick/paleolithic)g
3-Indirect MbtorFunction (bow/neolithic)
4-Mechanical Program (plow/classical antiquity)
5-Mechanical IVTmory (computer_chi/xx century)
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[The medium is the message, M. Mc Luhan 'g‘n S

“We become what we behold. We shape our tools and thereafter our
tools shape us - S A

—

On the domestlcatlon of human beings, P. Sloterdijk AT

“The domestication of the human being is the great unthought it is
that before which humanism from antiquity to the present day has

averted its eyes.”| 2




‘”I can resist everything but tentation.” o wice

THE HOST IN THE MACHINE







IN QUILL

Hide Controls Mapping / Show Axis gimbalf ™
Import a reference image into Qui e
Trace over the reference image o

Make sure your work is centered «c-ciean
Take screenshort of your worklh s =

Export your work as fk




ONDA VR SPACE

-Sign up

— s :'ff‘_f:

-Follow the guidelines “How to import a 3D object from Spo e”
-Convert your fbx into GLTF with 3D Viewer and Upload on Sketch ab”

-Interact with your 3D object iIn Wonda VR paces


https://spaces.wondavr.com/invitations/8fadf420-86dc-11e9-a265-21535b03c4e1
http://help.spaces.wondavr.com/en/articles/3687826-how-to-import-3d-objects-from-spoke-and-manipulate-them-in-spaces

