ABOVE. Traced circuit card in a Internet modem. (Interim 1)
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ABOVE. The circuit card was traced, split, extruded and stacked to achieve the

above conceptual design proposal. (Interim 1)

NEXT SPREAD: Plans of the same design proposal. (Interim 1)
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ABOVE: Interior perspectives. (Interim 1)
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ABOVE: Interior perspectives. (Interim 1)
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ABOVE: Model, 1:20. Elevation view. (Interim 1)

RIGHT: Model, 1:20. Perspective. (Interim 1)

DESIGN DEVELOPMENT

72



73 DESIGN DEVELOPMENT



ABOVE: Section perspective. (Mid crit)

RIGHT: Element libvary. The first design ouput which showcased the intent of

utilising the Internet as a database of downloadable building blocks. (Mid crit)

NEXT SPREAD: Exploded axometric drawing of the three parts (filter bubbles)
making up the building. A commentwhich arvised duving the mid crit was the
homogenity of the three parts. Why ave they not veflecting the nature of filter

buubles - that they are innate diffevent by definition. (Mid crit)

IN TWO SPREADS: A close up of one of the parts (filter bubbles). (Mid crit)
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7a. hitps{/fowgmodels.com/85-arch-cetail- tmt
7b. hutpsfdwgmodels.com/85-arch-cetail- Lhtml

7. hitpsi/fdwgmodelscom/85-arch-detail-Lhtml

7d. hitps/fowgmodels com/85-arch-detail-Ltml

7e. hitps{/fowgmodels com/85-arch-cetail- tml

7§ hitpsifdwgmodels.com/85-arch-cetail-Lhtml

78 hitps/fdwgmodels com/85-arch-detail-Lhtml

7h hitps/fowgmodels com/85-arch-cetail-Ltml

71 hitpsifdwgmodels.com/85-arch-cetail- Lhtml

7 i hitpsi/fdwgmodelscom/85-arch-detai-Lhtml

8a. hitps//dwgmodels com/20-corices-orac-decor-part-
8b_ hitps//dwgmodels com/20-coices-orae-decor-part-
8c. hitpsifdwgmodelscom/210-corices-orac-decor-part
84 hitps/fdwgmodels com/2l0-corices-orac-decor-part-
8. hitps//dwgmodels com/20-corices-orac-decor-part
8§ hutpsi/fdwgmodels com/210-cornices-orac-decor-part
88 hitps{/[dwgmodels com/210-corices-orac-decor-part
8h hitps//dwgmodels com/20-cornices-orac-decor-part-
8. hitpsy/fdwgmodels com/20-coices-orac-decor-part-
8] hitpsifdwgmodelscom/2

93 hitps/fdwgmodels comyI3i-cormises-Li
9 hitps/fowgmodels com/I3i-cornises- L
9c. hutpsfdwgmodelscom/Si-cornises- Lml
94 hitps/[dwgmodels comI3i-cormises-Lhtml
9. hitps/fdwgmodels com/ISi-cormises-
9% hitps/fowgmodels com/3i-cornises- Lhm
98 httpsi/fdwgmodelscom/Si-cornises- Lhtm
9 hitps/fdwgmodels comyISi-cormises- Lt
91 hitps{/fowgmodels com/I3i-comises-Lhtm
9 hitpsi/fdwgmodels com/Si-cornises- Lhim

96839 103 hitpsydwgmodels.com/135-cornises-2html

96839 1011 hitps//dwgmodels com/135-cormises-2btml

Coesso 10 hitps//dwgmodels com/135-cormises-2btml.

ELEMENT LIBRARY

The collection of elements downloaded make up a library of building blocks which is used as the basis for the design.

Each element manipulated with simple actions such as extrude and revolve, sweep and loft. When placed in a 3-dimensional

composition the elements collectively start to look lie a maze-like landscape purposefully designed to imitate the manner in
which we move and interact on the Internet.

-2himl
2l
2himl
2html
2l
2himl
2html
-2himl
2l
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ABOVE: Axometric section from a slight angle. (Mid crit)

RIGHT: Close up axometric dvawing. (Mid crit)
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Discussion

This thesis - titled ‘Library of Echoes‘ - is a speculative
project which tries to physically represent abstract
concepts which commonly only exist in virtual space
- the Internet. The project, a library in Stockholm, has
been undertaken with the intent to translate two selected
concepts which are associated with the Internet; filter
bubbles and attention economics.

The Internet has been accessible to households
ever since the mid nineties and historically the Internet
has been described as a utopian tool - something that
would democratise knowledge and facilitate cultural
exchange. The past couple of years this statement has
been challenged as the Internet has undergone a drastic
change of nature - it has become a platform which
accelerates polarising tendencies in our society. An article
innewspaper Dagens Nyheter, titled ‘Time to Prounounce
the Idea of a Utopian Internet Dead’, - which pointed this
out - was the initial spark which had me wondering, the
problematic issues we are faced with online, can those be
physically manifested as architectural spaces? Can one
translate abstract concepts solely existing in virtual space
into analogue architectural spaces?

Internet is essentially a platform with the sole purpose
of storing and distributing information. Traditionally this
function has been carried out by libraries. As the Internet
and the library share the same core function - gathering
knowledge into a collectively accessible database - the
library has been chosen as the program.

The comparison between the Internet and the
library is not new. In 1941 the novel ‘Library of Babel‘ was
published, written by Argentine author Jorge Luis Borges.
This novel has often been used as a way to describe and
problematise the future of the Internet - this despite the
factthatitwaswrittenwell before the Internetexisted. The

novel describes a fictional maze-like library containing
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all possible books ever written. It does this simply by
containing each possible combinations of letters and by
sheer probability, even though almost exclusively every
bookis gibberish, it will contain all books ever written. The
book asks how valuable information reallyis if you have no
way to find what is useful and what is not. This aspect of
the Internet has become particularly a hot topic recent
years with the introduction of ‘fake news’ on a global level,
something which, so far, have affected political elections
and votes in countries such as the United States, France
and Britain.

The design is fragmented into distinct pieces and can
be described as a 3-dimensional collage. The rooms can
be read from the exterior and are perceived as individual
objects, together making up a whole. Each of these
volumes are based off of 2-dimensional CAD-shapes
downloaded from the Internet. I limited myself to the
sole use of architectural shapes such as detail drawings
of cornices, capitals and frieze. These were gathered
into a large catalogue of elements which were used as a
library of building blocks. This is approach to design is
similar to the one that can be found in the art movement
Objet Trouve, Found Object, which describes art created
from undisguised, but often modified objects - the main
difference being that the found object in this case is found
on the Internet.

One of the most notable issues on the Internet is
what is referred to as a ‘“filter bubble’ or ‘echoe chamber*,
this is a state of intellectual isolation which occur due to
algorithms selectively guessing what information a user
would like to see based on information such as location,
past click-behaviour and search history. This has rendered
large groups of people effectivelyisolated from each other.
As this issue exists only in virtual space, on a platform

which have existed for less than a percent of a percent



of humankinds lifespan it is difficult to comprehend as
to why it is a problem that groups are isolated from each
other. But, if we imagine this would not be occuring in
virtual space, but physical, itis a pretty dark image painted
- a space which, depending on your previous decisions,
have you surrounded only by like-minded people and
isolate you from the rest. This sounds really dangerous,
right? Why is it less so when on the Internet?

In this design, thisis reflected by splitting the program
in three isolated parts, there is no interaction between
A, B and C - not even visually as apertures are tried to
be minimally used - to further exaggerate the isolation.
Depending on the point of entry you chose when you
entered the building you are forced to ‘stay in your lane*.
Furthermore, as this is a library, depending on the choice
you made when you entered the building, you are limited
to the information located within your part, much alike as
in a filter bubble. The three parts are distinctly different,
they each have their own architectural language which
influences both the exterior appearence and the interior
spaces. The different languages are based on certain
rules - each realm has its own set of rules dictating which
geometric tools are used for which part. They initial
shapes do not vary from part to part - they are exclusively
selected from the collective element library.

Together, these three realms create a labyrinth-
like plan and section - it makes one having to walk in
convoluted ways to reach your desired destination. This
is a purposefull means of design as this is a reference to
another issue we can see thriving on the Internet today
- attention economics. Attention economics is a term
coined to describe the phenomena where companies use
our attention as acommodity as any other resource - gold,
iron or energy. Something that can be harvested and sold
for profit. As any other resource it is not endless, we only
have so much attention, this has led to a zero sum race to
capture our finite attention. This has led to social media
adding features deliberately trying to take as much of your
time as possible. -This they do by, for example, creating
incentives for daily updates, autoplay-functions and
creating a personalized news feed engineered to make you
stay. All-in-all, these platforms are not made foritsuser but
forits owners, using themas an oil platform but harvesting
your attention instead of oil. The intricate plan forces you
tostaylongerandnotbeingabletofind yourwayintuitively,
essentially purposefully force you to spend time inside it -

time you did not intend to spend there.
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The volume is not easy to perceive as they contain
many details and they extend and overlap onto each
other. The expression of a shattered volume I believe
correctly reflects the interior spaces. Another aspect of
interest is its placement within the historical centre of
Stockholm. As the building is a 3-dimensional collage of
found architectural objects, the same language that can be
found in the proposed design can be seen and mirrored in
its architectural surroundings - if one disregard scale as a
factor.

This thesis paints a dystopic picture of the Internet
and the way it is being used today, this is because I have
limited myself to focus on the more problematic side
of the Internet. Obviusly there are countless positive
aspects of the Internet as well. I believe the conclusion
of this project would be a call for awareness about how
virtual spaces work. One need to know the neccessity to
question sources of information, to be aware that you
are comfortly being fed news aligning with your already

exisiting ideology.
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