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Abstract: interactive architecture is a new trend in design, based on communication of user and the space, the
ability of the space to respond in real time and to accommodate different and changing needs of the users in a
more effective way, creating continuous relationship between the society and the built environment. Interactive
built environment is now able to receive and process information and perform actions according to the situation,
therefore acting as a member of society, communicating with users.
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YYBCTBA U INIOBEJAEHUE UHTEPAKTUBHOM CPEJbI
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boiiuenxo Kpucmuna Buxmoposna — macucmpanm,
Kagpedpa apxumexmypol, paxynomen apxumekmypbl U UHHCEHEPULU,
Munanckuu nonumexnuueckuii ynugepcumem, 2. Munan, Umanus

AHHOmayua: uHMePaKmMueHas, apXumeKmypa A6IAemcs Hogol meHoeHyuell 6 NPOEKMUPOBAHUL, OCHOBAHHOI HA
KOMMYHUKAYUU NOMpeOumeis u npocmpancmea, CHOCOOHOCMU NPOCMPAHCIBA OMBEYAMb 8 PEXCUME PEATbHOZO
BPEMEHU U COOMBEMCMBO8AMb PAZHLIM U  USMEHAIOWUMCA NompebHocmaM — nonvzosamenell  6onee
aghexmugHviM cnOCcoOOM, €030A8a51 HENPEePbIBHYI0 C643b MexcOy 00Wecmeom U aAHMPONO2eHHOU Cpedoll.
Cetiuac uHmepaxmueHas OKpyscarnwjas cpeoa CnocobHa npuHuMams u obpabameiéamsv uxpopmayuio, a
makce NpeonpuHuUMams Oelicmeusi 6 COOMEEMCMBUL ¢ Cumyayuetl, CMAHOBACh YIeHOM obujecmea u
83aUMOOEUCNBY C NONL30BANENAMU.

Kniouesvie cnoea: unmepaxmusHas apxumexmypd, YMHAs cpeda, Nogeoenue, Yy8cmed, 63aumooleucmsue,
o0bwecmao.
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Bertsky argues that our culture is supersaturated with effects, in other words, the entire production process is
hidden from us. We are surrounded by effects. All magically appears from nowhere, only the result is exposed.
Therefore, in this conditions the architecture should operate on the level of effects as well [1].

Ben van Berkel says that the role of architecture is to make us understand ourselves and the world around us
in a new way, remain a mirror for the real world" [2].

On the edge of interactivity and dynamism there emerged an idea of slow-acting space, first designed by
Michael Bell. It can be described as non-stop, slow and anti-static space. The purpose of this space is to slow
down the perception of surrounding space enough to give an opportunity to understand where you are. The
effects used to achieve this perception are not necessarily functional, but they affect the functionality. They may
not have come from the place' specific features, but they describe the place. They are not constructive, but they
are related to the structure.

With the development of new technical capabilities, "smart objects" start being able to receive a lot of
information from the external environment. The people's behavior is a significant part of this environment. This
leads to necessity of understanding the feedback with the world and the notion of "family of smart objects" in
our environment that can communicate with us and with each other by sending messages using the built-in
microprocessors which are giving different information. A lot of these components are designed to capture
information from the environment, such as temperature, light levels, wind speed and noise. Some components
are able to receive simple messages from users. They feel our presence radiated heat or movement and react in
some way [3].

Interactive architecture is based on the actions. Actions take place in the environment all the time, they create
it and define it as such. Performance evaluation system is required for design and post-design analysis. A number
of methods of approach to the analysis of activities has developed in engineering and psychological research.
One of them is focused on the selection of activities and operations in the "activity stream"”, on recognition of
relationship and mutual transitions between them. Within this method the so-called algorithmic methods,
methods of structural and statistical analysis are often used for description of actions. These methods make it
possible to approach the assessment of psychological tension and the degree of diversity (or monotony) of
workflow and operations. The second approach is described from the point of view of the requirements that are
imposed to perception during the activity, attention, memory, thinking, etc.



As an example of a project object with sensibility as its' main function may serve the D-Tower project by
NOX. The d-tower is large installation, creating an animation in the urban space. Visually it is perceived as a
design object, not endowed with the practical problems at first glance, but the tower is not simply exposed, it
serves the society. It's a whole interactive project in which the architecture is a part of interactive relationship,
involved in the psychological monitoring of residents, their inner feelings and manifestations. In addition to the
tower, project includes a survey and a website. All three parts are connected interactively with each other. Every
month residents' answers to the questionnaire are shown on the site in the form of graphs. A selection of
responses is constantly updated on the site, this experimental study involves all 50,000 residents of Doetinchem.
The survey questions relate to the emotions that we experience every day, such as hate, love, happiness and fear.
The answers are defined by four colors: green, red, blue and yellow, illuminating the tower. The illumination is
directly connected to the website, every evening the tower lights up with the color of the emotion that prevailed
on that day [4].

Oosterhuis defines the space that behaves and acts driven by its' programs and performs many actors, among
them people, light bulbs, refrigerators, vacuum cleaners, sofas, shopping, bookshelves, tables and chairs. They
all move or move in a certain space. In the context of Swarm architecture all the actors / players behave with
accordance to each other by following some simple rules, forming the space which defines the working space of
the players. Going further, this space interacts with other spaces. From here on the designer gives the way to
swarm of players interacting within the space of their semi-permeable membranes, and begins to control a swarm
of interacting spaces. The people flow from space to space, from the car into the space of the small space to the
vast space. From the spatial point of view, people operate the space as if they control the computer. Just like the
computer calculates, the space performs the calculation and converts the information content into material
absorbed by this space. People also do calculate, but in their own sphere: they consume food and drink, they
absorb sound and light, they smell and feel. People are the transformers the, and the spaces are the transformers
at the meta-level comparing to the people [5].

Oosterhuis uses the Swarm Architecture as a more elaborated background for the Interactive architecture,
performing further research about intelligent e-motive environment and structures based on parametric methods.

The ultimate goal of Swarm architecture is to keep its' new structures up-to dated in real time. The objective
of information architecture projects is to support the vitality of the process and apply the values to the behavior
in real-time, to understand how can the designers create a tunnel for a continuous flow of data within the built
structure, where the content is constantly changing in real time? To facilitate this fundamentally new view of the
world, we have to look at the building as if they are appliances that can be run in real-time. These dynamic
buildings by Oosterhuis can be considered as existing processes that continuously inform users and are informed
themselves continuously during other active processes. They are the active nodes in a complex adaptive
operating network [6].

Thus, people operate processes directly as well. Using the new techniques, they cooperate to create efficient
buildings, which also considered as highly applicable processes. The buildings become active installations,
where multiple control devices are constantly communicating with other control devices, their users and their
environment. We know from practice that there is a large proportion of the budget devoted to electrical and
mechanical installations for every building, taking up to 30% of the total budget. In the bright future of
buildings, the entire structure will be interpreted as the installation. Projecting current trends into the near future,
it makes sense to consider all the components of built structure as active members of the installation. The
building becomes the instrument, it becomes an installing itself.

From this point it is fare to consider interactive installations. Most of the art or design installations have a
temporary nature. They exist only for the period of the exhibition. Assuming that an art installation would last
throughout the whole life cycle of the building, there emerges a quite precise image of the installation building.
We live in an installation space of performance. ONL developed the concept of buildings as large-scale
sculptures in the urban Sculpture City project (Rotterdam, 1994). Buildings could be clearly sculptures and
sculpture can function as a building without compromising the value of the sculpture. Oosterhuis proposes to
take the next step: to consider building / sculpture as an active installation, and to consider the city as a swarm of
interactive installations. A sculpture building is an object that is generated according to a series of intuitive acts
and logical instructions, both in the phase of the virtual design and in the phase of the materialization - The
functionality of the building is just one out of thousands of parameters effecting the resulting image of the
concept. With each step in the series of instructions and acts the functionality of the building is equivalent to
other parameters. There is no hierarchy of arguments but their procedure. Forget the city as a collection of static
objects, it is just a minor detail quantized urban game. In the near future, ONL is planning to come up with a
project called the installation City.
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