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1 ABSTRACT

In this paper we aim to build an understanding aw the concept of place is encoded in the desigmlfie
communities. Current activities in such communitseggest that users appropriate virtual space ghrou
(self)-representation. In general, the investmattt meaning of space is likely to define placesam of it.

So we are interested to find out whether placesrgena cyberspace. Brief analyses of existent enlin
communities show that the understandings of spadeplace vary from one community to another, which
relates to their capability to connect with thedobplace-based communities. Searching for a thieatet
framework that would explain these observationsewgore first how different constructs of place@sate

in theory with various views on the nature of sp&®cond, we are interested to find out how usersepve
cyberspace, by questioning whether an analogueymah’s taxonomy of images and the use of cognitive
maps are meaningful in this context. We wish to thée information in future design of hybrid online
communities, in order to bridge the virtual witle thhysical space for social activities.

2 INTRODUCTION

At present public life happens in the physical &l &s in the virtual space. Most of the time, hoere the
public activities in these spaces are cut off freath other. There are several experiments andigatact
efforts regarding online communities over geogrephlocations (hybrid), which aim to bridge thispga
Sociologists have experimented with different nugicof hybrid communities in projects like Netville
(Hampton and Wellman 2003), the Blacksburg Eledtrovillage, and more recently e-Neighborhood
(Hampton, 2007). Although such studies have doctiedea positive impact of the Internet technology on
social capital, they have not proven yet the snatality and effectiveness of the employed toolsl an
software in different contexts. Members’ persisemgjagement in the activity of these communitidgisto
their success over time. To stimulate initial paptation, current operational hybrid online comntiasi like
I-neighbors, Meetup, and peuplade generate a tiengddue for users. For example, recommendations,
chances for socialization, exchange of servicesaagdnization of daily community activities suchcas-
sharing, baby-sitting and driving/walking-kids-toh®ol cooperatives, food cooperatives, elderly-carel
even block-parties. Despite these efforts, theglyasucceed in building a “community” that definits
identity, shared interests and visions for theritét this research stage, we believe that therdéveo major
aspects that may contribute to such hybrid comnasiif included in the social software design, egm
explicit common interests and place-like spatiatespondences.

Unlike current Internet-based communities that dpriitogether people with common interest, hybrid
communities need to create shared interest amordjverse group of people living in the same
neighbourhood with relatively limited choice forcg exchanges. In addition to limited opporturstfer
shared interests and taste, one has to addressatudifferences, educational or even languageidyarr
digital divide issues, busy schedules, timidityfate-to-face contact, lack of trust, and so fofth.our
previous work we have focused on how to build commuerest in this context (Apostol, Antoniadis,
Banerjee 2008a, 2008Db).

The concept of place is the second critical iskaé Wwe question in our study for building successfirid
communities, and the extent to which they managereate sustainable connections between the physica
and the virtual space. In this paper we make adfisrt to address this aspect. Our goal is toifle some

of the software and urban design features, whichmag use in the future, that facilitate links betwehe

two spaces for social life. We recommend the collation between planning and computer science
research, particularly planners’ engagement inngoft design, as we believe that a holistic apprdach
designing place-based online communities couldir@sturning virtual space from a place of isatatiinto

a driver and catalyst for physical interactiongjccengagement, and community building.

Virtual space is structured by the underlying comioation network (i.e. the Internet), the digital
information that is exchanged between the nodeshisf network (e.g. text, images, sounds, (3D) 3-
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dimensional representations) and the computer aodtithat defines the rules for using and transfogrtiis
information. The possibilities to structure virtusdace are unlimited, due to the technological r@sy on
the one hand, that allows representations of tfieiten human imagination, on the other hand. Scesithe
Internet’s first years, different communities peved cyberspace in different ways, from a flat spatere
members could exchange information (USENET) andaspe (IRCs), to an imaginative one where users
could build virtual worlds either to play role gaméUDSs) or to socialize, even if this was doneyonl
through text-based representations (LambdaMOOsg)ay,ahere is a new generation of online commusitie
which expresses the same tension between eith@y agberspace for building 3D virtual worlds, orinka
exchanging information content. Examples are comnesrike World of Warcraft, SecondLife and Twipit
on the side of 3D virtual worlds, and numerousvihg online communities like Flickr, Facebook, and
Slashdot on the other side.

As more and more people join the Internet and teldyy advances rapidly, there is an increased cexitgl

of uses of the virtual space. In this situatiorival space’s effect on the behaviour of users @ty in
general makes its design critical. Our concerrois o turn it from a space of social exchanges &ones
anonymous) with limited degree of responsibilitydacommitment into a driver that promotes social
activities in the neighbourhood and healthy plaasdal communities. Particularly, within our attertgt
bridge the physical with the virtual space, we ingjin this paper how one could conceptualize girapace
from a place-focused perspective. Usually plaaefned as physical space that users invest witiining.
The Information Age and the network society impaot only space, but also transform the symbolic
modalities to define space and place (Castells 2@35new technology and innovations in generaiidate
the construction of meaning. In view of that, wggest expanding the notion of place to the virfyealce.

For that we first overview the different construofsspace and place, in order to understand therenaf
cyberspace and its possible meanings. Second, opos® to look at the experience of virtual spages b
means of Kevin Lynch’s taxonomy of images. What thee analogues of landmarks, nodes, paths, if they
exist in the virtual space? Is it realistic to g&lople to draw maps of their images of “placeshenNet” the
way Lynch had his subjects draw maps of their gitie neighbourhoods? To what extent it is intemgsto
incorporate such categories of representationératialysis of cyberspace, if we aim for instancdédsign
and experience a virtual environment connected thizhphysical space?

To this end, we are interested to find out howdorect the various representations of virtual spétethe
existing physical elements that spatial users imwith meaning. In other words we would like todimays
to associate the places on the net (e-places)tide in the physical environment, and assessdtenial
benefits of such endeavours. We believe that, lyngda broader understanding of the concept ofeptand
its connection with online communities, in fututedies we could come up with useful representatimfns
this potential relation. We expect that these regm&ations constitute an important building bloskding to
more sophisticated hybrid communities that bridgeghysical with the virtual space for social life.

3 SPATIAL REPRESENTATION ON THE NET

In this section we compare and contrast existinmperrommunities based on three place-related difoes

in their software design: a) representation of @tawithin their interface, b) their connection withe
physical space, and c) expression of identity (esgr, community) and means of representation. efimel

the starting point we choose some examples of g0 existing communities showing distinct praiesr
with respect to these dimensions. The differentroamities are representative examples that coventire
spectrum in terms of their connection to the phaisspace, which is our final objective (the summatthis
description is depicted in Table 1). Later in trep@r we discuss how one could study the effecuoh s
design choices on users’ perception of place irergfmce, and how one can intervene in the community
design in order to achieve our high-level objecpivesented in the introduction.

War of Warcraft is the most popular “massively npldtyer online role-playing game” (MMORPG), with
11.5 million monthly subscribers at this momentcréates a completely fictional virtual world in iain
there is no connection with the physical space with other MMORPGs, within the game’s 3D world
players control a character avatar that could egptbe landscape, fight monsters, complete quexis a
interact with non-player characters or other play&econd Life is also a 3D virtual world, whichcontrast

to the War of Warcraft lets users build freely thevatar, natural environments (i.e. landscapddings,
paths), even the type of social activities thaetplace (from chat-room like discussions to virtdahcing

m REAL CORP 2009: CITIES 3.0 — Smart, Sustainable, In _tegrative
Strategies, concepts and technologies for planning the urban future
CITIES 3.0



lleana Apostol, Panayotis Antoniadis, Tridib Banerje

and sexual intercourse). Hence this virtual envitent's connection to physical space depends on its
“residents”, as users are called in Second Liféhis community, the huge number of visitors andljgity

has attracted many companies, cities, and evenssigisato create their own “islands”. However, nangn
users become “permanent residents”, despite the hyge that was created around Second Life. The mor
recent Twinity is another experiment with an onlc@mmunity that gathers “users” within a 3D digital
representation of real places in Berlin. The virtphysical proximity of avatars offers opportungiéor
shared experience in the various community roonaseB on the virtual encounters and exchanges, this
online community aims to encourage real world etdons. We are not certain, however, whether real
places’ replicas alone are effective in stimulatisgrs to shift to the physical space, or in disgging them,

as one may argue, and choosing to further explalsetbe realistically represented cyberspace.

Currently it occurs that in order to exchange infation and to socialize, the majority of the nunusraew
Internet users prefer communities like FacebookSpace, and Flickr. These communities have almost no
built-in notion of place or connections to physisplace. But they offer to their members a welludi
space to build a virtual home (homepage) and reptegbemselves. The connection with physical sjgce
done through specific interest groups created byuiers. These communities provide well-designetume
that help to navigate their space, although theyoree almost completely the notion of “paths” byatieg

an efficient but flat information exchange platform

Online Community Place representation Identity gﬁ;sr}ggltlgga\ggh
. Sen_sors., mobile Direct connection
WikiCity devices; Real (Real time)
product, image
Front Porch Forum Text, maps; Address_, name, Sysjcem-defmed
image. meanin occupation (Neighbourhood
g€, 9 (bias for real) name/boundaries)
Text, maps; Address, name System-deﬂn_e d
Peuplade . : : (Representation
image, meaning (bias for real)
on googlemap)
i-Neighbors Text; Real Name ?ﬁ:}gﬁggﬁ:&%ﬂ
'mage, meaning name/boundaries)
Meetup Text, . User defined System-defined
image, meaning (City reference)
Maps. photos: User defined, System-defined
Panoramio maps, p y limited profile | (Representation
image, meaning : :
information on googlemap)
User defined
Facebook _Text; . (strong bias for User-defined
image, meaning real), rich
information
, System-defined
Twinity 3D representation 83?2; ?;ﬂrr:;?) (replicas of the
physical space)
Second Life 3D representation Virtual (custom) User-defined
World of Warcraft 3D representation V|rt.ual (system- No connection
defined)

Table 1: Examples of different online communitiesl gheir interpretations of place, links to physggace, and user identity

We synthesise briefly the observations regardimgect successful online communities. To represtatgs
most of these communities use text and images, ang a couple of them experiment with 3D
representation of real places. In terms of usentitye the three categories span from virtual angata the
3D virtual worlds to either real identity or hybnigtrsonas that leave room for imagination, even hany
cases the system recommends using real identittefor the connection of these online communitiéth w
the physical space, the solutions cover the specfrom zero to inevitable “real time” contact, pags
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through opportunities for users to define this Jipit most of the time this definition is a verysltaone that
comes with the software design.

Building on the success of these online communities based on a critical mass of Internet usensany

neighbourhoods, a new type of online community tv@® recently. We call tiybrid community, due to its
explicit connection with the physical space. Suochmunity provides links between the physical spaug

its members’ exchanges and activities online, weptto translate the social life in the virtual apanto

material consequences in the neighbourhood.

At the city level,Meetupis an example of such a community that employ®oad connection with physical
space. It brings people together online based omram interest, in order to arrange meetings in iochys
space either to participate in events or to takestm the city. The meeting points are in the jtalsspace,
and users themselves define them in free text.fétrthe neighbourhood level there are communiiiesit
neighbors Front Porch Forum andpeupladewhich enable users living in close proximity to goomicate,
exchange services, and the like. In the contexdunfanalyses their main difference lies in the weney
have chosen to represent a specific neighbourbHemdexamplej-neighborscommunity divides cities into
different neighbourhoods based on their real ndmedrawing boundaries. Without requesting personal
information, the software allows users to chooseragrithe presented choicésont Porch Forumsoftware
asks users to provide their real physical addmsie and occupation, and then distributes thempgrdae
defined bordered neighbourhoodspkupladeusers define their home address @oaglemap, without any
distinction according to neighbourhood boundar@gssed on proximity, members have a real view off the
online neighbours on the map.

Mapping is a ubiquitous way to represent physiqace. Maps are used in hybrid communities like
peupladeandFront Porch Forumbut also in a wide variety of other more genptate-based communities,
which exploit the flexibility ofgoogle mapss a tool to attach any type of information teeal map (e.g.,
google earthPanoramiq geotagging, photos following the description e mts).

Finally, in the MIT research proje@YikiCity Calabrese et al. propose “a platform for storind exchanging
location- and time-sensitive data” that facilitatesers’ access to such data through “mobile deyviédh
interfaces and physical interface objects”, in oreimagine “real-time” urban environments thaheect
the physical with the virtual space in “real-tim@VikiCity). Making online information available through
physical interface objects is a way to connect gaysand virtual space. In this project, placenieipreted
as the entire city that is seen as a collecticariafacts (refer to Madanipour 2001).

Our goal is to understand how users conceive @aeefunction of the community design and of theviag
that takes place wherein, which is not under thiectuntrol of the software designer. We do not mateo
mimic the physical space into the virtual as anapscalternative. But rather we would like to coasid
correspondent symbolic links between the two spaedsch facilitate cognitive associations with the
physical space also through stimulation of humaagimation, to enrich eventually the physical int&ians.
All these aspects are subject to cultural diffeesn@nd depend upon the type of local communitiasitse
the virtual space. In addition we stress in thiglgtthe importance of time and meaning. For exangueial
Patchworkis a project at the Kelvin Grove Urban Village, #rafia, that combines the use of narrative and
new media in community engagement and urban plgnnia History Linescomponent maps residents’
previous locations and connects them with perspaattives, in order to stimulate common interégha
intersections of these stories.

4 THE NATURE OF SPACE AND PLACE

By comparing these social spaces on the Net, wehsgespace and place could be interpreted inrdifite
manners. To understand what is at the source eétimeerpretations, we present here a brief intchda to
the concepts of space and place as presentedan stiadies (i.e. Lefebvre 1991, Madanipour 200&fiA%
Triantafillou 2005, Harvey 2006).

On the nature of space David Harvey proposes tisxes namely absolute, relative and relational spac
(2006). In his words, thabsolutespace is space being a “thing in itself” independadrthe matter, like in
Descartes’ and Newton'’s view. In the case of alteadpace, time does not play an explicit role iatisp
formation. Therelative space arises from relationships between objedieravthe temporal dimension has
its role and significance for this construct, intspf time being fixed like, say, in the case loé tmodern

=
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time of clocks and watches. Thelational space cannot be conceived in separation from tand, is
“regarded in the manner of Leibniz, as being comdiin objects in the sense that an object caraioets
exist only insofar as it contains and representhiwiitself relationships to other objects” (Harvé973,
cited in 2006, p.271).

Note that the three different understandings oftspeoexist, and they are employed respectivelyhéo t
human spatial practice. Nevertheless, it is imparta mention that absolute, relative and relaticpatial
perspectives do not mutually exclude one anothad, ane could “keep the three concepts in dialdctica
tension with each other and [to] think constantisotigh the interplay among them” (Harvey 2006, §)27
Within the dialectical tension of this frameworkamdey illustrates possible meanings for space with
Lefebvre’s dialectical triad of spatial productiomaterial space, representations of space, anckespac
representation (1991). That is to say that eackhefabsolute, relative and relational spatial coicss
manifests in human practice a) as tangible or éspeed space through its materiality, b) as conzded
space of the mind, and c) as lived space of therimvorld through our emotions, desires, imagination
memories and so forth.

Now in accordance with Harvey’s classification pasal views, we can look at Ali Madanipour’'s three
categories of understanding the city (2001). Onarmen of understanding the city is as “a collectain
artefacts”, for example during the 1960s’ modelamping, and still today is considered so in margesaln
this frame, theabsolutespace plays a predominant role in the conceptfamrttan development, with the
consequence of experiencing urban space in its rialtie and detached from temporal and cultural
particularities. In regard to threlative nature of space, the city is conceived as “an agetation of people
or a dynamic view of social relations”, which ieteecond category in Madanipour’'s explanationhla t
instance social space is predominant, and timerbesaelevant for the changes and exchanges witlials
networking. The third point of view on the citypfienomenological that corresponds to shapatational
space, if we understand by phenomenology the safdgneaning and of human experiences such as
perception, emotion, desire, volition, imaginatitught, action etc.

How does the concept of place fit within this thetmal framework? And to begin with, what do wel cal
place? According to Arefi & Triantafillou's framewlo for the pedagogy of place (2005), there are four
ontological constructs of place. First, there iacpl asa set of visual attributebke in Lynch (1960) and
Jacobs (1961) that takes into account the contiadgand complexity within the spatial images apdtax.
Second, place is seen@®ductin urban studies that look at spatial morphologg focus on policy making
and problem-solving, i.e. Loukaitou-Sideris & Bgrer(1998), Boyer (1996a), Sorkin (1992) etc. Third
when the focus is on the spatial production, placeonsidered aprocessto examine transformations
throughout time like in Lefebvre (1991) or Harve3000), and fourth, place is explored rganingin
studies that account for the values, symbols, pimenological intuition etc, e.q. Appleyard (1964)yef
(1999), Whyte (1980). These references belong tefiA& Triantafillou’s framework. We adopt these
categories to interpret place, in order to seeafaould explain space, precisely cyberspace, frgplace-
focused perspective. For that in the following wa &0 integrate place within the views on the @tyd the
nature of space.

To associate these constructs of places with tlweabpatial views, we may say that conceptionshef t
place asmageandproductpertain to the city view as a collection of artt$athat could be approached from
the perspective adbsolutespace, while place’s constructspascessandmeaningpertain to the city shaped
of space understood ilative andrelational manners. However, we have mentioned above thahtiee
states of space are not mutually exclusive, andgheue also for these four constructs of place.

In understanding places, on the one handatislutespace does not bring sufficient explanatory feature
that relate to the quality of place in terms oflited experience. On the other hand rémational space
processes define their own spatial frame, as veelh eelative space. In this case, besides being “impossible
to disentangle space from time” (Harvey 2006, p)2pBces are predominantly social constructionsrevi
importantly, these are characteristics also of djigerspace, which is not only a social product, ibig
tightly shaped through temporal relations.

Until recently the virtual space (mainly the Intetrplatform) was shaped as a collection of congert
information that visitors used to browse, actinglat users without interfering in the design ef space. It
was an age similar to the times when the city wassiclered a collection of artefacts where profesgio
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designers shaped absolute space without the jpatimn of community members. In the physical sptue,
social turn in understanding space as relativerelational brought about the need to engage contieanin

the development of their neighbourhoods. Comparalayare at a moment in the evolution of cyberspace
design, when the users of social software begiapfropriate, define and shape their particularzgate,
beyond the full control of software designers (éeb 2.0, communities likEriendsteretc). Even more,
users’ behaviour suggests a sense of belongingdamdity in the virtual space. As appropriationspace
manifests through (self-)representation (Lefebw®81), current practice in online communities shaoknet
users appropriate space, which acquires meaning thhe language employed and through frequent system
operation and process reiterations.

Since the early years of online networking, virtsphce has been imagined in connection with thaipaly
one through a place vocabulary such as room int“ob@m”, highway in “information superhighway”,
frontier in “electronic frontier” or city in Mitchiés “city of bits” (refer to Rheingold 1993, Boyetr996b,
Adams 1997, Mitchell 1995, 1999, 2003). Physictmences help the organization of cyberspace byingak
it easily legible and also by implying actions owéne such as entering, dwelling, surfing, building
inhabiting etc. Is it then possible to think abdlie construct of places on the Net? If there ware a
emergence oé-placesto which of the spatial and place categories didbky correspond? In Table 2 we
propose some possible illustrations of the spatiaktructs introduced in this section.

Virtual

Space
Construct

View on the City

Physical Space (place)

(e-

Smce
place)

Absolute space

Collection of
artefacts

Objects:land parcel, house
square,
Product:archetypes,
typologies
Image:landmarks, edges

, Interface and
information content,
homepages, web
addresseall)

Relative space

Agglomeration of
people & social
relations

Areas:square, street, track|
neighbourhood, region
Image:nodes, paths, distrig

sOnline communities

sites, interest groups
tpages, chat rooms,
wikis

Relational
space

Phenomenologica
point of view

| Processtransformations,
flows
Meaning:symbolic
connotations, memories,
temporal associations,

Records of past
interactions, journeys
and events, collective
memory ofe-place
synchronic exchanges

journeys habitus
familiarity

Table 2: Constructs of Space and Place

To imaginee-places we understand that they are socially construthealigh exchanges within nodes and
flows, and strongly determined by the space-tim& bf therelational space of the Net. As places, they
might not be seen as products, yet they could berpreted certainly in terms of image, process and
meaning. With respect to place as meaning, theresambolic connotations that people attach to ierta
spaces. They may regard temporal dimensions oraaeimscenes created in places that reflect atfifude
positions, the relations that individuals have wtftb places they inhabit or move through. For mstathe
anthropological place “includes the possibilitytieé journeys made in it, the discourses utteratand the
language characterizing it” (Augé 1995). The joymer paths in cyberspace play an important rolisin
definition, and to that we will pay attention latier this study. Moreover, through Bourdieu’s notioh
habitus Patsy Healey defines the place as “a materiakanthl space, habitus,infused with meanings and
transected by relations through which particularlttoral capitals” are formed and transformed” (1p98

the city, by means of appropriation, individualfgmsal experience could become a promoter of mganin

“A settlement should permit aanfolding creation of meaning, that is, a simple and pafest order
structure which allows a more extensive ordering asmore fully experienced, and which encouratipes
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construction of new meanings, through which theabitant makes the world his own (inviting ordering
versus an orderly city)” (Lynch 1981, p.144).

Going beyond definitions and aiming to understatatgds quality, again we could paralielplaceswith
physical places. For example, in a phenomenologie&dtional view Lynch makes a statement in @eod
City Formabout what a place of quality is:

“A good place is one which, in some way approprtatéhe person and her culture, makes her awaherof
community, her past, the web of life, and the urgeeof time and space in which those are contdingd
sensible, identifiable places are convenient pegwttich to hang personal memories, feelings, atdega
Place identity is closely linked to personal idgntil am here” supports “I am”. Intense familigriwill
create a sense of place” (1981 p.132 &142).

In a relative manner Healey argues that understgnitiie quality of places refers to the internaiisabf
structure and agency (refer to Giddens 1984), “mgpubeyond just the actors, and incorporating the
networks of social relations within which systenisy@anings and ways of acting are constituted” 9199
Places have been defined also in contrast with toeinterpart such as places and non-places (WéSiodr,
Augé 1995), locales and counterlocales (Lofland8)98pace of places and space of flows (Castel$)%0
Besides the place that refers to confined localitwh a geographic context, there is what Castellls “the
places of the space of flows” (p.54), an intermed@ategory of urban nodes that together with terg)
networked spatial mobility satisfy the connectivitylocalities with the space of flows. To a cantaxtent

we could transfer these interpretations of pladgkee-places So, what makes-placesdentifiable as “good
places™? We propose to explore that through Lyntaxsnomy of images.

5 KEVIN LYNCH'S TAXONOMY OF IMAGES

At present, there is a shift in the conception iofual space from the “one-to-many” to “many-to-rgan
(Shirky 2008) that is related to the software desigur interest in places on the net (e-places3leted to
this shift in design, as we would like to searchrfeans to improve social software toward promofitage-
based communities in the physical space. For wmtyry to find out how users perceive and defiméuai
space, by using methods of the design practicdaysipal places. In 1960 Kevin Lynch proposed a weth
to evaluate the “imageability” of cities, in order support designers in conceiving urban images dha
identifiable, memorable, and that invite for futesgloration.

Lynch claims, “there seems to be a public imagarof given city which is the overlap of many individ
images. Or perhaps there is a series of publicénagach held by some significant number of ciiz&uch
group images are necessary if an individual is perate successfully within his environment and to
cooperate with his fellows. [...] Each individual pice is unique, with some content that is rarelyever
communicated, yet it approximates the public imaghkich, in different environments, is more or less
compelling, more or less embracing” (1960, p. 46).

By aggregating individual accounts, Lynch’s methedeals that there are elements in the built enwent
that are important for the collective perceptiortref city. So next, from such individual imagesadifiybrid
(on-line) community that members could configure, &m to understand what software components could
determine the quality of virtual space, when cargpaces are invested with meaning and becomecespla
and eventually how to bridge the online activityhwphysical places (and vice-versa).

To elicit information from residents about the Hliiy of their places, Lynch asked them to dravetskes

of cognitive maps depicting imaginary journeys, ethaare mental representations of the city. The qaef

the maps’ inquiry was to breaking the ice, and skating community members to engage in the prooéss
designing their future neighbourhood. Besides tlh@abhan designers could also identify elements that
contribute to shaping a legible and memorable Istilicture, and the main elements are: landmaddgs)
paths, edges and districts.

Lynch defined these elements as following (196@nhdmarksare “the point-references that are external to
the observer. They involve singling out of one alemfrom a host of possibilities, and their priradip
characteristics are singularity, being unique ommable in the context (many times in contrast \itith
(p.78). Nodesare “the strategic spots into which the obsenaar enter, intensive foci, typically either
junctions of paths, moments of shift from one dintes to another, or concentrations of some chaniatite
(they may in reality be large squares, or somewRktgnded linear shapes, or even entire centraiagt
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(p.72). Paths are “the predominant city elements, the channkagawhich the observer customarily,
occasionally or potentially moves” (p. 48dgesare “the linear elements not considered as pétky: are
usually but not quite always, the boundaries betwte® kinds of areas, linear breaks in continuty.’ 62).
Districts are “the relatively large city areas which the obiee can mentally go inside of, and which have
some common character (recognized internally)”&p.6lext we propose some possible interpretatidns o
these elements as social software components, vdoighd produce identifiable and memorable journeys
within the hybrid (on-line) communities.

As e-placeswe propose the homepages, due to representatsbrmamly through self-presentation and
representation of user’s identity one creates latt@nt, over time the space is appropriated, anelsted
with meaning. Whether these particular spaces ratwidual or community sites, they have private and
public areas like public “profiles”, private “homé.e. Flickr, Facebook etc. Alsoe-placescould be public
spaces for on-line gathering such as spaces oksiter activity groups (gathering on-line forumskis),
community homepages, and the like.

E-pathscould be defined in the virtual space as the ssior of clicks and links to get from one entity or
activity to another. Entities have navigation pbsisies (i.e. menus) like users’ pages or othepédmjinks.
We imagine the possibility to design paths in orttercreate a pre-determined or configurable way to
experience a hybrid communitig-nodescould be considered the on-line interest grougscrat roomskE-
landmarksare some of the particularities of the interfate. (hames, logos, mottos, colours, visuals),
community outcomes that are presented publiclyéikents and tangible results in the physical sparcat a
more personal level addresses and pages to whiets useate special attachmenEsedgesare the
boundaries between various communities, which a@ngoy the constraints on access and usalistricts
could be the different on-line communities. Westhate these elements in Table 3.

Lynch’s Physical Space Virtual Space Spatial Relations
elements
Landmarks Monuments, domes, | Logos, names, labels, | Identifiable, singling out,
towers, trees, signs mottos, colours, visual$ unique/contrasting with the
context
Nodes Squares, intersections, Chat rooms, interest | Space of gathering crowds,
exits, transport nodes, | groups, interactive for social activities, time
central districts websites defined
Paths Streets, promenades,| Menus, “encouraged” | Space navigation, includes
system of public spaceshierarchy in surfing the| (determine) rhythms,
web temporalities
Edges Wallls, natural (water) | Constraints on access, Space separation, division,
features, motorways, | and membership possible hierarchies
rail tracks (groups, networks)
Districts Areas of clusters with | Collection (coalition) | Space unification
similar character of interest groups, on-
line communities

Table 3: Lynch’s taxonomy of images

On the Net, Lynch'’s taxonomy of images might befulse identifying the characteristics efplacesas sets

of visual attributes (i.e. interface, logos, labétst, images). The method is not relevant fordbeial and
temporal components that are so important in cyla®es. For that we would need to employ social iesor
of space like Whyte'3he Social Life of Small Urban Spa¢@980), for instance. However, we suggest that
examining the legibility through sketch maps of thietual space could bring into the analysis basic
information that refers to those software composémtough which users identify or represent e-@aaad
orientate their on-line journeys. More importantlye method could work as a catalyst by “breakirgite”

to engage users in software design. In future b@u#ware design these identified components could
become links to similar elements in the built eoriment (i.e. landmarks linking to e-landmarks etc).
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6 CONCLUSION

In this paper we propose to expand the notion atelto the virtual space based on observations of
members’ activity in online communities. In sometbése communities, the mode of expressing users’
identity allows for the appropriation of space thgh (self)-representation, with the consequena@esting
strong ties with the “place”. By means of affectieanotional, and temporal connections with theusilrt
space, users’ invest it with meaning and concei\asiplace. Besides such phenomenologiedhtional)
views of space, existing design of social softwactudes spatial representations that vary fromvaial
worlds to flat environments meant only for usergileange of content and informatioml@tive space). The
connection of online communities with the physisphce diverges from almost lack of consideration to
mapping of geographical space, representation ifhheurhood boundaries or reproduction of built up
structures gbsolutespace). Moreover, according to the four constratislace overviewed in the paper, in
cyberspacee-placescould be interpreted mainly as image, processraedning, while product could be
considered perhaps the information content of entimmmunities.

We suggest that Kevin Lynch'’s taxonomy of imagesld@de employed as a starting point to determiee th
“imageability” of cyberspace, although the methadkk the social and temporal components of thealirt
relational space. Yet we expect that such analyses of usketth maps that reveal interesting spatial
attributes like landmarks, nodes, paths, edgesdastdcts can contribute to defining “appropridtemline
places, to which users attach meaning through memand feelings of belonging. The potential adageat
of this method is twofold. On the one hand, it cowbrk as catalyst for members’ participation ia tesign

of hybrid community’s social software and in futulevelopment of the neighbourhood, which could dwid
the physical with the virtual space. By engaging ¢bmmunity members at the beginning of the protess
draw sketch maps of cyberspace or of their onlorarounities, they may become aware of the shortafjes
the status quo, and of the benefits of appropmagign of hybrid communities. On the other hane, th
method could work as a stimulus for planners’ parétion in the design of virtual space as welk ¢l the
similarities of the virtual and physical spacebatween which the methods of practice could bedvaed.
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