TEXTURI LIPSA'.
Materialitatea taramului digital*

MISSING TEXTURE".
The Materiality of the Digital Realm

Melinda BOGNAR arh. candidat DLA / arch. DLA candidate

bognarmelindazsofia@edu.bme.hu

Universitatea de Tehnnologie si Economie din Budapesta, Departamentul de proiectare a cladirilor publice, H
Budapest University of Technology and Economics, Department of Public Building Design, H

Rezumat

Aparitiadesignuluidigitalin arhitecturaa pus materialitatea
intr-o noua perspectiva. Materialele fizice au devenit texturi
virtuale, imitandu-si echivalentul real prin codificarea in 0
si 1.Tn timp ce materialele sunt mijloace fundamentale ale
creatiei arhitecturale ce influenteaza procesul de design,
texturile se pot schimba dintr-un click de mouse.

Transformarea digitala in arhitectura evidentiaza punctele
importante in care materialele au un rol crucial in cadrul
designului. Putem sa proiectam fara materiale? Care sunt
posibilitatile de design prin metoda incercare si eroare si
metoda schimbarii materialelor fara costuri pe o suprafata
pentru a vedea cum arata? Cat de detasata sau de stransa
este asocierea cu preconceptia noastra fizica asupra
materialelor?

Proiectantii instruiti Tn modul traditional sunt de obicei
derutati pe terenul virtual pentru ca nu percep relatia
dintre materialele digitale si cele fizice. Acest articol vrea
sa identifice cateva intrebari care pot aparea in proiectarea
de arhitectura in timpul conversiei intre virtual si realitate.

Cuvinte cheie: arhitectura, digital, material, imagine, forma

Abstract

The advent of computational design in architecture
situated materiality in a new perspective. The physical
materials have become virtual textures, imitating their
real equivalents encoded by 0s and 1s. While materials are
fundamental means of architectural creation that affect
the design process, textures can be changed with a mouse
click.

The digital turn in architecture highlights the critical points
at which materials have a crucial role in the design process.
Can we design without materials? What are the prospects
of designing by trial and error and changing materials on
a costless surface to see what it looks like? How loose or
tight is the association with our physical preconceptions
of materials?

Traditionally trained designers are usually confused in
the virtual playground by not seeing the relation between
digital and physical materials. The current article wants to
pinpoint some questions which can occur in architectural
design during the translation between virtuality and reality.

Keywords: architecture, digital, material, image, form

Experiment arhitectural: materialitate si perceptie/Experimenting Architecture: Materiality and Perception. Argument 14/2022 175
https:/ /doi.org/10.54508/Argument.1411



Introducere - Proiectarea in medii software

Obiectul arhitectural vrea, de cele mai multe ori, sa
reprezinte un mediu de comunicare a unui mesaj: o idee
abstracta, un mesaj conceptual reprezentat de materie si
vid in dialog cu lumina. Materialitatea poate sa distraga
cititorul. Acelasi volum simplu construit cu materiale
distincte poarta mesaje foarte diferite. In acest caz ne
referim la durabilitatea, stabilitatea, folosirea sau posibila
sa interactiune cu utilizatorii. Transformarea digitala a
patruns in profesia de arhitect in anii '50, odata cu aparitia
calculatoarelor. De atunci au urmat trei transformari
digitale (Carpo, 2013), fiecare fiind urmata de schimbari
ce afecteaza constructia, colaborarea si perceptia. Cu un
context in schimbare, construim modele virtuale in loc de
proiectii 2D, care au devenit copiivirtuale ale echivalentului
lor fizic.

Creatia arhitecturala este rezultatul mai multor variabile
derivate ale epocii in care traim; intre timp, principiile
Vitruviene (utilitatea, durabilitatea si frumusetea - utilitas,
firmitas si venustas) par sa fie calitati atemporale in
arhitectura, independente de context. Aceste principii,
influentate de spiritul timpului, modeleaza creatia
arhitecturala. Majoritatea proprietatilor arhitecturale
depind de materialele folosite, un produs al zeitgeist-
ului dar cu originea in dezvoltarea tehnologica actuala
(Fig. 1). Totusi, ce s-ar intdmpla daca dezvoltarile actuale
ar provoca insasi materialitatea, punand la indoiala
valorile traditionale ale arhitecturii in aceasta noua era
digitala? Tn articolul sau recent ,Tehnologia Digitala si
Arhitectura”, Antoine Picon (2022), are in vedere o istorie
diferita a constructiei si a ,locuirii”, bazata pe dezvoltarea
tehnologica actuala in domeniul materialitatii care este, in
mod particular, o provocare pentru arhitectul practicant in
termeni de poetica si tectonica. Aceasta lucrare isi propune
sa sublinieze punctele de tensiune unde materialitatea
fizica este diferita in era digitala in sensul imaginii, formei
si a costurilor.

Aparitia calculatorului si a erei virtuale pune uneori sub
semnulintrebarii relevanta materialitatii. In prezentimitam
lumea fizica Tn lumea virtuala ca gemeni digitali, folosind

Introduction - Designing in Software
Environments

The architectural artefact most often wants to communicate
a message as a medium: an abstract idea, a conceptual
message embodied by matter and void in conversation
with light. Materiality can distract the reader. The same
simple volume built with distinct materials carries very
different messages. It refers to its durability, stability, usage,
or possible interaction with the users. With the advent
of computers, the digital turn reached the architectural
profession in the 1950s. Since then, three digital turns, to
re-use the term coined by Mario Carpo (2013), followed
each other by changing construction, collaboration and
perception. With the changing medium, we built virtual
models instead of 2D projections, which have become the
virtual copies of their physical counterparts.

Architectural creation is formed by many variables
deriving from the epoch we live in; meanwhile, the
Vitruvian principles (utility, durability and beauty) seem
to be timeless qualities in architecture regardless of the
medium. These principles affected by the spirit of the
time are shaping architectural creation. Most architectural
properties depend on the used material, which is a
product of the zeitgeist and originated from the current
technological development (Fig. 1). However, what if the
current development challenged materiality itself and
questioned the traditional architectural values in the novel
digital era? Antoine Picon (2022, p4), in his recent article
“Digital Technology and Architecture”, envisages a different
history of construction and what “inhabiting” means based
on the current technological developments in materiality,
which particularly challenge the practicing architect
in terms of the poetics of design and of the notion of
tectonics. The current paper aims to highlight the tension
points where physical materiality differs in the digital era
in terms of image, form and costs.

The advent of computation and of the virtual era have led
to occasional questioning of the relevance of materiality.
Currently, we are mimicking the physical world in the
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texturi, suprafete, umbre si reflexii menite sa creeze imagini
fotorealiste ale scenariilor generate digital. Urmand acest
mod de gandire, Phil Bernstein (2020) rezuma principalele
concluzii ale lui Nicolas Negroponte din anii 1970, spunand
ca ,noile tehnologii intai imita procesele manuale pe
care le inlocuiesc, apoi le augmenteaza, pavand drumul
spre inovatii reale”. Acum suntem intr-o faza in care
incercam sa cream o realitate secundara numita realitate
augmentata si realitate virtuala sau sa proiectam medii 3D
pe un ecran de calculator. Materialitatea are un rol crucial
pentru intelegerea taramului digital. Acolo unde tactilul nu
exista folosim in principal texturi deja cunoscute care ne
amintesc de experiente anterioare. Ne putem imagina ceva
ce deja am vazut in lumea fizica.

“n

Noua materialitate digitala semnifica ,textura lipsa”. Ce
forma poate sa ia o textura lipsa? Cat de subtire, cat de
groasa, cat de stabila poate sa fie o textura lipsa? Este
macar posibil sa inlocuiesti materialitatea cu varianta
2D a texturii? Sunt puse multe ntrebari cu privire la
materialitate Tntr-un univers non-material. Tn plus, in
Metaverse, o iteratie a internetului, ca o realitate virtuala
paralela, materialitatea este folosita ca sinonim pentru
fizic, dedus in spatiul virtual, asa cum este prezentat in
lucrarile actuale ale lui Patrik Schumacher si Zaha Hadid
Architects.

Fig. 1. Diagrama creatiei de arhitectura. Diagrama accentueaza relatia dintre
principiile Vitruviene si Zeitgeist, subliniind influenta revolutiei tehnologice
actuale/ Diagram of architectural creation. The diagram highlights the relationship
between the Vitruvian principles and the zeitgeist, emphasizing the influence of
the current technological revolution. Sursa/Source: Melinda Bognar, 2020.

virtual in the form of digital twins, using textures, material
surfaces, shadows and reflections aimed at creating
photo-realistic images of the digitally generated scenarios.
In this mindset, Phil Bernstein (2020) summarises the key
takeaways of Nicolas Negroponte from the 1970s by saying
that “new technology first mimics the manual processes
it replaces, then augments those same processes, thus
paving the way for real innovation”. Now we are in the
phase where we try to create a secondary reality called
AR and VR or to project 3D environments onto computer
screens. In understanding the digital realm, materiality
plays a crucial role. Where tactility does not exist, we
primarily use already known textures, which remind us of
things we have experienced before. We can imagine what
we have already seen in the physical world.

The new digital materiality signifies the “missing texture”.
What kind of form can missing texture take? How thin, how
thick, how stable can missing texture be? Is it even possible
to replace materiality with the 2D notion of texture? Many
questions are raised when thinking about materiality in
a non-material universe. Furthermore, in the Metaverse,
an iteration of the internet, as a parallel virtual reality,
materiality is used as a synonym for physicality, which is
deducted in virtual space, as it is presented in current
works of Patrik Schumacher and the Zaha Hadid Architects.

available materlals

way of communication

way of fabrication
durability
design tools

creation
deslgn
beauty
usage
utility \/
historical events K
social factor
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Semnificatia in schimbare a modelarii

Notiunea de modelare duce in continuare la neintelegeri
in cadrul birorilor de proiectare, in functie de perioada
in care proiectantii s-au format, inainte sau dupa
transformarea digitala. Conversatii intregi se pot derula
intre persoane care discuta fie despre modele artizanale,
fie despre modele computationale. Tn orice caz, scopul
si aplicarea modelelor manuale sau virtuale par sa fie
semnificativ diferite, asa cum este si relatia lor cu cladirile
realizate. De exemplu, crearea unei machete de studiu se
poate realiza cu bete din lemn; in realitate se poate realiza
doar cu o structura metalica sau din beton armat. Uneoriin
modelarea virtuala arhitectii folosesc un model alb pentru
a ilustra proportiile obiectului propus.

Crearea unui model artizanal implica cunoastere si
recunoastere. Procesul are nevoie de decizii ulterioare
referitoare la ceea ce vrem sa reprezentam si in ce mod.
Pe de alta parte, crearea modelelor pe calculator este un
proces de tip incercare si eroare unde putem sa testam cat
mai multe oportunitati cu putinta.

De exemplu, crearea unui model virtual in ArchiCAD fara
atribuirea unui texturii finale unui element presupune inca
utilizarea unor materiale structurale specifice in modelarea
cladirii. Acest proces mai necesita doar stabilirea finisajelor
si placarilor. Pe de alta parte, in Rhino sau alt program de
modelare parametrica situatia este diferita. Nu stim nici
macar calitatile structurale ale formelor modelate. In multe
cazuri atribuirea texturilor unui model gol este sarcina
designerului vizual. Crearea imaginilor a devenit o forma
de arta separata in arhitectura unde modelul structural
prinde viata. De exemplu, este posibil ca binecunoscutul
ceainic din 3Ds Max sa fi experimentat multe incercari
ale nivelului de transparenta, nuante, umbre si suprafete
aproape independent de modelul de baza (Fig. 2).

Fenomenul curent al Metavers-ului trebuie sa ofere si
mai multa libertate pentru experimentele de design,
unde profesnionistii si amatorii pot sa modeleze mediul

The Changing Meaning of Modelling

The notion of modelling still leads to misunderstandings
in the typical design office environment, depending on
whether the protagonists were trained before or after
the digital turns. Entire conversations can unfold with
one person talking about handcrafted models and the
other about computational models. However, the aim
and application of manual and virtual models seem to be
significantly different as is their relation to the realised
buildings. For instance, creating a downscaled physical
work-in-progress model might be achievable from wood
sticks; in reality, it might only be possible to build it with
steel structures or reinforced concrete. Sometimes in
virtual modelling, architects also use the white model to
illustrate only the proportions of the design.

Creating a handcrafted model is part of cognition and
recognition. It does need posterior decision-making on
what we want to represent and with what kind of meaning.
On the other hand, making the computational models is
more like a trial-and-error kind of process, where we can
test as many opportunities as possible.

For example, building a virtual model in ArchiCAD
without assigning the final texture to certain elements
still supposes the use of specific structural materials by
shaping the building. It only leaves room for the missing
finishings and the claddings. On the other hand, the case
is already different in Rhino or any parametric design
software. We do not even know the structural qualities
of the form designed there. In many cases, assigning
textures to a plain model is the task of the visual designer.
Creating visualisations has become a separate art form
in architecture, where the structural models come to life.
For instance, the well-known teapot from 3Ds Max may
have witnessed many attempts to achieve various levels
of transparency, colour tone, shades and surfaces, almost
independently from the core design (Fig. 2).

The current phenomena of the Metaverse must give even
more freedom for design experiments, where professionals
and amateurs can also design the built environment. Patrik
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construit. Patrik Schumacher sustine ca Metaverse nu este
pentru artisti sau dezvoltatori de jocuri (Kolata, 2022) chiar
daca ar trebui sa fie semnificativ sa vedem cum mintea
neantrenata, fara preconceptii, ar proiecta fara a atribui
materiale anumitor forme sau arhitecturi.

Schumaher claims that the Metaverse is not for game
developers and artists (Kolata, 2022). Although it should
be meaningful to see how the untrained mind, with no
preconceptions, would design, without assigning materials
to certain forms or architectures.

D ¢

Fig. 2. Ceainicul 3Ds Max. Datele originale ale primitivului Ceainic au fost dezvoltate
de Martin Newell in 1975, care a calculat curbe de tip spline-uri Bezier cubice
pentru a crea un model tip cadru de sdrma bazat pe o schita pe hartie milimetrica
(Autodesk Help, 2017)./ 3Ds Max Teapot. The original data of the Teapot primitive
was developed by Martin Newell in 1975, who calculated cubic Bézier splines to
create a wireframe model based on a graph paper sketch (Autodesk Help, 2017).

Imaginea si absenta ei

Limbajul modelului computational in arhitectura a
stabilit sistemul de simboluri asociat fiecarui material.
Ceea ce vedem este intotdeauna imaginea materialului
si nu materialul in sine. Tn acelasi mod, Magritte (1929) a
pictat ,Ceci n'est pas une pipe" (,Aceasta nu este o pipa")
referindu-se la imaginea unei pipe. In afara simbolurilor
pentru materiale (precum beton, izolatie sau metal) deja
existente in desenul tehnic 2D, apare un nou set vast de
materiale, vizibil intai pe ecrane si apoi in mediul realitatii
virtuale.

Anumite simboluri universale au fost stabilite pentru
indicarea suprafetelor fara materiale sau cu elemente
lipsa din librarie. Modelul de tabla de sah violet si negru
este un semn al texturii lipsa (Fig. 3). Acesta textura indica
un gol pe care alte semne l-ar putea umple. Imaginati-va

The Image and Its Absence

The language of computational design in architecture
established its symbol system for each material. What we
see is always the picture of the material, not the material
itself. Just as Magritte (1929) painted “Ceci n'est pas une
pipe” (This is not a pipe"), referring to the image of the
pipe. Apart from the already existing material symbols on
2D technical drawings like concrete, insulation or steel, a
new endless set of materials appeared first on the screens,
then in the VR environment.

Some universal signs were established to indicate surfaces
with non-assigned materials or missing library elements.
The purple and black checkerboard pattern is a sign of
missing texture (Fig. 3). This pattern indicates the void where
some other readable sign should be. Imagine losing every
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ca pierderea fiecarei librarii de texturi dintr-un anumit
program de modelare rezulta in pierderea scarii modelului
din moment ce aceste patrate colorate nu au o marime
standard sau unacord comun caresaindice catde marisunt.
Prin pierderea indicatorilor de referinta bine-cunoscuti
intregul model virtual poate sa isi piarda conexiunea
cu realitatea. De asemenea, semnele materialelor in
modelul computational servesc si ca puncte de legatura cu
realitatea, oferind scara si referinta suprafetei.

Un fenomen similar este modelul cu patrate gri si albe care
indica o suprafata transparenta a unui fisier de tip imagine
transparenta (Fig. 4). Acesta difera de cel de dinainte
pentru ca nu trebuie sa indice o materialitate. Singurul sau
scop este de a indica un gol de obicei servind ca nlocuitor
al spatiului din spatele a ceva semnificativ.

Fig. 3. Texturd lipsd. Modelul tablei de sah violet-negru este un substitut in
majoritatea mediilor de calcul 3D unde nu poate fi gdsita textura adecvata,
deoarece, in majoritatea cazurilor, referinta este facuta sub un nume care
nu exista. Textura foloseste negru #000000 SI magenta #f800f8 in editiile Java
(Minecraft Wiki, 2022). g texture. The met -black checke M omd Jattc N
ma;\a\erw\(@rmmﬂ i h t

texture cannot be found, i
under a nam ich does not ex
#f800f8 in Java editions (Minecraft V

)00 and ma;j;erld
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Ecranul verde permite reprezentarea diferitelor scenarii in
cadrul mediului de studio (Fig. 5). Un fundal simplu este

texture library of a given design software results in losing
the design scale since these colourful squares do not have
a standardised size or one established by joint agreement.
By losing the well-known indicators of reference, the entire
virtual model can lose its connection to reality. Material
signs in computational models also serve as connecting
points to reality by giving the surface scale and reference.

Asimilarphenomenonisthe greyand white squares pattern,
which indicates the transparent area of a transparent
image file (Fig. 4). This one differs from the previous one
because it does not have to indicate materiality. Its only
purpose is to indicate void, usually serving to fill the space
behind something meaningful.

Fig. 4. Transparentd. Formatele de fisiere grafice GIF, PNG, BMP, TIFF, TGA si JPEG
2000 accepta transparentd, astfel ca atunci cand este mtrodus fundalul nu va
apdrea caalb, civa deveni invizibil. Tn timpul procesului de ed|tare zona invizibila
latenta este indicata de modelul de tabla de sah gri si alb./ Transparency. The
grap h c file formats of GIF, PNG, BMP, T FF TGA and JPEG 2( Ipport transparency:
thus, when it is inserted, et [ not appear a ite; instead, i

become invisible. Duri f ‘ s, the latent invisible area is indicated
by the grey and white chec <<~'rho<—;u\ pattern Sursa/f’n’)ur’r@ Melinda Bognar, 2022.

The green screen allows the depiction of different
scenarios while staying in a studio environment (Fig. 5). A
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menit sa gazduiasca orice imagini inspirate din realitate.
Se afla la limita dintre virtual si fizic. De obicei protagonistii
sunt fiinte umane reale in timp ce fundalul este adaptat
dupa nevoi. Un exemplu binecunoscut este scenariul
prognozei meteo, avand complexitatea unui ecran verde
difuzat printr-un ecran TV cu multe peisaje disponibile.

Forma si calitatile sale

Intre designul formal si materialele utilizate existd o
corelatie incontestabila, cu exceptia cazului in care
vorbim despre un element structural sau o decoratie
a pavimentului. Noile materiale inventate fac posibila
dezvoltarea formelor noi. Asa cum s-a intamplat in timpul
revolutiei industriale, metalul si betonul armat au facut
posibile realizarea cladirilor cu deschideri si mai mari,
similar perioadei actuale de experimentare cu materiale
sintetice, printabile 3D.

In  reprezentarea volumetrica alegerea materialului
determina, de asemenea, si expresia formala. Proprietatile

plain background is meant to host any pictures inspired
by reality. It stands on the borderline of being virtual and
physical. Usually, the protagonists are real human beings
while the background is adapted on the basis of actual
needs. A well-known example is the weather forecast
scenario, with its complexity of a green screen broadcasted
through a TV screen with a plethora of available sceneries.

Fig. 5. Ecranul verde. Primul ecran verde folosit de catre Larry Butler in 1940
pentru Hotul din Bagdad era defapt colorat albastru. Butler a castigat premiul
Oscar pentru efecte speciale pentru efortul sau de croma-keying, desi de atunci
culoarea verde a devenit mai comuna. Fundalul trebuie sa reprezmte o culoare
care nu este folosita in alta parte in fotografie pentru ca efectul sa fie eficient, iar
verdele difera probabil cel mai mult de nuanta pielii umane (Turner si Anderson
2018)./ Green screen. The first time when a Gréenscreen was used in 1940 by Larry
Butler in The Thief of Baghdad, it was actually coloured blue. With his endeavour
in chroma keying, Butler won the Academy Award for Special Effects, although
green has become more common since then. To make the effect efficient, the
background must represent a colour which is not used elsewhere in the shot, and
green differs probably the most from human skin tone (Turner & Anderson, 2018).

Form and its Qualities

There is an indisputable correlation between formal
design and the used material, unless it is structural
material or pavement decoration. New material inventions
make possible the development of new forms. This is what
happened during the industrial revolution, when steel and
reinforced concrete made it possible to realise buildings
with even larger spans, which is comparable to the current
period of experiments with 3D printable synthetic materials.

In volumetric representation, the choice of material
determines formal expression as well. Physicochemical
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fizico-chimice, stabilitatea, capacitatea portanta,
elasticitatea, flexibilitatea si rigiditatea afecteaza posibilele
expresii formale. Tn mediile virtuale materialitatea nu
limiteaza proprietatile designului. In sfarsit este posibil sa
locuiesti intr-o casa facuta din branza Emmental cu gauri
pe post de geamuri si usi in acelasi mod in care poti sa
locuiesti intr-un lingou de aur de 1000 de carate.

Atat timp cat raman pe ecran, expresiile formale
computationale numaisuntlimitate de perceptia materiala.
Tn mediul virtual forma este dependentd de puterea de
procesare a calculatorului in loc de proprietatile fizice ale
materialelor folosite (Fig. 6). Ceea ce este calculabil este
posibil. Orice curba Bezier sau Spline ce poate fi descrisa
prin secvente de 0 si 1 este realizabila din punct de vedere
formal.

Punctul critic apare atunci cand modelele proiectate
urmeaza sa fie realizate, Tnsa transpunerea lor nu este
accesibila. Transferul unui design parametric in universul
material se realizeaza, inca, dificil. In ciuda obtinerii unor
vizualizari fascinante pe ecran, folosind texturi familiare
ale materialelor, procesul de executie presupune tehnici
industriale, care pot genera solutii necorespunzatoare.

Fig. 6. Matrice. Un grup de numere in sistem binar mai exact 0 si 1 care calculeaza
secv)e?;a digitala a proiectiilor formale in mediul computational (Phsymyst,
2012).
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Pretul materialitatii digitale

Texturile lipsa si cele aleatorii fac posibila experimentarea
fara costuri. Atat timp cat nu intram in lumea NFT-urilor
- o alta istorie intriganta, locul de joaca virtual nu are
niciun pret direct. Puterea de calcul si digitalizarea unor
materiale ar putea sa coste o avere, dar odata ce sunt
puse la dispozitie printr-o sursa deschisa ele devin usor
de schimbat.

Pentru a ramane la comparatia cu revolutia industriala,
perioada in care productia a operat pe baza economiilor
de scara, economia post-industriala, computationala este
0 economie cu costuri marginale plate, o economie fara
scara (Carpo, 2020). Promovarea unui material in mai multe
modele nu este diferita de folosirea lui o singura data,
atat timp cat ramane pe ecranul computerului. O cladire
realizata din branza Emmental valoreaza la fel de mult ca
un zgarie-nori din aur (Fig. 7).

£
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Fig. 7. Branza Emmental ca un model ipotetic (Blue celt,

2006)/
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Concluzii

Materialitatea detemina perceptia umana a spatiului.
Pentru o lunga perioada de timp ea a servit ca element
de referinta in spatiul virtual, ajutandu-ne sa ne imaginam
scara si proprietatile fizice ale anumitor elemente spatiale,
atat timp cat era urmarita mimarea realitatii iar designul
era menit sa fie realizat fizic. Totusi, din moment ce totul a
devenit posibil in spatiul virtual, de la o casa din branza si
pana la o molecula marita, materialul destinat unui obiect
virtual specific nu mai este un punct de referinta.

Texturi lipsd — materialitatea taramului digital propune o
privire generala asupra notiunilorasociate cu materialitatea
reala, supusa legilor fizicii, ce s-ar putea schimba in lipsa
gravitatiei, dar si asocierea calitatilor fizice in era virtuala.

Modelarea in designul pe calculator se refera la crearea
unui model 3D virtual, unde ,colorarea imaginii” ofera
atat designerului cat si clientului oportunitatea sa vada
nenumarate variante ale aceluiasi model. Acest lucru
ofera mai mult timp pentru modelare prin incercare si
eroare decat prin decizii ferme. Aplicand materiale unui
model dat in programele de modelare folosind imagini
derivate din realitatea fizica stiuta ajuta privitorul sa
isi imagineze proprietatile subtantiale ale designului.
Daca acest material lipseste sau este schimbat cu o alta
textura neobisnuita, modelul isi poate pierde conexiunea
cu realitatea. O textura lipsa induce in eroare toate
simturile umane, in cazul unui model virtual, datorita
faptului ca textura vine Tn completarea notatiilor formale
ale designului si a dimensionarii, indicand si scara
reprezentarii. La baza, forma poarta oportunitatile fizice
date de materialul folosit, chiar daca acum este posibila
evitarea oricarei proprietati a materialului si urmarirea
exclusiva a intrebarilor sculpturale.

Ceea ce ultima revolutie tehnologica a facut posibil prin
digitalizarea si aparitia modelarii pe calculator s-a transpus
si in economia de productie. Productia de masa nu costa
mai putin decat variatii ale aceleiasi idei.

Conclusions

Materiality determines the human perception of space. It
served as a reference point for a long time in virtual space,
helping us imagine the scale and physical properties of
certain spatial elements as long as we wanted it to mimic
reality because the designs were meant to be realised
physically. However, since everything has become possible
in virtual space, from a cheese house to a magnified
molecule, the material assigned to a specific virtual object
is no longer a point of orientation.

Missing texture - the materiality of the digital realm
proposes an overview of notions associated with materiality
in reality, based on the laws of physics that might change
in the absence of gravity and the association of physical
qualities in the virtual era.

Modelling in computational design refers to the creation
of a 3D virtual model, where “colouring the picture” gives
the opportunity to both the designer and the client to
see endless versions of the same design. This gives more
space to design by trial and error instead of immediate
firm decisions. Applying materials to a given model in
visual design programs using images deriving from the
already known physical reality helps the viewer imagine
the substantial properties of the design. If this material
is missing or being exchanged by other odd textures, the
model can lose its connection to reality. Missing texture
misleads all the human senses in a virtual model, since
texture would have added to the formal notations of the
design along with positioning its size, indicating the scale
of the representation. Form originally carried the physical
opportunities provided by the used material, although
currently it is possible to avoid any material properties and
only focus on sculptural questions.

What the latest technological revolution has made possible
with digitalisation and the advent of computational
design has also been transposed into the economies of
production. Mass production does not cost less than
variations of a similar idea.
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Perceptia umana este foarta dependenta de materialitate:
simturile noastre sunt facute sa perceapa proprietatile
suprafetelor, sa vada culorile si materialele sau stabilitatea
elementelor structurale. Tn tardmul digital toate aceste
caracteristici sunt condensate Tn texturi 2D proiectate pe
ecranele calculatoarelor sau prin ochelarii de realitate
virtuala. Aceste imagini tind sa substituie si sa simbolizeze
materialitatea fizica doar prin influenta asupra vederii
noastre. Cand acest singur punct de referinta lipseste
intrega noastra perceptie se pierde in spatiul virtual.
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