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This exhibition will focus on the relation between an "actual" space and a "virtual" space or cyberspace and show the viewer how actual the virtual can become. To that end for the duration of this essay these different spaces will be split into two separate categories, the actual and the virtual, with the actual being the natural world and the virtual being its digitally constructed counterpart.
The gallery space will be split into seven identical spaces. Within each space will be an identical set of furnishings including a table atop which will be a VR headset. The viewer will pass through the identical spaces in a chain, moving from first to second, and eventually seventh to first. What makes each room different is the view from within the VR headset. Each room's headset will depict an iterative process. It will show a virtual space gradually becoming more and more real, until eventually the virtual will be indistinguishable from the actual.

The first iteration will be an almost entirely pitch-black space. The only thing visible will be a set of green courier text, a computer's console.

The second iteration is covered in lines of code, they describe three dimensions, creating the outlines of the furnishings and walls of the actual space.

In the third iteration the three-dimensional shapes created by the code have become a set of wire-frame objects. It is at this stage that the viewer may begin to see that the iterative process is occurring.

The fourth iteration is where it becomes obvious. All the wire-frame objects now have their own geometry. Becoming a white boxed environment.

The fifth iteration adds textures to the white boxed objects. These are unlit and will appear plain and boring.

In the sixth iteration this changes as lighting is added to the environment. The lighting will make the textures seem less flat and monochromatic. At this stage the actual and the virtual should really begin to blur.

Finally, in the seventh iteration, the final props are added to the room, like the VR headset the viewer has just placed upon their head.
This blurring of the lines between the actual and the virtual will provoke thought into the world of cyberspaces. Cyberspaces are intrinsically tied because of its transition from fiction to non-fiction. Discussion on cyberspace, and more specifically cyberpunk fiction naturally leads to Neuromancer, the pioneering cyberpunk novel by William Gibson. Neuromancer along with other popular media such as Blade Runner, kickstarted the cyberpunk genre. Much of the fascination in Neuromancer is its function as a prophecy. As more and more technology begins to match that in Neuromancer:

"cyberspace has taken on a life of its own, its science fictionalization overcome by its real world possibility that at once diverges and reinforces its fictional representation... The border not only divides the two but also draws them together, making any distinction between the fiction of cyberspace and its fact impossible to determine: all seems fact and fiction."
(Concannon, cited in, Bell, 2001, p25)

The virtual and the actual would seem to be intrinsically linked. Advancements in the virtual remain restricted to the imaginations of the artists, inventors, designers and philosophers of the actual. Within the virtual the very groundwork has to be constructed, where in the natural humanity has naturally created resources, their virtual counterparts have to be built from the ground up by man taking on the form of a god, designing the virtual world in the image of a hive mind of images, as each individual makes their mark. With every piece of new technology, it becomes more and more likely that Gibson’s cyberpunk world becomes real. In fact, it appears to be inevitable and "cyberpunk fiction has become a self-fulfilling prophecy in which we understand cyberspace through its fantasies but then we find that cyberspace is in fact like cyberpunk." (Jordan, cited in, Bell, 2001, p21)
The actual, the virtual and cyberspaces also leads into the heavily contested topic of space and place. This means the gallery will also provoke thought into where the viewer is when they place the VR headset upon their heads.

There are instances where these multiple spaces overlap and trick the mind. When you place the headset on your head, your sense of sight is at odds with your other senses; your vision sends stimuli that contradicts what you feel, smell, taste and hear. However, vision seems to overrule its sensory counterparts. When one touches something in the actual world that is positioned where something else is positioned in the virtual world, one’s mind connects the two, even if they are at odds. Despite the individual's knowledge of their existence in both worlds, their logic is overruled and confused by the stimuli.
This sensory confusion is used within the virtual world to create spaces and places that appear familiar and natural, despite being entirely constructed, because, as Lippard (no date, cited in, Kwon, 2004) suggests, within the natural world there are no places or spaces, they are a social creation used as context for communication.
If spaces and places are already a construction of humankind, what terminology do we use to describe what we refer to as a constructed reality? The average person takes space and place for granted and holds it separate to their virtual counterparts. Surely, they are identical, the difference is in the foundations of these worlds, one was constructed naturally, the other created by us. Dean and Miller suggest that to have created a piece of art is also to have created a place. This would suggest that simply because the virtual world is constructed makes it a place of significance. Following the same definition, everything within the virtual world is a constructed piece of art, which creates place. This would mean that the virtual world has more places than the actual world "as Paul Klee put it, artists - painters, sculptors or architects – do not show space, they create it" (Lefebrve, 1974)
It would appear that within the virtual world humanity is able to create any space or place that can be conceived of. These same uses of imagination can be applied not only space and place but to identity too.
The subject of identity, as heavily contested as the subject of space and place, will be explored through the viewer’s avatar in the virtual world, more specifically the lack of said avatar. The viewer will be unable to see themselves within the virtual world, raising questions of what elements of an individual's identity follows them into the virtual world.
"Members of electronic virtual communities act as if the community met in a physical public space. The number of times that on-line conferencees refer to the conference as an architectural place and to the mode of interaction in that place as being social is overwhelmingly high in proportion to those who do not. They say things like 'This is a nice place to get together' or 'This is a convenient place to meet'."
(Stone, 2007, p447)

This suggests that virtual spaces are not only real and valid in terms of sensory stimulus, but socioeconomic engagement. Individuals give in to the 'mistaken' stimuli and allow themselves to believe in the virtual space. Yet, some still view virtual spaces as inferior, and online activities as anti-social behaviour. Despite both rationally and irrationally existing in the virtual space, a social space that is often unaffected by ethnic, religious, or political prejudices. The virtual space presents a community in which the participants can be whoever they choose, they can select an identity which the other participants elect to believe in despite understanding that the information they receive may be false. Heim describes the public’s awareness of virtual reality and the nature of virtual reality itself as:
"an event or entity that is real in effort but not in fact...the public knows VR as a synthetic technology combining 3-D video, audio and other sensory components to achieve a sense of immersion in an interactive, computer-generated environment.”
(Heim, cited in, Wolf and Perron, 2003, p73)

The gallery will draw into questions of self and identity by presenting the viewer within the virtual world as having none. The viewer will question whether they remain themselves within the virtual despite limited sensory input from the virtual world.

"Coferencees act as if the virtual space was inhabited by bodies. Conferencees construct bodies on-line by describing them, either spontaneously or in response to questions, and articulate their discourses around this assumption."
(Stone, 2007, p447)

In this way, the virtual space would appear far superior to the actual. But at the same time that this complete freedom allows the viewer to choose who they are, it may interfere with their actual world identity. Seeing their virtual world relationships as more important. But these two different worlds present the individual with differing kinds of social nourishment,
“For couch potatoes, video game addicts and surrogate travellers of cyberspace alike, an organic body just gets in the way. In cyberwriting, the body is often referred to as the ‘meat’, the dead flesh that surrounds the active mind which constitutes that ‘authentic’ self.”
(Lupton, 2007, p424)
Lupton expands on this further:
“The dream of cyberculture is to leave the ‘meat’ behind and to become distilled in a clean, pure, uncontaminated relationship with computer technology.” (ibid)
Following this philosophical point of view would mean that an individual’s presence and identity are not tied to the body within which it exists but just the mind of the individual. Meaning that within a cyberspace, a virtual space, you remain identical to your physical actual body.
“As small-scale implementations of VR and other interactive technologies of the imaginary, video games seem to offer the potential for profound redefinitions of body, mind, and spirit. In theory, avatars need not be hampered by any semblance of physicality – not even a unitary, ground-level perspective. They need not pretend to tire as they struggle uphill, need never "die." Yet, the avatar's structuring metaphor, source of its believability and, perhaps, its fascination for users, is the very vulnerability that attends embodied existence. We create avatars to leave our bodies behind, yet take the body with us in the form of codes and assumptions about what does and does not constitute a legitimate interface with reality-virtual or otherwise.”
(Rehak, 2003, p123)
The difference between the two identities would then become the sociological expectations of the two worlds. The actual world has had hundreds of thousands of years to construct a social standard that we live by. Within the virtual world there is more freedom, we are freed from the elements of our sociological norms that have persisted due to centuries of tradition. The virtual world has no history, the origins of the virtual world is yet to leave living memory and the nature of which is far from becoming that of myth and superstition. The only rules within the virtual world are those we bring with us when we make the transition and enter it.
The virtual world presents an ‘identitive’ state of near invulnerability. Your physical presence within the virtual world cannot be damaged. The only damage you can receive is through neglection of your body’s actual world needs, or by others inflicting their actual world preconceptions upon you through prejudice, hate speech and cyberbullying.
The virtual world has the possibility of being a utopia of ultimate freedom. A world untainted by human history. A fresh start. These are all possible when considering the virtual world as an entity unto itself. But alongside this ‘ultimate freedom’ comes the eternal opportunity of using for self-gain. The virtual world requires a responsibility that the actual world lacks. Individuals entering it carry with them their prejudices and in a world of great freedom, these prejudices can run rampant. The significance of this exhibition is left to the to the viewer to discern and it is up to the individual to decide what to discern from the possible meanings and questions raised by the virtual world.
“The works are then open to free interpretation, interactive participation by the public, and the constant reinvention of meanings through endless negotiations between different individual and collective experiences and aspirations on their equally endless journeys between the global and the local, between history and the present, between reality and the present.”
(Hanru, 2006, p215)
It has been seen that Virtual spaces are just as valid as actual ones, that even if the virtual fails to reach the same quality of the actual then people allow themselves to be misled by it and individuals create new identities for each alternate world. They coexist between both realities as different people. The virtual world allows an individual to live a second life free of the social constraints of the actual world.
But even though there are many differences between these two worlds, there are many similarities. Think of how far the virtual world has progressed in such a short period of time. Logically thinking, it will not be long before the virtual worlds shortcomings are overcome, and the virtual world will seem to surpass the actual.
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