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Abstract—This essay discuss what kind of inspiration a virtual  ‘wunderkammer’ provides, and which possibilities it contains. The ‘wunderkammer’ shall be seen as an augmentation rather than a replacement of the physcial collection of inspirational objects. It provides a more intuitive way of indexing and retrieving digital inspiration which may influence the creative process. This essay attempts to illustrate the differences between inspiration coming from a virtual versus a physical ‘source’. It is also an attempt to point out some of the strengths of a virtual ‘wunderkammer’. 
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I. INTRODUCTION
F
IRSTLY it is important to point out, that the ‘wunderkammer’1 shall be seen as a virtual augmentation rather than a replacement of a physical collection of inspirational objects. Instead of imitating the ‘real world’ the virtual ‘wunderkammer’ is an attempt to make use of the possibilities offered by ‘virtual reality’
. The virtual and physical archive should support ‘each other’ and at the same time provide different kind of input to the creative process. 

Another distinction to be made at this point is between the organizational and inspirational facets of the virtual ‘wunderkammer’ which will be discussed seperately.

In this essay I will argue that a virtual ‘wunderkammer’ offers both a seminal and useful way of collecting, indexing and retrieving inspiration as well as a different kind of inspiration than known from a physical ‘multimedia archive’. 
II. The Search for Inspiration

 As a graphic designer I can recognize the need for inspiration throughout the process of a design project as discussed in the text ‘The Architects Wunderkammer’ (Büscher et al., 1998). The text triggered me as I usually use digital inspiration, for instance surfing the internet, in my creative projects. In this essay I will try to figure out what kind of inspiration a virtual ’wunderkammer’ provides and which possibilities it contains. In order to do this I will describe how I usually use and collect both physical and digital inspiration.

III. A Physical Archive  of Inspirational Materials

When working on a project I mainly use my own collection of inspirational material. How I use it depends on the state of the project. In the early phase of the process I usually search randomly through the materials without an explicit focus. Later on I search much more focused and often I might even be looking for a concrete material. 

The materials in my collection vary a lot – some examples being paper with different textures, posters, go-cards, magazines, sketches, old work, books,  shells, leaves etc. These materials are organized in boxes, folders etc. Also immateriel inspiration as surfing the internet is used. Some of the sites are randomly accessed while others have been collected and indexed as ‘favorite links’. 

One of the strengths of having the inspirational object physically at hand is, that the object contains an ‘immanent’ inspiration based on the sensuous experience one might get just by touching it. Also it is quite important for me to have a ‘ready access’ to my inspirational sources whenever needed, which isn’t always possible e.g when working at another place as the collection is impossible to bring along according to the size of it.

IV. Virtual ‘wunderkammer’ – Organization

As mentioned in the introducion, a distinction between the organizational and inspirational facets of the virtual ‘wunderkammer’ is made, as it will be discussed seperately. 

Looking at the organizational strengths of the virtual multimedia archive, the possibility of accessing inspirational material independent of time and place, provides the user with a ‘ready access’. 

The way of indexing in the ‘wunderkammer’ is more intutive funded than the indexing forms which are normally used when indexing material or information. (Norman, 1993) This is done to take the nature of inspirational material into account by creating a dynamic and fluid way of indexing. 

The opportunity of indexing and retrieving the material through different entries support user preferations and the ‘stake’ of the project. Early in the project a random access keeps the ‘creative space’ open and might lead to unknown connections, which again may develop into new, interesting and surprising solutions. (Büscher et al.,1998:31)
Another aspect is the possibility of organizing the archive collaboratively which too can have a supportive effect on the ‘creative process’ as the collection would not only consist of material found by oneself. Instead it might have a ‘mind-expanding’ effect. Apt to the physical constraints in ‘the real world’ it may seem overwhelmingly difficult to bring big collections of materials together, whereas it seems an obvious thing to do in a digital archive. 
V. Virtual ‘wunderkammer’ -  inspiration

According to the definition of VR made earlier in this essay (based on Wennberg, 2000) the ‘wunderkammer’ is not meant to imitate ‘reality’ but should instead provide another kind of inspiration. Therefore it is not a constraint of the virtual archive, that it ‘only’ satisfies some of our senses (as we can not take the materials in our hands, nor can we touch, smell or taste it). Instead it is necessary to focus on the possibilities given in a digital archive. 
The ‘wunderkammer’ is a response to the problem that not all of the material which could inform the conceptual-creative process is at hand. (Büscher et al.,1998:31) It is an attempt to create a space where a dynamic interplay between different materials can develop and exist.

One of the strengths of this ‘computational space’ is the possibility to be able to manipulate the objects:  from variable colouring and lightening, speed, density, flow, variable scaling, zooming in and out, combinations with sound etc. (Büscher et al.,1998:42)

It is possible to 'read in' e.g. the texture of a physical material, and I have experienced that the digital representation does have an inspirational effect. Maybe because we already have a bodily understanding of the object, and therefore the object can 'talk back' through our eyes instead.

VI. Summing up

Not only does the virtual and physical archive support each other, but they also provide different kind of input to the creative process. 

The virtual archive can be reached anywhere, any time. It provides different kind of entries dependent on user preferences as well as ‘the state of the project’. It expands the ‘creative space’ both by providing a ‘random access’ and by enabling a ‘shared’ use and access of the archive. Also the digital objects are easy to combinate and manipulate. Finally our ‘bodily understanding’ of a given pattern, texture or sample can be a useful source of inspiration too. 

The ‘wunderkammer’ shall therefore be seen as an augmentation of inspirational space which can affect the creative process according to the organizational and  inspirational strengths mentioned above.
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1 ‘The Architects Wunderkammer’ is a digital enhancement of a workspace which can be collectively used It is a multimedia archive for inspirational objects (images, sound, video), a collection support and a view generator. The idea behind the wunderkammer  is grounded in the need for imprecise, fluent forms of categorising inspirational objects as observed in fieldwork of architectural practice. (Büscher et al., 1998)


� The potential of ‘virtual reality’ will not be exposed by imitating  the ‘real world’ as it would not have anything new to offer. Instead the potential lies in overcoming and breaking down conventions and boundaries known from the ‘real world’ and thereby take advantage of this new dimension of ‘reality’ 


( Wennberg , 2000)


� Based on my own experiences as a graphic designer, where I have been working on a lot of different, creative projects.





