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"The matrix has its roots in primitive arcade games", said the voice-over, "in early graphics 
programs and military experimentatlon with cranial lacks". On the Sony, a two-dimensional space 
war faded behind a torest of mathematically generated ferns, demonstrating the spatial possibilities 
of logarithmic spirals : cold blue military footage burned through, lab animals wired into test 
systems, helmets feeding into fire control circuits of tanks and war planes. "Cyberspace. A 
consensual hallucination experienced daily by billions of legitimate operators, in every nation, by 
children being taught mathematical concepts... A graphic representation of data abstracted from the 
banks of every computer in the human system. Unthinkable complexity. Lines of light ranged in the 
nonspace of the mind, clusters and constellations of data."
-- William Gibson, Neuromancer

The Matrix is the symbolic representation of data and data pathways in the virtual reality in which Case 
engages. By taking hypermedia one step further into the future in this manner, Gibson raises a question that 
needs to be addressed by intermediate systems. First, how should information be represented, or put another 
way, what does data look like ? In Case's virtual reality, there are no numbers to crunch, no graphs to read. In 
this reality the conscious mind and the body are separated by the device, and the mind is allowed unparalleled 
freedom. One notes, though, that the representation, while allowing this freedom, essentially takes place through 
the visual and auditory modalities. The reality is represented in a way that corresponds to input that the mind 
expects.

Therefore, to Case, reality is represented in a three-dimensional network of data highways, where computers are 
large nodes where network lines converge. This representation seems designed to alleviate any feeling of 
disorientation that other less "realistic" (read "expectable") representations might cause. Because virtual visual, 
auditory, and kinesthetic sensory input is analogous to real-world input, Case feels as comfortable in the virtual 
reality as he does walking around, perhaps more so.

Gibson nicely counterpoints this virtual experience with Case's experience of weightlessness in space, which he 
finds an "unnatural" environment. When Case boosts into this reality, he experiences what Gibson terms Space 
Adaptation Syndrome, or SAS. Despite the fact that space is real -- it has an objectively verifiable existence 
outside his mind -- the weightless environment is much less like the real world that Case grew up in than is 
virtual reality.


