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Abstract

The Internet is a vastly under-utilised resource, only used for half of the IT story.
Describe the Internet in two words and many might say ‘sharing knowledge’. But sharing

information is more accurate. It’s just that all the principle ways we use the Internet—the Web,
email and media streaming—happen to be examples where information is in the form of knowledge.

But IT—Information Technology—has another side: the realm of software programming where
information means the dynamic control of how things work. The Internet is the driving force in the
IT industry, so why isn’t it also known for sharing control? True, there are examples of specialised,
one-off software applications interfacing with each other via the Internet, but there has yet to be
any systematic and universal attempt to exploit the potential of the Internet for control-IT in the
way we have seen it for knowledge-IT.

Taking the strengths of the Web model as a starting point, this thesis proposes a parallel,
dynamic world to the Web called The Mesh. In the same way that the Web seamlessly connects
databases of the world to provide a global font of knowledge, the Mesh would connect software
of the world to provide a global means of control. The Mesh would embody all the successful,
empowering features of the Web. Everyone would have a say in how things work, mirroring Web
2.0’s user-generated content but for software instead of media.

In being a universally integrated design approach for device control, the Mesh would encompass
a number of research areas working on the control issue at the big picture level. It would address
the problems of universal usability and ubiquitous computing. It would also provide solutions in
agent-based systems and grid computing.

But many features of the Mesh would simply be unique. They would change the way we go
about software design, leading to new opportunities for users, programmers and manufacturers
alike.

The key to everything is design simplicity.
A concept demonstrator has been developed as an integral part of this research project. It

shows that the Mesh is both feasible and practical. Examples of programs run in the concept
demonstrator are discussed, showing exactly how the Mesh would be built and how it would work.
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