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new media_
forms of media that are 
native to computers, 
computational and re-
lying on computers for 
redistribution.
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conventional represen-
tation of architecture 
takes place visually and 
at a distance. however, 
new media has made it 
possible to interpret 
architecture without 
architectural training 
in reading traditional 
plans, sections, and 
elevations. space, and 
how it is perceived has 
evolved. it has intro-
duced possibilities to 
increase public engage-
ment by providing an 
immersive context for 
information to be dis-
seminated. In the 1960s, 
new media architectural 
representation began 
to be associated com-
puter technologies with 
the CAD revolution. 
computer aided design 
programs allowed for 
sophisticated 2D draw-
ing tools. in the 1980s, 
three dimensional mod-

eling became possible 
with the introduction of 
BIM, building informa-
tion software. now, the 
evolution of architec-
tural representation 
has moved to the 
realms of VR, virtual 
reality, and IDE, 
immersive digital 
environments. The aim 
of this project was to 
explore and implement 
a curated approach to 
representing and 
disseminating archi-
tecture, specifically, 
unconventional archi-
tecture. during explo-
ration of new media for 
this project, several 
mediums were used. 
digital art, 360 ° tour, 
3D scan, and virtual 
reality were used to 
create architectural 
representations. these 
representations were 
then distributed online, 
with varying degrees of 
success. 

new media for architec-
tural representation

maya wireframe
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concept drawing for Arimasuton 
Biru by Keisuke Oka 

introduction_
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For this work, Arima-
suton Biru was used as 
a case study. Arimasu-
ton Biru is a concrete, 
3-story plus basement
house designed and built
by Japanese architect,
Keisuke Oka. construc-
tion of Arimasuton Biru
began on february 23,
2005. the building is
unique in that he is de-
signing it without a plan
and building it by hand
and without the use of
industrial machinery. For
Mr. Oka, direct ivolve-
ment in mixing, casting,
and building of the con-
crete house has forced
him to acknowledge both
the possibilities and
limitations of concrete
while exploring his ca-
pacity to deal with them.
as a result, the house
is full of improvised
and experimental cast-
ing. Unlike the concrete
used in most buildings

in Japan, Arimasuton 
Biru is built to last 200 
years. This is achieved 
using a method of mixing 
cement with less than 
40% water compared 
with the nearly 60% 
commonly used in com-
mercial buildings. it is 
far from a conventional 
house and therefore 
cannot be represented 
fully by conventional 
methods of architectur-
al representation. In the 
summer of 2018, I had 
the opportunity to visit 
Arimasuton Biru and 
meet Mr. Oka. I partic-
ipated in analysis and 
documentation of the 
site and building. I chose 
to approach the repre-
sentation of Arimasuton 
Biru by using new media 
tools to better express 
its unique character and 
essence.

Arimasuton Biru

sign by Keisuke Oka

“masu”- 
(trout) 

“tonbi”- 
(kite)

“ari”- 
(ant) 
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urban situation
(minato ward)

level1 level2

level3 basement level

floor plans by Keisuke Oka
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digital art

view of digital tools have 
birthed a new path not 
just for drawing but 
for imagining architec-

ture. digital space can 
be created through 
forms of graphic qual-
ity.
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view of fl3view of fl3
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l2 fragment

l2 fragment

l1 facade

l1 fragment

l2 fragment

l2 fragment

facade fragment

l3 landing

l2 stairwell

l2 stairwell

l2 landing

l3 fragment
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36

3D scanning can measure, 
document and record precise 
data pertaining to the physi-
cal world. using this technol-

ogy, fragments of the house 
were digitized and archived 
for publication online.

3d scans
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360 panorama
online tour

360 panorama images are an 
emerging trend in architec-
tural design. the immersive 
quality facilitate spatial 
thinking by positioning the 
viewer directly in the space 

and context. they convey 
information such as orien-
tation, distance size, etc. 
as the viewer rotates the 
screen
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interactive house tour. 
ground floor version 
avail-able on google 
street. 
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new media display

for the new media display, i 
recreated my experience of 
Arimasuton Biru by building 
a virtual reality scene. the 
scene contains site context, 

audio, the building modeled 
from my memory and docu-
mentation, and key assets 
unique to the space
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model process in rhino

production

several software were uti-
lized to create the new media 
display. starting with to-
pography, data was obtained 
through SketchUp's geo-lo-
cation function. site context 
data was collected through 
Open Street Map and was 
converted into vector format 
using a grasshopper plug-in 
in Rhino. this provided build-
ing foot prints and roadways 
to work with. the plug-in was 
also used to super impose 
this information onto the to-
pography to create the final 
site context model. 
creation of the building model 
started with a rough building 
shape in rhino, which ref-
erenced 360 photos and 3d 
scans. the 3d model was then 
moved into Maya for fine 
tuning. smaller assets were 
modeled in rhino. textures 
were created by editing 
photos from the site in Pho-
toshop. bump maps were 
created from the textures. 
tex-tures, bump maps, and 
other materiality such as 
glass and metal made using 
Maya's Arnold plug-in were 
applied to the 3d model 
assets in Maya. Models were 
exported as obj files and 
brought into 

Unity where the new media 
scene was set up. VR camera 
components were added to 
scene as well as sound and a 
360 panorama skybox. 
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view of level3

result

the final outcome is an 
executable build.
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digital viewbasement entrance
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digital viewconcrete bottles
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digital vieweye-shaped window
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stairwell digital view
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