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iii

new media for architec-
tural representation

convenfional represen-
faftion of architecture
fakes place visually and
af a distfance however,
new media has made If
possible fo inferpref
architecture without
architectural training
In reading fradifional
plans, secfions, and
elevations space, and
how iIf Is perceived has
evolved. If has infro-
duced possibilifies fo
Increase public engage-
ment By providing an
immersive confext for
informafion fo be dis-
seminated. In the 1960s,
new media architectural
represenftafion began
fo be associafed com-
pufer fechnologies with
fhe CAD revolufion
computer aided design
programs allowed far
sophisticated 72D draw-
iIng fools. in the 1980s,
fhree dimensional mod-

eling became passible
with the infroducfion of
BIM, building informa-
flon soffware now, the
evolufion of archifec-
fural representation
has moved fo fhe
realms of VR virfual
realify, and IDE,
immersive digital
environments. The aim
of this project was fo
explore and implement
a curafed approach fo
represenfing and
disseminafing archi-
fecture, specifically,
unconventional archi-
fecture. during explo-
rafion of new media for
fhis project, several
mediums were used
digital arf, 360 ° tour,
30 scan, and virftual
realify were used fo
creafe architecfural
represenfafions. fhese
represenfafions were
fhen distributed online,
with varying degrees of
success
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concept drawing for Arimasufon
Biru by Keisuke Oka




Arimasuton Biru

For this work Arima
sufon Biru was used as
a case sfudy. Arimasu
fon Biru is a concrete,
3-story plus basement
house designed and builf
by Japanese archifect,
Kelsuke Oka. consfruc
fion of Arimasutfon Biru
began on february 73,
2005, the building Is
unique In tThat he Is de
signing It without a plan
and building It by hand
and withouf fhe use of
ndustrial machinery. For
Mr. Oka, direct ivolve
ment In mixind, casfing,
and building of fhe con
crefe house has forced
him To acknowledge both
fhe possibilities and
Limitafions of concrefe
while exploring his ca
pacity fo deal with them
as a resulf, the house

s full of improvised

and experimental cast
ng. Unlike the concrefe

used in most bulldings

In Japan, Arimasuton
Biruis bullt to last 200
years. This Is achieved
using a mefthod of mixing
cement wifh less than
4L0% water compared
with the nearly 60%
commonly used in com
mercial buildings. It 1s
far from a convenfional
house and Therefore
cannof be represented
fully by conventional
methods of architectur
al representafion. In fhe
summer of 2018, I had
fhe opporfunity fo visit
Arimasuton Biru and
meef Mr Oka | partic
Ipated in analysis and
documentafion of the
site and building. | chose
fo approach the repre
senfation of Arimasufon
Biru by using new media
fools fo befrer express
ITs unique character and

essence
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level3 basement level

urban sifuafion floor plans by Keisuke Oka

(minato ward)



digital art

digital fools have fure. digifal space can
birthed a new path nof be creafted through
just for drawing but forms of graphic qual-

for imagining architec- 1Ty



elevafion

elevafion
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3d scans

3D scanning can measure,

document and record precise
dafa perfaining fo fhe physi-
cal world. using fhis fechnol-

ogy, fragments of fhe house
were digifized and archived
for publicafion online

12 fragment 12 fragment 12 stairwell

28

12 fragment 12 fragment 12 stairwell

11 facade facade fragment 12 landing

11 fragment 13 landing 13 fragment
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13 fragment 13 fragment concrete ‘coin’

13 fragment 13 fragment bottle

13 fragment 13 panel 13 panel

10 11

atrium bl fragment bl fragment

selected 3D scans
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basement bl fragment facade fragment
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facade fragment facade fragment facade fragment

11 fragment atrium fragment wall panel

ceiling fragment bl fragment 12 fragment
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360 panorama
online tour

panorama four

360 panorama images are an and conftext. they convey
emerging frend in archifec- nformafion such as orien-
fural design. fhe immersive taftion, distance size, efc
quality facilitate spatial as fhe viewer rofafes fhe
fhinking by positioning fthe screen

viewer direcfly in the space



interactive house tou
ground floor version
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new media display

cut E Open ~ [ selectall
«

Move  Copy

Copy path
g to~ to~

Del New Unity Project (2) Configuration
P -
Organize
House Unity Build

Name

™ test build_Data
1€ test build.exe
[ unityPlayer.dil

Graphics Input

Screen resolution 1920 x 1080
Graphics quality Fantastic

Select monitor Display 1

for fhe new media display
> ‘ rience o
asufon building
irfual reality scene. the

e contfains onfe
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production

several software were ufi-
lized fo creafe the new media
display. sftarfing with fo-
pography, dafa was obfained
through SkefchUp's geo-lo-
cation function. site confext
data was collecfed fhrough
Open Sfreef Map and was
converted into vector format
using a grasshopper plug-in
in Rhino. this provided build-
ing foof prints and roadways
fo work with. the plug-in was
also used fo super impose
this informafion onfo the to-
pography to creafe the final
site confext model

creation of the building model
started with a rough building
shape in rhino, which ref-
erenced 360 phofos and 3d
scans. the 3d model was fhen
moved info Maya for fine
funing. smaller assefs were
modeled in rhino. fexftures
were created by edifing
photos from fthe site in Pho-
foshop. bump maps were
created from the fexftures
fex-tures, bump maps, and
ofher materialify such as
glass and mefal made using
Maya's Arnold plug-in were
applied fo the 3d model
assefs in Maya. Models were
exported as obj files and
brought info

Unity where the new media
scene was set up VR camera
componenfs were added fo
scene as well as sound and a
360 panorama skybox

model process in rhino
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result

the final oufcome is an
executable build

view of level3
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basement enfrance

digital view
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digital view

concrefe boftles
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eye-shaped window

digital view
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