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Our society, as it stands today, has undergone many distinct 
technological advances.  These advancements include, but 
are not limited to, computing devices, smart phones, and 
the ubiquitous internet.  Each of  these particular  digital 
technologies promise an improved quality of  life by providing 
connection to everything one may need and want.  This everyday 
reality is mesmerizing and allows us to disconnect from our 
immediate environment, to some extent.  So, at the same time, 
we can virtually existing in connection with anything we may 
be interested in at a particular moment, yet disconnected from 
our physical existence in space.  This juxtaposition of  realities 
is fascinating but today the difference between the two is often 
blurred. 

This blurring effect is important to understand because it 
shows we are no longer living in a society that necessarily treats 
the physical and virtual worlds as opposites. Now that we 
operate in the physical and virtual worlds nearly simultaneously, 
we need to begin exploring and in the physical and virtual 
worlds nearly simultaneously, we need to begin exploring and 
understanding how these phenomena affect each other, as well 
as the architectural spaces they inhabit.  This combination of  
physical and virtual worlds is also known as the post-digital 
age.  

Post-digital (adjective): of  or pertaining to the art forms that 
address the humanization of  digital technologies through 
the interplay between real space and cyberspace through 
interaction.

0.1.1 abstract



This thesis project will involve the study and design of  a 
hybrid space, between physical and virtual space, and physical 
and virtual entities.  This hybrid space is, in effect, an interface 
between the physical and the virtual.  While traditionally we 
may consider physical and virtual realms as opposites, we 
have already moved into an age where the two realms have 
intermingled.  The awareness of  physical and virtual spaces 
intermingling will allow for conscious design around this 
hybrid space, the interface.  In order to better understand the 
interface, in-depth descriptions of  physical entities and virtual 
entities will be given in order to know each component at hand, 
when interacting with an interface. 

Imagine a provisional spectrum between physical and virtual 
entities. Physical entities will be placed on the left end to 
represent the physical realm, and we will place virtual entities, 
things within the virtual realm on the right.  Finally, somewhere 
in between physical and virtual realms, we will find the interface.  
For the purpose of  this analysis, entities will be provisionally 
defined as objects that have a distinct and individual existence.  
As we move deeper, the investigation of  physical and virtual 
entities will begin to focus on used books (physical entities) 
and their relation to digital books (virtual entities). This 
investigation will ultimately show the interface to be quite a 
powerful tool, capable of  presenting the written content of  any 
digitized book, absent of  the actual book’s physical presence.  
The interface will also prove to have implications that run deep 
into social and cultural standards.

The interface is the tool we use to connect ourselves to the 
virtual world and it comes at the price of  suspending our 
perception of  ourselves in the physical, built world. An 
interface can be defined as a surface acting as a common 
boundary between two different bodies or spaces. An interface 
is a connection from one place to another.  
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In this case, we are connecting the physical to virtual, since we 
exist in the physical world.  The use of  this digital interface causes 
an alteration of  experience. When using any digital interface, the 
user may or may not notice the lack of  full sensory experiences 
within the virtual world.  The virtual world can surely conjure 
up memories of  sight, hearing, touching, smelling and tasting, 
but when acting in the virtual world, you are at best using only 
the senses of  sight, hearing, and, at a rudimentary level, touch. 
In this sense, digital interfaces are a portal to an alternative re-
ality that we must understand in order to apply responsibly. 

We live in an age where the digital world can be interfaced 
nearly anywhere; it is critical to understand the distinction be-
tween the physical and virtual worlds and how they supplement 
each other. Coming to this understanding will allow us to be-
gin to think about how we can design our architecture within 
an environment that is becoming a hybrid of  physical and vir-
tual worlds. This project will reveal a level of  experiential jux-
taposition between the two, helping us to think about how to 
improve both physical and virtual living in space. In revealing 
this juxtaposition, I will disseminate ways we can work amongst 
the physical and digital worlds with a greater level of  unity.

Moore’s Law – the theory that memory within a computer chip, the most intrinsic  
component of digital technology, doubles approximately every two years.
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The Big Red Button- TInker London (Paola Antonelli)

0.1.4



To better understand the concepts that fall within the so called 
Post-Digital Age, the following section exists to familiarize 
you, the reader, with the objects and other projects that begin 
to speak on behalf  of  this post digital train of  thought.  Many 
of  these works were featured in the Museum of  Modern Art’s 
Talk To Me exhibit in 2011.  Curated by Paola Antonelli, Talk 
To Me’s theme revolved around objects that focused on the 
design and communication between people and objects.  

The exhibition focuses on objects that involve a direct 
interaction, such as interfaces, information systems, visualization 
design, and communication devices, and on projects that 
establish an emotional, sensual, or intellectual connection with 
their users. Examples range from a few iconic products of  
the late 1960s to several projects currently in development—
including computer and machine interfaces, websites, video 
games, devices and tools, furniture and physical products, and 
extending to installations and whole environments.

Other projects featured in this section stress the importance 
and irreplaceable qualities that are inherent with the physical 
world.  This contrasts the virtual world, most simply because 
the virtual world is not an inherent existence.  From its most 
simple to its most complex terms, the virtual world is always 
dependant on input from the physical world to generate output.  
Therefore, the relationship between physical and virtual is 
binary and reliant on the physical.  The goal of  these studies 
is to blend this binary relationship into a hybrid relationship 
of  sorts.  The projects here attempt to creatively formalize the 
virtual world, for a more pure experience driven by the physical 
world.

0.2.1 precedent_studies

Talk To Me xx
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Talk To Me - MoMA exhibit publication  (Paola Antonelli)



N Building - Tokyo, Japan - Terada Design Architects, Qosmo 
Inc., Izumi Okayasu Lighting Design (2009)

(Paola Antonelli)

0.2.3

Located in a shopping district in Tokyo, Japan, The N 
Building (bottom image) is devoid of  the typical billboards 
on adjacent buildings.  These billboards act to conceal their 
parent buildings, while advertising irrelevant products.  The N 
Building responds to this by utilizing the now ubiquitous QR 
Code to present relevant information about the inner workings 
of  the building and its program.  Users of  this technology 
can access information such as Twitter feeds of  vendors and 
employees within, giving them access to finer details and 
opportunities.  the QR Code also enables users to access an 
augmented reality, in which the building responds to current 
conditions.  The image on the top left shows the N Building 
dressed up for the holiday season.



abstract

0.2.4

The SMS Slingshot is an object/interface designed by VR/
Urban, and is a response to the overcommercialization within 
public spaces in urban centers. The SMS Slingshot is a tool that 
enables the public to reclaim public space without violence and 
vandalism  In this manner, and in keeping with the object’s 
physical and digital formal qualities, the users are empowered 
to occupy their public spaces through digital, pseudo-guerrila 
tactics.

This project combines a prehistoric weapon, graffiti art, and 
digital technology to splatter user created messages onto 
activated facades.  This form of  public voice leads this project’s 
concepts towards recent Occupy movements, but could also 
be applied to the academic and community settings.

SMS Slingshot - VR/Urban (Paola Antonelli)



The Weather Project - Olafur Eliasson Tate Modern (2003)

0.2.5 

The Weather Project is an installation by Olafur Eliasson in 
the Tate Modern.  Eliasson is known for his ability to create 
environments that test conditions of  time and space with 
respects to people’s experiential senses.  This installation 
transforms an exhibition hall in the Tate Modern into an 
environment in which visitors felt inclined to adapt and dwell 
within, rather than move through.

The Weather Project consisted of  a semi circled-low intensity 
light, a mirrored ceiling, and a fog machine.  These three simple 
and fairly accessable components are used at an extreme scale 
to challenge people’s sense of  physical space.  The effects 
achieved in this installation are fundamentally not possible 
within the virtual environment. However, imagining a hybrid 
environment between physical spaces such as this, and virtual 
spaces may be a more achievable possibility 



Designed by Konstantin Datz,  this object is the transformation 
of  the popular 3D color puzzle into a tactile game, playable by 
the blind.  This simple alteration allows for the engagement 
and use of  haptics in a game that is traditionally reliant on 
visuals.  This object reinforces the importance and perhaps our 
neglect of  our sense of  touch.  Though our sense of  touch 
is used consistently, digital interfaces are often troubled with 
translating this sense from physical to the virtual.

0.2.6

Wooden Mirror - Daniel Rozin (1999)

Rubik’s Cube for the Blind -Konstantin Datz (2010) 
The Wooden Mirror uses a tactile material, wood, in front 
of  a complex system of  mechanics to test and blur the line 
between analog and digital, physical and virtual, and order 
and chaos.  Sensors detect passers-by and adjust the wooden 
blocks to essentially reflect the presense of  the visitors.  It is 
worth noting Daniel Rozin’s methods of  using the mirror, a 
self-revealing tool, to question the status of  our own physical 
identities in a world that is increasingly reliant on the virtual.v

Zimoun with Hannes Zweifel 2011

Zimoun is a sound installation artist.  His large scale 
sculptures tend to command a larger space with their physical 
compositions, but what gives these installations power are the 
inner workings within the structures.  These works are sonic 
investigations that test notions of  simplicity and complexity.  
The use of  structured systems to create chaos is strengthened 
by Gestalt techniques. Zimoun’s installations engage their 
surroundings by sound and activate their spaces in ways that 
cause visitors to explore the space by ear as the primary sense.



City Smell Research-Berlin - Sissel Tolass (2004)

0.2.7

The image below is a map of  Berlin.  Sissel Tolass, a Norwegian 
artist believes that smell automatically locates you in a space.  
The sense of  smell gives you new tools to perceive your 
surroundings based on context.

This map is an olfactory map of  Berlin’s districts, and its 
composition is a deconstruction of  both physical landmarks 
of  each district as well as compass rose points.

This project is impressive, not only as a concept for mapping 
smell, but also as an investigation into the potential for the 
sense of  smell to become a platform of  information much 
different from tradition methods used to orient yourself  within 
a space.



Digial Water Pavillion (2010)

The Digital Water Pavillion is the response to a challenge to 
create a fluid and reconfigurable work of  architecture.  Water 
is perhaps the most dynamic and engaging elements used in 
urban public spaces.  In this application in Zaragoza, Spain, 
water receives a technological treatment that creates a fantastic 
physical world experience, made possible through workings 
within the virtual world.

The building is a water basin roof, supported by operable 
columns. “digital water” falls down from the roof, forming the 
walls of  this space.  Further, there are sensors and programming 
that allows for graphic patterns and information to be worked 
into the walls.  Perhaps more importantly, the sensors allow for 
thresholds to open within the wall  as visitors move to enter or 
exit the space.  When the building’s functions end for the day, 
the columns lower the water basin, transforming the roof  and 
building footprint into a reflection pool.

The interactive qualities of  this building are quite inventive and 
original.  The building can respond to people as well as the 
environment; architecture is event.  If  this type of  interface 
was to involve further visitor interaction, the action of  opening 
a door could be reworked.  Imagine the water walls opening a 
threshold, but only after a finger or hand interupted the water’s 
flow with an ‘opening a door’ motion.

0.2.8
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The Reading Room is a project for a private residence.  It is 
a personal library that strives to formalize the compact disc 
drive, a component in many computers.  This mechanistic 
space is operated by sitting in a seat placed on an apperatus 
centered within the room.  This apparatus becomes a metaphor 
for the occuli within a compact disc drive.  While navigating 
and rotating around the space, the user becomes one with the 
machine as it retrieves the desired object in the collection.

This project becomes a commentary work, challenging the 
methods in which information is accessed today.  When 
information is translated into bits in the virtual world, the 
poetics of  spaces like the Reading Room are lost.  The Reading 
Room exists not necessarily to counteract this process, but to 
bring virtual technologies into occupiable spaces.

The Reading Room - “Pamphlet Architecture 19 - Reading Drawing 
Building” -1996



0.2.10



The Big Red Button- 
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The Big Red Button was designed by Tinker London (2010).  
This object is expressive of  the paradoxical, faceless nature 
many buttons, switches, and other virtual interface tools.  It is 
a critique on society’s rudimentary relationships with screens 
and interfaces.  In some common cases, this relationship to the 
virtual interface has been reduced to the prodding of  a heat 

sensitive glass plane.

While this relationship is not necessarily a negative one,  it is 
essential to realize the differences in how the physical world 
is experienced, compared to the virtual.  The compromises  
taken in conducting operations in the physical world versus 

the virtual world are equally important to the benefits.

What steps can be taken to capitalize on the benefits and 
pitfalls of  the physical and virtual worlds?  Conceptualizing 
about these answers within the architectural context will lead 
to refreshing investigations of  experience and place.  The 
advancement of  technologies takes on a different sense of  

inspiration, focused on physical space.

0.2.12



As stated in the introduction, entities are provisionally defined 
as objects that have a distinct and individual existence.  Mov-
ing forward, an in-depth description of  physical entities will be 
done to reveal a deeper understanding, allowing us to clarify the 
physical side of  the spectrum. This description will build upon 
aspects of  the aforementioned definition of  entities that prove 
to be important. 

Physical entities have inherent qualities about them that are 
a result of  their existence in physical space.  These inherent 
qualities of  a physical entity are left for us to expose, through 
the use of  our five senses of  perception.  For example, when 
we are walking through a used bookstore, we will likely discover 
a musty smell to be present among the stacks.  If  we have had 
prior experiences with used bookstores or used books, we can 
recognize this scent to be expected, based on past memories 
of  used books.  As we explore the used bookstore, the sense 
of  sight and touch will be imperative to our experience, books 
with familiar titles or beautiful bindings may catch our attention 
and beckon further investigation. In other words, as our eyes 
wander, we will discover physical entities that interest us enough 
to seek a closer relationship. Our auditory senses will perhaps 
supplement the experience in a more decorative way, letting the 
sounds of  footsteps and closing books become a gentle back-
drop. Here, the sense of  taste can possibly serve as a gentle 
backdrop to our overall experience, if  it is used at all.

1.1.1 physical_entities



While basic and not necessarily universal, the used bookstore 
experience briefly outlined above, is serving as a starting point 
for the description of  a physical entity. The key to the used 
bookstore example is found in reviewing the methods in which 
one may encounter the bookstore. We use our tools of  per-
ception, a daily activity, to gather information about our envi-
ronment. The information we gather is a back and forth rela-
tionship compounded by our five senses (sight, touch, hearing, 
smell and taste) and the physical entities that act as receiver or 
provider.  A physical entity may receive our touch, but first, this 
physical entity must present evidence of  existence to us, some-
thing for us to apply any combination of  our five senses to. If  
we are to accept that a physical entity can both receive and/
or provide sensory cues, what else constitutes being a physical 
entity? It has been decided that physical entities exist in physical 
space and that they have the capability to interact or be inter-
acted with on a perceptual level. Then, by these limitations, we 
can consider ourselves to be individual physical entities, existing 
in physical space with the ability to interact with other physical 
entities.  As long as something can prove their own existence in 
physical space through some level of  interaction, they can be 
considered a physical entity.

Existing in physical space has its own implications.  To exist in 
physical space implies a binding to time.  From the very moment 
a physical entity is created or birthed, it is bound to time and 
will progress forward in keeping with time.  This progression 
forward in time may be a path of  growth or deterioration, and 
in some cases this path ends with inevitable death.  We have 
come to understand this reality simply by existing in time; we 
have surely witnessed the growth of  an infant or of  a tree and 
the deterioration of  the clothes we have worn for extended pe-
riods of  time.  Existing in space/time will then allude to the fact 
that physical entities are unique to themselves.  Nothing else in 
physical space is exactly like another; this will prove to be an es-
sential distinction between physical and virtual entities.
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Typographic Links
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Browsing Model

Typographic Links reimagines hyperlinks as physical, three-
dimensional ties in the pages of  a book about typography.  In 
Dan Collier’s hand-sewn publication, red threads travel through 
paper to map interesting connections between typographers, 
typefaces, and typographic terms and phrases.  The result is 
a playful system of  physical tagging, with the relationships 
between words tangibly felt and indicated as the reader flips 
through the book.

If  Typographic Links is a tool of  wayfinding and relationship 
making within a book,  what would the inverse effect be?  
Pictured to the left is the Browsing Model, a free book from 
John K King Used Books in Detroit, Michigan.  The book was 
acquired in poor, unbound condition, but became the perfect 
platform for this investigation.  The Browsing Model, like Dan 
Collier’s project is hand-sewn and altered, but achieves a result 
that vastly contrasts Collier’s book.  This book is intended to 
rearrange each time it is opened and looked through.  With 
unbound pages and sewn together collages, the contents of  
this book lose and regain significance in manners that cannot 
be readily predicted.  Each time this book and its contents are 
experienced, they are experienced in a new context.

1.1.4



The used bookstore example briefly outlined above, is indeed a 
bare-essentials description of  John K King Used Books, a used 
bookstore in Detroit, Michigan. This description is a perceptual 
generalization of  the many visits I have taken there in the past 
three months.  In choosing this site, I expected to find an exist-
ing framework and typology that would be worth reconsidering 
in the post-digital age.  Through developing a deep relationship 
with the bookstore, it was possible to begin to understand how a 
space with no digital interface, such as John K King Used Books, 
operates.  Knowing this, I was able to intellectualize about how 
a digital interface would be able to fit into this particular site, 
without completely interrupting the existing un-interfaced con-
dition.

John K King Used Books is home to nearly one million used 
books, as well as other trinkets and memorabilia.  It is a book-
store that is appreciated by the local community, and has been 
recognized regionally.  However, this four story building was 
originally a glove factory, thus the space was not originally in-
tended to be what is essentially a warehouse of  used books.

1.2.1 john_k_king



Upon entering the bookstore, visitors are presented with a 
mapping of  the bookshelf  organization on each floor.  This 
map is of  course an option that can be declined if  browsing 
the collection aimlessly, as many of  the customers do, is more 
appealing.  If  using the wayfinding tools presented in the map 
is desired, it will soon be discovered that the map is quite in-
accurate.  Further, the individual maps posted at the entrance 
to each floor are also slightly inaccurate, as are the various 
store directories in the building. It soon becomes clear that 
the bookstore is mysteriously unorganized. If  one intended on 
finding a certain section through way finding, it still took some 
level of  browsing to reach the goal.

This is something that proves to be a charming touch in this 
instance.  The bookstore is essentially a warehouse of  texts to 
be discovered.  Each aisle is dark, but a series of  fluorescent 
lights line the path, awaiting a customer’s pull on the switch to 
be activated.  The stacks rise high enough to require the com-
plimentary milk crates that randomly occupy the floor space.  
Interested customers can be found using these milk crate stools 
as seats to read books they found to be interesting.  These lit-
tle nuances within this bookstore all give the sense of  unified 
operation between the books and the customer.  It does not 
take long to feel a sense of  dynamics of  content in this space.  
Though it had later been determined that maybe this space was 
perfect in it’s own un-digitally-interfaced existence, it was an in-
teresting site to conceptualize about.  The feeling of  dynamic 
content in this bookstore led to ideas of  bookshelves that could 
be shifted across floors and from floor to floor. This concept 
would add a level of  interaction that would affect the users and 
the space themselves as areas expand and contract around the 
bookshelves.

This sketch problem proved to be heavily research and experi-
ence based and will provide the information required to repre-
sent the physical elements of  the proposed hybrid space.

1.2.2



1.2.3



1.2.4



operation of space
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When moving throughout John K King Used Books, visitors 
will experience the stacks differently as individuals.  Whether 
seeking a direct path to a collection or browsing, objects and 
books will stand out and catch the looker’s attention, with 
varying detail.  These images illustrate this rapid shift of  focus 
that many often take for granted.  Though each image perhaps 
only depicts but a moment in time and in mid stride down an 
aisle, they are useful in understanding how the focus on one 
object can connect the dots to the next object.vv
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The images in this spread are a few wayfinding tools found 
withing John K King Used Books.  The following spreads 
include floor plans and floor maps of  the bookstore.  The 
maps were provided by the employees at John K King, while 
the plans are layered with paths I personally took on various 
visits to the site.  The red graphics signify browsed paths and 
destinations, while on the other hand, the blue represents 
attempted wayfinding towards direct goals.  The browsed paths 
proved to be more numerous and prosperous in every attempt.

This is not to suggest that wayfinding in this type of  environment 
is useless, however, there are distinct experiential qualities that 
separate browsing from wayfinding.  These differences are the 
basis of  the proposed intervention within this space.
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The diagrams on this spread are simple conceptual illustrations 
that begin to suggest how bookshelves can rearrange according 
to user input.  This input would be predicated on personal 
preference as one wayfinds or browses throughout John K 
King’s collection.  The shelves could be rearranged to form 
spaces to work within, and would also create an everchanging 
environment throughout each floor of  the bookstore.  This 
suggestion would formalize events that seem to take place 
almost accidentally within this building.



1.2.16

If  the bookshelves are freed to move across floors horizontally 
and vertically in order to facilitate original and refreshing 
browsing experiences upon each visit, there lies the issue in 
realizing a functioning system of  wayfinding.  With the use of  
Radio-Frequency Identification (RFID) technology, each shelve 
could be tracked digitally.  The RFID tags would be embedded 
into bookshelves, allowing the collection within John K King to 
be categorized and tracked.  If  users were provided a particular 
digital interface or application for their mobile devices, the users 
too could categorize and track the bookshelves as they pleased.  
Experiencing the John K King Used Bookstore becomes 
a new experience that pays respect to it’s existing conditions 
while reimagining the space with the injection of  a digital, yet 
physically oriented interface.



Virtual entities as I introduced them, are entities that exist in vir-
tual space, the realm traditionally seen as opposite of  physical en-
tities and space.  Similar to physical entities, virtual entities have 
inherent qualities about them that are a result of  their existence 
in virtual space, and are left for us to expose.  However, we can-
not expose the qualities of  virtual entities in the same manner 
we would expose the qualities of  physical entities.  There are a 
number of  interfaces that necessarily exist to allow the connec-
tion of  physical entities to virtual entities. Within these interfaces, 
we are able to navigate virtual space and uncover virtual entities.

Whatever a particular interface may be, our ability to navigate 
through virtual space is drastically different than the methods 
we may utilize in navigating through a physical space.  While 
a physical space lets our senses of  perception and motility run 
wild, a virtual space is considerably more restricted; we can only 
navigate through virtual space with our sense of  sight, hear-
ing, and at a rudimentary level, touch.  The necessary use of  
an interface to access the virtual realm undermines our inher-
ent motility as physical entities.  When navigating an interface 
through virtual space, we are at the mercy of  our own under-
standing about this particular interface.  We do not necessar-
ily know how an interface works and perhaps we don’t even 
know how to work the interface. It is plausible that we only 
know that with the interface, we are able to posit ourselves 
elsewhere from our physical space.  This is an interesting re-
ality. While we have experienced various limitations in physi-
cal space, we have been granted the ability to delimit our-
selves spatially, through the manifestation of  virtual space.  

2.1.1 virtual_entities



In other words, placing our existence in virtual space lets us 
exist metaphysically. To exist metaphysically is to be devoid of  
the laws that bind physical entities, i.e., laws of  space and time.  
Virtual space works on a different timeline than physical space.  
Virtual entities are born, however they do not grow or deterio-
rate autonomously, like physical entities.  Furthermore, virtual 
entities only reach death, or termination, at the will of  an out-
side force.  While physical entities follow a strict path of  birth, 
growth/deterioration, and death, virtual entities are birthed 
and terminated.  Since virtual entities exist in this binary re-
lationship, it is possible for virtual entities to be duplicates of  
one another. In other words, you cannot necessarily be guar-
anteed that a virtual entity is completely authentic and unique.  
This mutability sets virtual entities apart from physical entities.

2.1.2
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2.2.1 interface

The interface is the tool we use to connect ourselves to vir-
tual space and virtual entities.  This is intriguing because we 
exist as physical entities in physical space, but have been pre-
sented the ability to apply our existence in virtual space, as vir-
tual entities.  This duality inevitably creates implications that 
change the way we view any kind of  space.  When one may be 
secluded in the confines of  their home, they can also be infi-
nitely connected to nearly anything they may be interested in.  
However, this example works at a much larger scale than the 
personal confines of  a home however, as the interfaces have 
grown and have altered architectural spaces and their programs.  

The library typology, for instance, has adapted in a number 
of  ways to remain functional and relevant.  No longer is the 
library a building that provides the materials and space to be 
the host of  research and studies.  The library has added multi-
media centers and dedicated whole floors to group study 
programmed space.  Through amassing a deeper knowledge 
of  physical and virtual spaces, a conscientious design pro-
cess can be undertaken.  This process will begin to combine 
or transfer different qualities of  the two types of  entities and 
spaces, with the intent of  creating a hybrid architectural space.

To clearly understand the affects the interface can take 
on, a series of  precedent studies were taken on to un-
derpin the design of  a hybrid space.  These studies will 
range from purely digital interfaces to projects that com-
ment on the digital interface as a pure physical entity.
The Digital Water Pavilion in Zaragoza, Spain is a building that 
interacts with the visitors as they look at and enter the space.  



From a distance, visitors will notice the walls of  the pavil-
ion are actually planes of  water programmed to fall in pat-
terns of  someone’s design.  Upon entering the space, 
the building senses the presence of  a body and the wa-
ter wall peels away, revealing a threshold.  This level of  in-
teraction requires some kind of  digital interface that 
works to close the gap of  building, user, and virtual space.  
The N Building in Tokyo, Japan houses multiple programs 
within a larger shopping district.  Within this district, there are 
many buildings with billboards that advertise products unre-
lated to the buildings that support them.  The N Building how-
ever, has a façade that presents a large QR Code that presents 
the opportunity to extract the information. Upon extraction, 
it becomes apparent that the N Building and its QR Code’s 
information remain true to the functions of  the building it-
self.  This level of  truthfulness creates an authentic feeling 
in the application of  this digital interface, it actively engages 
the user and provides information that is directly relevant.
Typographic Links is a project that materializes the hy-
pertext link we have become familiar with on the com-
puter. Words that are related to each other are linked to-
gether by red yarn.  This creates a complex web that gives 
the otherwise invisible connection an interesting aesthetic.

2.2.2



2.3.1 post_digital_program

The interface is the tool we use to connect ourselves to vir-
tual space and virtual entities.  This is intriguing because we 
exist as physical entities in physical space, but have been pre-
sented the ability to apply our existence in virtual space, as vir-
tual entities.  This duality inevitably creates implications that 
change the way we view any kind of  space.  When one may be 
secluded in the confines of  their home, they can also be infi-
nitely connected to nearly anything they may be interested in.  
However, this example works at a much larger scale than the 
personal confines of  a home however, as the interfaces have 
grown and have altered architectural spaces and their programs.  

The library typology, for instance, has adapted in a number 
of  ways to remain functional and relevant.  No longer is the 
library a building that provides the materials and space to be 
the host of  research and studies.  The library has added multi-
media centers and dedicated whole floors to group study 
programmed space.  Through amassing a deeper knowledge 
of  physical and virtual spaces, a conscientious design pro-
cess can be undertaken.  This process will begin to combine 
or transfer different qualities of  the two types of  entities and 
spaces, with the intent of  creating a hybrid architectural space.

To clearly understand the affects the interface can take 
on, a series of  precedent studies were taken on to un-
derpin the design of  a hybrid space.  These studies will 
range from purely digital interfaces to projects that com-
ment on the digital interface as a pure physical entity.
The Digital Water Pavilion in Zaragoza, Spain is a building that 
interacts with the visitors as they look at and enter the space.  



2.3.2

These diagrams are  sketches that attempt to break down 
the methods in which users navigate through the virtu-
al world.  In this case, these conceptual representations are 
derived from start and end points when using the internet.
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2.3.4

The sketches across this spread are diagrams of  the internet.  
The mass of  branching colors is a map of  the internet published 
in Wired Magazine in their December 1998 issue.  This map is 
unfortunately really only useful in reminding us that the internet 
is a world that is largely untamed.  The   line sketches here intend 
to break down the events that are shown in Wired Magazine’s  
graphic into individual paths.  Each path is made possible by 
the connection from one point to another.  The connection 
facilitates the transfer of  information from one user to the next.



The background image on the cover of  this book and this 
particular spread is a conceptual representation  of  the 
transformation of  information between peers and through 
virtual interfaces , where place has little significance.  This drawing 
began as a top view of  a study model, before undergoing a series 
of  ‘directed mutations’.  Each phase of  mutation represents one 
file of  information’s transfer between two people.  Once the 
final phase of  transfers takes place, the  form that remains in 
this illustration  holds no resemblance  with the initial form.  

Imagine each of  these transformations as wireless 
transactions.  This study illustrates the ease of  input and 
mutability that takes place within a virtual environment.

It is worth conceptualizing these ideas further, 
and into physical space, with aims to realize an 
environment that acts as a spatial rendition of  this study.

2.4.1 directed_mutation
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The following  images are part of  a series of  conceptual 
representations of  the virtual world, namely, two methods used 
in navigation through the interfaces.  All of  these inkings began 
with one drop of  black china ink on canvas.  Within an instant 
gust of  air’s brief  existence, these paths reveal themselves.  The 
reaction is almost binary, and the results are largely unpredictable.  
It is precisely this unpredictability that is of  importance.  Though 
there is a distinct starting drop point,  the  points of  termination 
are unforseen.  This is a prime example of  browsing through a   
space, but because the relationship between beginning and end 
become apparent after the event, more possibilities  are given.   
This condition is true within the interface of  the world wide 
web.  Any number of  relationships can be made between people 
and computers around the world.  It is not this transferring of  
information that is illustrated in these inkings, but is however, 
a representation of  the placeless relationships that foster the 
transfer of  information in the first place.  These conceptual 
illustrations begin to speak about this placelessness of  interface.

2.5.1 pathsbrowsed+directed
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The various studies leading up to this point all began as 
investigations of  the post-digital.  The attempt to integrate 
physical and virtual worlds, as a method to seek a middle 
ground between the two.    The John K King sketch posited 
a method of  injecting a virtual interface within a physical 
entity, a move that would facilitate both browsing and 
wayfinding.  The studies of  post-digital program gave hints 
towards formalizing the ideas of  information   and its 
transformation/mutations through simple user interaction.

The suggestion of  a post digital progam needed to be tested 
against  existing conditions in the built environment.  As sites 
and their surrounding conditions around my community were 
examined, the vacant site on the corner of  Woodward Avenue 
and Warren Avenue in Midtown, Detroit stood out.  The site is 
on a prominent intersection in the area, with Woodward Avenue 
running north and south, and the east/west running Warren 
Avenue which connects two major expressways.  Midtown is 
home to a wide number of  institutions, perhaps most significantly, 
Wayne State University, the Detroit Institute of  Arts, and the 
Detroit Public Library.    Needless to say, this site provides the 
prime location for positing a post digital architectural program. 

3.1.1 post_digital_form
site_selection
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3.1.3 post_digital_form
site_selection

The site at Woodward and Warren Avenues is now an unusual 
void along the Woodward Corridor.  The site was recently 
cleared of  all it’s buildings, including Wayne State University 
Psychology Department buildings, a dormitory, and perhaps 
most notably, the old red Utrecht Art Suppy Store which sat 
on the corner of  Woodward and Warren.  Now, the site is 
only occupied by an existing Subway restaurant, which will 
presumably be demolished after the owner’s lease contract ends.
Wayne State University has publicly stated their intentions for 
the site to become the gateway to their campus.  This statement 
reinforces the prominent location this site holds within the 
Midtown context.
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top: stagnant existing site conditions disable people’s interest in traversing through the site.  
The unthoughtful placement of  pedestrian paths and benches do not benefit the experience 
of  walking thorugh the site.  Though the site sits among high vehicle and pedestrian traffic, 
the site’s existing conditions give a false sense of  vacancy to the Midtown area.

s_s
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bottom: Warren Avenue conditions off  of  Cass Avenue.  A series of  one story restaurants 
and shops help draw the high traffic on Cass east towards Woodward.  The fence on the 
boulevard prevents common pedestrian traffic across Warren.  This type of  condition is not 
conducive to the intent of  the project site.

3.1.6



This photograph was taken from Woodward Avenue, looking Northwest onto the site. This 
end of  the site will become a crucial anchor to the functions of  the site, due to its direct 
relationship to Woodward Avenue.

3.1.7
s_s



3.1.8



Stemming from Wayne State University’s desire for this site to 
be the future gateway to their campus, it became clear that a 
link could be drawn between the formal qualities of  a gateway 
and of  a web browser’s home page.  If  this metaphor was to 
work in physical space,  immediate site conditions would have 
to blend with general conditions of  Wayne State University’s 
campus and Midtown in general  Some considerations included  
the proper utilization of  the corner condition, the fulfillment 
of  the ‘gateway/start page’ effect, a sense of  dynamics 
drastically differing from the stagnant existing site conditions, 
and achieving a sense of  interconnectivity throughout.   Each 
of  these conditions will eventually all tie together a site that 
would be the culmination of  earlier post digital investigations.

The program for this site would involve a rotating cast of  local 
institutions that would play host to the site for periods of  time.  
The site would include a physical library to supplement a virtual  
collection, two exhibition spaces, three studio/workshop spaces, 
and vendor sheds.  Throughout the site,  physical interventions 
would  work to augment visitors’ levels of  awareness and 
experience between physical and virtual.  The immediate site 
and Midtown at a greater scale would  work in a similar way.

The proposal is for the site to be occupied by a particular 
exhibition or event, i.e. Detroit Design Week.  The  site 
would then take on a theme set by the host institution and 
would provide the institution with  the programmed space 
needed to conduct collaborative events pertaining to their 
overarching goal.  In addition to the site acting as a main event 
space, the site’s program also functions as a satellite space for 
events taking place in other Midtown venues and institutions.

3.1.9
responsive reactions
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The site’s existing conditions are stagnant, and  it  appears 
as a large void in a particularly dense area.  The site  has a 
serpentine concrete path with simple park bench and garbage 
can treatment, as well as  a  Subway restaurant on the Warren 
side.  In order to gain a sense of  space and movement 
throughout the site,  topography and the methods in which 
the spaces were operated became a focal point.  This site  and 
it’s program would benefit from operable spaces similar to the 
Digital Water Pavillion and the John K King sketch problem.

Initial studies tested the possibility of  mutating the site’s 
existing conditions, but led to no successful answers or 
findings.   This became the impetus, spurring a substantial 
investigation in treating the site as bare in regards to 
immediate site conditions, and dramatic topography. 

3.1.11
responsive reactions
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In treating the site as empty (without existing winding paths 
and Subway),  initial site  questions became more clearly 
addressed.  The first goal was to establish a working system 
between what was to become the ‘gateway’ for Wayne State 
University/Midtown and where visitors could filter into and out 
of  the site.  As the study models progress, more components 
are added and eventually a few are dropped for reference at a 
later point in time.  For example, as the programmed spaces 
began to formulate and gain definition, less space was needed 
in the end.  Large interfaces with commanding presence on 
the site were also whittled down.  The study models in this 
chapter serve to  set an overlying condition in dissolving 
the  exterior site conditions into the interior, and vice versa.

3.1.113.2.1 place_the_interface



corner conditions

3.2.2

woodward avenue

war
re

n av
en

ue



3.1.133.2.3



Though they bound the same site, the conditions of  Woodward 
Avenue need to be treated in a different manner than the 
Warren Avenue conditions.  The Woodward elevation provides 
suitable space and a level of  prominency that a gateway on 
this particular site would need.  If  the gateway is to act as a 
funnel into the site on Woodward,  it makes sense to bleed the 
visitors out along Warren, creating a connection to the Wayne 
State University Welcome Center across the street, and Cass 
Avenue on the next street corner going West.  While the two 
street conditions will soon take on opposite roles in directing 
people, they will be set up to supplement each other gracefully.

3.2.4
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warren avenue



woodward avenue

warren avenue

This study model investigated the dissolution into the site at an 
extreme level.  Studio buildings dot the site and string visitors 
throughout, and the corner condition is greatly diminished.  
This model was less assertive than the first, but began to address 
questions about the interior conditions of  the site, behind the edges.

3.2.6



warren avenue

3.1.113.2.7 place_the_interface
landscape as interface



3.2.8

This series of  study models begins a string of  investigations 
of  topography and landscape elements.  These components 
would generate a sense of  dynamics that this site severely lacks.  
Along with topography studies, organizational methods that 
branched from the initial models began to develop into new 
compositions.  The program was further refined during this 
process, and slowly, the building numbers on the site diminish 
in number, but rise in scale,  fitting the needs of  this site.
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This particular model completely ignored the organizational 
tools used in previous models.  the corner  condition is  
reduced  to an angled building that dissolves into public 
outdoor space.  the studios throughout the site show no 
discernable  order.  This gesture was an early comment on the 
placelessness  of   digital interface within the built environment.  
If  the virtual world does not require place or much space, 
place ‘s meaning is reduced.  the deliberate placement of  these 
studios was suppressed  in order to  react to this condition. 

3.2.10
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This model began to return to earlier studies of  organization 
and gateway effects.  Still, the placement of  the studios is a 
challenging of  the aforementioned virtual placelessness, but 
there is a slight return to  order.  Throughout this process, 
it was important to consider the methods in which people 
would browse and wayfind the site.  Could order be placed 
in one direction, while another direction revealed chaos?

3.2.12
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Here, the gateway began to gain details and  bring into light, the 
methods in which people would enter from Woodward Avenue.  
The forms began to divide into two, yet the goal was to allow 
them to still read as one from Woodward.  This monolithic ef-
fect would eventually inform  decisions futher down the process.

The topography in this study model gained a great sense of  
direction and  rigidity not found in most natural landscapes.  Since 
this topography would need to be shipped  from off  site, the need  
to conform to traditional, naturally appearing forms was not a 
concern.  The directional quality of  the hills in this model begin to 
achieve the directional order/chaos that other models touched on.

3.2.14
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This study model is  essentially further refinement from the 
previously shown model.  it adds  subtle landscaping detail 
that would  act as wayfinding points or natural elements.

3.2.16
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3.3.2

The  models in this section are eighth inch scale detail mod-
els,  they act to define the key buildings on the site.    In keep-
ing with previous studies of  the adjustable ground plane,  
these designs posit a dramatic shift down into the site, an ef-
fect that would generate peoples’ interest and movement.
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This model shows two false facades that ultimately house 
a smaller exhibition space in the center, and a studio/
workshop nestled in the back.  The layered facades   are 
intended to appear as false buildings from particular points 
of  view, again acting as commentary and acceptance of  the 
placelessness  spoken about throughout these investigations.

3.3.4



3.1.133.3.5

this model served as a detailed study for the gateway.  The two 
programmed spaces occupy lesser spaces behind the larger 
facades, but  simultaneously act as the site’s anchoring enclosed 
spaces.  The  tower towards the south end on Woodward is 
the Physical Library.  This space acts as a place of  existence 
for physical entities, available for reference.  Because certain 
physical qualities exist only in physical space, it is responsible 
to keep objects of  conditional significance on site.  Though 
this  information could be accessed virtually anywhere,  the 
Physical Library acts as a place of  reference and experience.

The smaller building on the site’s intersection 
acts as the main exhibition space for the rotating 
events that give the site everchanging qualities. 
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This study model acted as an experiment in drawing people 
into the site along the back alleyway.  Ground planes shift and 
become the roof  of  vender spaces, and other ground planes 
slope as  ramps and landscape treatments.    The forms of  
this  intervention largely reflect site lines drawn to lead people 
west from Woodward, toward Old Main on Cass Avenue.

3.3.8
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final design

This  chapter outlines the final design of  the landscape acting as 
an interface on a large scale, as well as a host to smaller interface 
related interventions, reminiscent of  the precedent studies.
In order to  reduce a binary relationship between the site 
and the outter conditions, visitors are projected down and 
into the site from Woodward, presenting them with an open 
landscape to explore.  If  visitors approach from the west, they 
are presented this experience in reverse, an open landscape that 
culminates at the Physical Library and main exhibition space.

3.4.2
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3.1.133.4.7

From the East side of  Woodward, the site is hidden behind  
facades that act as a threshold  into  Wayne State’s campus. 
(pictured above)  This gesture is intended to channel pedestrians 
into the site from a controlled point.  This sets pedestrians up 
to  view the Wayne State campus from a low vantage point.   
Bringing the visitors down into the site, which has been lowered 
by 10 feet below street level allows the programmed structures 
on the site to recede away, opening up the immediate skyline.
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keeping the inteventions on this site low to the ground 
plane allows for site lines from the site to project to 
Midtown’s most prominent buildings in the skyline.

In the image below, you can see the Maccabee’s Building 
looming over the Wayne State Welcome Center.

Access into and out of  the site intends to be a gradual, subtle 
process.    In opening up the landscape, visitors are encouraged 
to roam freely to their desired destinations, if  they have one.
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3.4.14

The top and middle sections are cut through the primary 
programmed spaces which include the physical library and main 
exhibition space.  Within the library, computer labs and reading 
rooms provide space for visitors to  conduct research.  The bottom 
section illustrates the main studio and workshop spaces.  These 
areas are intended to provide room for charettes and other projects.



The material covered within this thesis consisted of  a series 
of  separate investigations of  concepts that are not necessarily 
commonplace, yet.  However, quick observation of  the built 
environment and its actors can tell you that digital technology 
is on the move, literally.  If  an alternate, virtual world can be 
accessed nearly anywhere, and this world is predicated on user 
input and output, possibilites become endless and  equally as 
mobile.  This presents great opportunities, so long as we are 
able to realize the compromises that need to be thoughtfully 
addressed.    The ideas expressed in this thesis occured as three 
separate investigations that all address the implications of  digital 
technologies.Perhaps the post digital age and the investigations 
that ensued are just points on the graph of  Moore’s Law. However...

“The  reveling in awe of  Moore’s Law is kitsch.  It is time 
to stop and look back on what can and should be explored. 
‘Don’t let technology wear us , let ourselves wear technology.’”

Each of  the studies conducted through this thesis resulted 
in valuable lessons and discoveries about the virtual interface 
that eventually influenced what is presented here as a final 
design.  For the purpose of  this thesis, the final design served 
as a platform that facilitated design decisions based on the 
studies within this book.  Further investigations will begin to 
expand on the details within this landscaped interface, perhaps  
it would then be served better as an interfaced landscape.

3.1.114.1.1 thoughts...
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