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ABSTRACT

The use of technology in society today is creating many aspects of dealing with the spaces

that we interact with. This is through the spaces that come about from the necessity of

new program spaces coming from incorporating such technology, and also the multiplicity

of meanings due to the use of technology.

The spaces that we create have strong narratives associated with them. The spaces that

we build in also have these narratives associated with them. Is it possible to look at the

narratives of space as a way of designing? In looking at the idea of the narrative as a

way of organizing the way we build is it possible to weave into the existing context in new

and meaningful ways?

The idea of fragmentation of entities in society today is something that is pervasive

in everyday things. This is through the use of multiple meanings of the same thing.

This is done through technology. The technologies that we are using are giving us a

schizophrenic way of existence. The more that technology is used the more personalities

a person takes on. This does not only pertain to people, but also to the spaces that they

inhabit. Is it possible to see this in the spaces that we create?

This thesis intends to look at the combination of looking at narrative space and that of the

fragmentation of space. Can the way inwhich we look at the ideas of fragmentation and

narrative space co-inhabit the same space? How can fragmentation help to inform the

way in which narrative space is designed, and how can narrative space help to enforce the

ideas brought about by fragmentation?
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PRECIDENT STUDY

Project: ZKM [Zentrum fur Kunstund Medientechnologie]
Date: 1989 [start]

1997[building opened]
Location: Karlsruhe, Germany
Architect: OMA

Importance:
This is a space that envelops the body into technology. This is a place where

technology and interactivity happen. This space creates the opportunity for an
integration to take place. This is a place for the ideas of media and interfaces to come
forth and be what the building isabout. In this space there is interaction between many
different disciplines. This shows the idea of the integration. Integration is at thecenter
of what I am trying to do with virtual worlds and the one that our physical bodies live in.

Critique:
The actual building is the problem I have with the building. The area of that

looks like the "Borg cube" from Star Trek is not very successful. I feel that this is having
the idea that technology is a scary thing. The integration should not be something that
scares people away from engaging with it. I do understand that the design was chosen
on the basis that it was to get people's attention when they are driving on theAudubon.
So the design is in drastic opposition to the rest of the landscape just to get people's
attention and to letthem know that this was a place of technology. There should be a
way that the integration happens where people want to engage in it. Some other aspect
of the project I find very intriguing. The idea that it is not just a museum, but that it is a
place to learn, interact, and be creative ina space that is truly for integration.
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Project: V2 Lab [interior]
Date: 1998
Location:
Architect: Nox

Importance:
This company is focusing on unstable media. So the design is focusing in on

the integration of machines and the interface in which man and machine interact. The
space acts as a catalyst that enables the virtual world to come into the physical one.

Critique:
This building, I feel, shows a weakness of designing on a computer. The

material that are involved in the interior spaces, I feel , are an afterthought of the design
process. They feel like they were chosen notfor themateriality, but for the ability to do
what was shown on the computer screen.

•
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The v2project isa research labretory fo'
unstable media. This isaplace for

co laborationof many didplines to interaa
with one another. It isaplace that fosters
the growth of many typesof didplines to
develope nelY ideas of dealing with theidea of
unstable media.



Project: Aegis (interactive art piece)
Date: not built
Location: Birmingham, England
Architect: dECOi

Importance:
This is an art piece that completely involves human reactions to work. It takes

many ideas and brings them into view. It can translate movements that you cannot see
and make themvisible, This is the idea of the interface. It is an integration of ideas
of an input and the stimulus. This piece interacts with the theatre and takes the sound
information and translates it into a visible manifestation of the sound. It is also seen
as a link between outside and inside space. This shows that a surface could beone
of potential. Its strength is the fact that it is an interface for ourbody to engage in a
different way. We are not able to perceive sound visibly, but through this project we can
see sound and see other non-visible factors in a movable skin.

Critique:
I feel that this is an important exercise in manipulation of space in order to

make things visible. I believe that with technology today you will not beable to fully
explore the ideas of the manipulating surface. There would have to besome sort of
controlled liquid in a solid state, notjust a bunch of small metal panels. The hold-up
on the project is that it would notbe completely interactive. There would have to be
a controller making all of the decisions and not the environment around it. I feel that
technology could reach that point in the near future, but it is notthere yet. The fact
that the piece is a long rectangle is interesting because when you think of computers
and their designs, at least recently, you think of morphic shapes and curves that make
no sense on first glance. The intention of making it a rectangle so that the activity
going on in the form iswhat is important is what I feel is one of the strengths.

•
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Project: Hippocampus
Date: 1998 (conceptual project)
Location: no location
Architect: Morphosis

Importance:
This isa campus where the integration of digital interfaces is key. This isa

project where a person can live ina digital space integrated with the physical world.
This is an idea of true integration of physical man and digital man.

Critique:
Although the idea is quite relevant to what I would like to do, the formal design

isa bit lacking. The models are too ambiguous and offer no basis on what is physically
there. This does not look like an inviting space. This is supposed to be a microcosm of
a city and it just looks like a space that I would not like to inhabit.

•
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Project: Active Innerskin
Date: 1999
Location: space station proposal
Architect: Oosterhuis Associates

Importance:
This is an active skin to a building. This shows one of the ideas that could

push the idea of integration forward. This is a proposal for a space station, and in this
design the ideais to maximize space and in doing so they integrate all of the interactive
systems into the walls and make them an active part in the structure. This is an
interactive system that can letyou inhabit the area inside words, and also you could see
what the three-dimensional representation is before you build it.

Critique:
This makes all of the integration ideas possible. I do not agree with the idea

that the form changes morphically. If there was some reason that the form changed
into something useful I could see the change. I do like the fact that you could work on
a three-dimensional model with others. This brings the idea that the interface could
be something that many work with together on, notjust one person interfacing with the
machine.
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PROGRAM

My project will be focusing on the idea of creating a building that will look

into the cohabitation of digital and physical elements and how they interact with each

other. The building will look at blurring the line that exists now in oursociety. The main

focus will be on the idea of interaction design, and how we research through different

mediums.

This will be an environment that challenges the conceptions of how thevirtual

realm can enhance the study of non-technological oriented ventures, such as Language

Arts. As well as. focusing on the non-technological studies it will concentrate on merging

that of the technology studies. This will be a habitation of the two a place where there

is the merger of ideas. There are things to be learned from the non-technological

studies. They have their own idea of what virtual is.

Before I get too much further on what virtual and physical is I should define

them.

Virtual: Anything that isnot in physical form or intangible to the body i.e.

oral

storytelling, digital worlds, etc.

Physical: Anything that can be physically interacted with the body.

Something that

isa tangible object i.e. a book, physical environment, etc.

Now that I have looked at the terms that will be guiding me through this

investigation I will see how they can guide a research into the conceptions that are had

about them. In looking at the conceptions that people have about the way 'a Language

Arts class looks at technology. How dothey articulate the idea of real? How dothey

look at the virtual worlds that they create through their own explorations? These are

areas that can be looked at by using the program of the building to look at virtual

visualizations that they create. With the integration of other programs that seem to be



'I

12

a 0 s e way a vir ua an p YSlCa seem 0 e a , we can ge a new appreoa Ion

of how the opposing ideas commingle with each other.

In studying these two areas I will be focusing on the forms of production that is

associated with them. The way inwhich the language art focuses on ways of making

is different from the way that of the digital studies will take. So there is a way inwhich

the making of a book could inform the way the digital world is made, and vice versa.

The way inwhich a book is made has its own rules and ways of being organized and

constructed, and through this process iswhere the ways of making change.

Articulation of intent:

The goals of this project are to look at the relationships that the two disciplines

work and how they could work together to inform each other. The ways that this will

be accomplished are through the collaboration of the two disciplines. It will also be

focusing on their ways of construction. Through this process of construction is how

the decisions are made of how to proceed. My intent is to try to allow the collaboration

aspect of the project to help the transfer of the ways of making and to integrate them

into the other program. With this focus on the process that each separate discipline

uses there will be ways of looking at the way the building can go together.

The building type that will help me look at this is that of theacademic building.

This is a setting in which the two areas of study can come together in a nurturing

environment. This building will function in the same ways that a book functions for

the virtual space of the story. It will be a place that houses the imagination forvirtual

space. So the building can be an interface for the virtual.

Enumeration of Actions

• Learning: This place needs to be one where people can come and get new

information on topics of interest to them. Where people come and discover

new ideas, and share them with others. And research the idea of fragmentation

and narrative in the spaces that they create in thebuilding. This isalso a new
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• Research: In looking for the information for papers and exams. This should

be a place where the way researching isdone is the goal of the program of

the building. This is an interactive process. One does not research without

engaging with some material. Also there has to be the spirit of experimentation.

With this idea of experimentation there needs to be the idea of how to create in

narrative space. The backbone of the research is that of the language that is

used, be it through the use of the written language or that of the visual one of

the computer world.

• Gathering: It should also be a place where many come together and experience

the research together. Away to collaborate with others to learn and research.

This can also mean the collection of information. The way inwhich you collect

the information ina different way.

• Exploring: Looking at many things, and going many places is the best way of

learning and research. This can also be through using new tools to discover

information. This isthe way of learning through doing.

• Sharing: This could be done by giving presentations, or by discussing what

one has gathered in the course of their exploration. Also by collaborating with

others, either inyour physical presence or telepresence.

• Digitizing: Making what is physical digital, making what is digital physical, and

experiencing it in a new way.

• Touching: There needs to be tactile element to the space. The touching is one
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• Expanding: horizons and conceptions. This is to expand people's horizons on

how the making of digital artifacts is important to everyday life.

• Creating: looking at a way to make something that has a life of its own. Coming

upwith ideas on their own and then making them something real. To design

and collect ideas to make something come to life.

Site Criteria

The site should be in an academic area of the city. It would be most appropriate

near a campus or on a campus that has an atmosphere conducive to learning. The site

should be in an urban area. One where there is a possibility to engage the community

in a new way. The students and faculty of the school should be able to access this

building, but also by the professionals in the area inthearea; the idea of community in

the building should be strong.

The site should be in an area that has a great deal of foot traffic and is easily

accessible. This would be the best way to have an environment of collaboration. The

site should also be a larger site. This would be beneficial to the layout designs. It would

also give the feeling on openness.

The biggest point that needs to be addressed in selecting the site is that of the

community around it. This program needs to be in an academic community. The way

that the program fulfills its purpose is it needs to be accessed by many people for the

purpose of researching and learning.
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PROGRAM PRECIDENT

In the Interdivisional Research Building there is the cohabitation of multiple

disciplines. This building was designed to be the catalyst to start new and innovative

research. This is related to my project because this building is taking areas of study

that have been separated into their own buildings and now brings them together

because there is the chance for a new and meaningful interaction within the different

disciplines. Through this building I see parallels to my own investigation. There was

careful thought to how all of the programmed spaces would interact with each other.

This building is strong in that its main focus ison the merger of different areas

of science; now if this building is successful is yet to be determined, but the ideas are

great. The idea of blurring the preconceived line of what the different areas are is

great. This building challenges what people think is in a certain area of science. As

Glenn D. Steele Jr., M.D., Ph.D., said , "We expect that this combination will lead to the

development of high impact projects that transcend the boundaries separating the

traditional disciplines of the biological and the physical sciences. " This is the ultimate

goal of the project, to transcend the boundaries. Some more of the strengths lie in

the layout of the plan. In the plan there is careful thought to how to facilitate these

interactions between the disciplines. In looking at possible interactions and designing

forthem isa strength of the program.

Some of the weaknesses that I see in the project are that all of the areas of

study are still segregated to an extent. It would be nice if you could not tell where the

respective departments were. This would be a true integration then, but now there are

only certain areas that facilitate the interactions. The building is now just a place to

house the respective areas, but it needs to challenge the areas that are being housed

in the building and make them interact more with the other sciences. This building is

also very long in plan. This does not seem like it would be the ideal atmosphere for the

interactions to take place. It would seem that more open gathering areas or research

areas would facilitate this more.
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SKETCH PROBLEM
The sketch problem that I was working on was titled the
Real of the Virtual. In this project I was focusing in on
how doyou make avirtual object real. Through this I
had to use a narrative and come up with a game that
could be played using the concepts that were involved
in the story. The narrative that I had chosen was that
of '''Repent, Harlequin,' said the ticktockman" by Harlen
Ellison.

In this story there was a great deal to doabout
time. So the game idea that came out of it was that one
was supposed to race against time in order to make
it to the end of the board first. The way inwhich the
game board was designed was that you could not see
the other person and where they were at in the space
of the playing area, but there would be clues that would
guide one to know where the other person is due to
the way the environment around you is changing. This
was done through using the weight of the opposing
player to shift the walls of the path that you are moving
through.

Through this analysis of the story I realized that
virtual space is not just in the computer but everywhere
we look.

1.
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Pictures of the gameboard

The game that came out of this looking at
the narrative of the book is one that has
two paths. In these two paths there are
no connection to theother one other than
the ability to sense where the other person
isdue to the way the walls are shaped.
This game is a race to the end of thepath
looking at the distance that is generated by
each path. In this game theticktockman's
path is shorter due to the fact that he is the
one in control of society and therfore has
society on his side and therefore has an
easier time controling the Harlequin.

This game board was away of looking at
the way narrative space could become real
and what the implications of looking at a
predefined narrative in thedesigning of
space instead of designing our own story of
the spaces we create.
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SITE ANALYSIS

The site that I had chosen to investigate my thesis is on the corner of N. University and
State St. on the University of Michigan campus inAnn Arbor, MI. This site is located
directly on the Diag and has a huge pedestiran traffic amount. This site was the perfect
place for me to test my ideas. This is due to the huge amount of narrative of the space
that isthere.
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QUANTITATIVE SUMMARY
Virtual Studies Building

Research Area [Areas where the collaboration can take place.
These are the true merger spaces.]

Group meeting areal workspace [x 6]
Lounge [x 2]

Storage [backup hardware]
Technician workspace
Storage forold interactive media
Circulation

Total sf

Administration Area
Director's office
Secretary
Meeting space
Waiting area
Offices [other faculty] x15
File space
Server space/ Building controls
Large workspace [computer maintenance]
Storage
Circulation

Total sf

Entry Hall
Cafe
Waiting Area

Circulation
Total sf

Gallery Area
Gallery small [changing exhibition]
Gallery large [changing exhibition]

3600 sf
3200 sf

200sf
225 sf
200 sf

1485 sf
8910 sf

400sf
100sf
600sf
100sf
15000sf
100sf
250sf
200sf
200sf
3390 sf
20340 sf

2500 sf
2400 sf

980sf
5880 sf

2500 sf
4000 sf
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s
1420 sf

Total sf 71 00 sf

Class Area
Classrooms [30 person] [collaborative design] [x 20] 4800 sf

21

Storage [20]
Circulation

Total sf

1000 sf
1160 sf
6960 sf



SPACE DETAIL

Research Area
Space name
Group meeting/workspace
3600

capacity
20

quantity
6

nsf/unit
600

nsf

21

Purpose/function
This is the collaborative space that the users of the building come together and share
the ideas.

Activities
This is a space where people come to work on projects and share ideas. This will be
the open space that is available at anytime during the day.

Spatial relationship
This space is one where there should be lots of natural light

Special considerations
This space should be designed for interactions between people. It is a educational
area, but not one that is regimented without a definitefront and back.

Equipment/furnishings
This space should have a large table in the center.

Behavioral considerations
This should be a space where people can identify that the room is occupied and when it
is not. The meetings should be able to happen without interruptions.



pace name
Lounge 45 3200

ns

Purpose/function
This is the place for students to relax in between classes. This is also bea place to wait
for others. It is also a place where students can study and interact with others.

Activities
Place for student to study and interact with the surroundings

Spatial relationship
This should be a space where people can relax. There should be a flow through the
space so not to disturb others when moving through it.

Special considerations
This should bean open space. One where you can see through the whole space and
see where there is an open space to sit. There should also be plenty of natural light
through the space.

Equipment/furnishings
There should be plenty of seating for relaxing and tables for studying.
Behavior considerations
There should be movement through the space that is notobtrusive. There also should
also be acoustics that stop the flow of sound through the space.



Entry
Space name
Cafe
2500

capacity quantity
1

nsf/unit
2500

nsf

81

Purpose/function
This isone of the key aspects of the program to bring people from the commercial
district into the building. This isto have people who are not part of the academic
community to interface with the building.

Activities
This isa commercial space in the academic community. There are the sales of small
snacks and coffee. There can be small gatherings of people that are interested in the
ideas that come out of the aspects of the building. This will be a space that is open
later than the classes that take place inside.

Spatial relationship
This is located on the corner of the site. This isa more open space that lets the sound
carry more than the other spaces.

Special considerations
There needs to be openness to the space.

Equipment/furnishings
There needs to be tables and chairs. There also needs to be the counter for the
commercial aspect of the space.

Behavior conditions

This space should be viewable from the commercial district. This should also not be
visible from the academic part of the building.



pace name
Waiting area
2400

ns

Purpose/function
This isa place to wait for the openings of the exhibitions or the show inthe auditorium.

Activities
This isa place to watch and wait for people to arrive. This also isa place of gathering
and after parties forthe activities.

Spatial Relationships
This isa place that is the blur between the exterior and the interior of the building. This
is also an open space that has plenty of natural lighting.

Special considerations
This space needs to be on the first floor and towards the street.

Equipment/furnishings
This isan open space with very little seating

Behavior Considerations
This is a space that has access to all of the community spaces on the first floor.



aery
Space name
Small gallery
2500

capacity quantity
1

nsf/unit
2500

nsf

II

Purpose/functions
This isa place to display and show the real of the virtual that is created in the building.

Activities
This is a place to for learning and sharing of ideas. This is a place that has changing
exhibitions that explore the different aspects of virtual creation in real space.

Spatial relationships
This isan open space that is flexible to allow for any of the exhibits that could happen in
the space. This is also a space that has very controlled lighting. There should be very
few views into the space from the exterior.

Special considerations
This isa space that should entice people into wanting to interact with the space of the
exhibits

Equipment/furnishings
There should be no furnishings in the space. There should be some movable wall
partitions. These will be the space of the exhibits. There might also be the ability to
have projectors to show the virtual spaces.

Behavior considerations

There needs to be control of the access to the space. There isonly going to be select
hours of operation as well.



pace name
Large gallery
4000

ns

Purpose/functions
This isa place to display and show the real of the virtual that is created in the building.

Activities
This isa place to for learning and sharing of ideas. This isa place that has changing
exhibitions that explore the different aspects of virtual creation in real space.

Spatial relationships
This isan open space that is flexible to allow for any of the exhibits that could happen in
the space. This isalso a space that has very controlled lighting. There should be very
few views into the space from the exterior.

Special considerations
This isa space that should entice people into wanting to interact with the space of the
exhibits

Equipment/furnishings
There should be no furnishings in the space. There should be some movable wall
partitions. These will be the space of the exhibits. There might also be the ability to
have projectors to show the virtual spaces.

Behavior considerations

There needs to be control of the access to the space. There is only going to be select
hours of operation as well.



pace name
(oat check
1200

Purpose/function
This isa place forpeople to leave their coats when they go to an exhibit or a
presentation in the auditorium

Activities
This will just be the storage of personal belongings during specific activities

Behavioral considerations
Only open during key activities

ns

Office
Space name
Director's office

capacity
5

quantity
1

nsf/unit
400

nsf

15

Purpose/function
To be the office of the director of the building

Activities
To maintain the building 's front of the house responsibilities.
Spatial conditions
This should have a good view of the surrounding areas

Equipment/furnishings
Should have a desk/chairs



pace name
Secretary
100

capacI y
2

Purpose/function
To facilitate the work in the office.

Activities
To be the person that handles the tasks that need to be done to make sure the office
functions properly

Spatial conditions
Needs to be atthe front door to the office and overlooking the waiting area. Able to
access the filing room easily

Equipment/furnishings
Desk/chair/computer

Space name
Meeting space
600

capacity
20

quantity
1

nsf/unit
600

nsf

18

Purpose/function
To facilitate meetings in the office

Activities
The meetings in the office with possible outside sources

Spatial conditions

Needs to be able to be accessed easily from the offices and also the waiting area, but
needs to be a space that cannot easily be disturbed when a meeting is going on

Equipment/furnishings
Table/chairs/projector



pace name
Office

capac y
3

Purpose/function
To work as a place for the faculty to work and have small meetings with students

Activities
Plan for lessons/meet with students/share ideas with other faculty members

Spatial conditions
Do not need to be laid out in rows or along one corridor. They should be dispersed so
that there is the feeling of the merger of two disciplines

Equipment/furnishings
Desk/chairs/computer

Space name
Large workspace
200

capacity
2

quantity
1

nsf/unit
200

nsf

Purpose/function
To be the space where the computers get worked on when they go down. This will be
the office of the technical staff of the building

Activities
To fix and maintain the computers in the building

Spatial conditions
This should be a space that is not seen physically but should be easily accessible to
every part of the building

Equipment/furnishings
Work tables/shelving for spare parts/diagnostic tools



Classes
Space name
Class room
14000

capacity
30

quantity
20

nsf/unit
700

nsf

•

Purpose/function
To bethe learning spaces of the building. To facilitate the learning of the students in
the space.

Activities
Aplace to sit and learn, it is also a place that is designed so it is not lecture classes.
These are places for collaboration with your fellow classmates.

Spatial conditions
These are to be designed like that of the meeting rooms. There is to benorow seating
and a very flexible layout so that the inhabitance of the room can easily share ideas with
one another.

Special considerations
There also needs to betechnology ports in the room to allow for the virtual space of
the computer to be introduced into the room.

Equipment/furnishing
There needs to be tables and chairs in the space, as well as computers for the use of
the students.

Behavioral conditions
These spaces need to act as a link between these two disciplines. There should beno
weight given to one over the other.
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SPRINGBOARD

These are composite images that have been created through the use of
overlays. The meaning of them isthat they are looking at the relation of the
two idea of actual and virtual. The idea of the linear path as that of being more
virtual and that of the curvilinear path being more actual. The orange composite
of the two on top is how they can relate to the site.

The ideas that came out of this has to do with the ideas of interaction and
immersion and how to bring the two together. The orange is the representation
of that effort to bring the two together.
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These are some models that
have been completed with
respect to the spring board.
They are having to dowith the
ideas of movement through the
site and also the movement of
the ideas. The "path"that is
taken through actual and virtual
space.
These were spatial studies

relating to those ideas of
movement. The idea of
movement isvery prevalent
intheworld of the virtual that
it should beinvestigated to a
certain extent.
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These images have to deal with the
reactions of sides, The top image has
to deal with giving a depth to words.
This is making a space for the words to
interact. There is also a sense of depth
and scale to the construct. The bottom
two images have to deal with scale and
the push and pull of different elements,
and how they react. When they react they
create a different condition that could be
considered the merging of the elements.





•



r'



•
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human in the sense of our being. We are being rewarded for gathering more and more

gadgets to make our lives easier. The person that has the latest gadgets is seen as

a sawy person. The idea of pervasive computing is taking over our society, that is

that computer functions are in everything that we own and use. They take theshape

of the minutest gadgets to the biggest supper computers in the world. Our society

isone where consumerism is taking over our lives at the expense of ourfundamental

humanness. This is due to the fact that we are, in essence, copying ourselves several

times through different accessories and therefore outstripping our human nature by

being more than just one person and one identity. The nature of humans is to just have

what is on our immediate bodies and not try to become immortal through the uses of

these devices, but in society today you can be reached at any time with the use of a cell

phone or pager. That is just one example of people outstripping their humanness. As

N. Katherine Hayles postulates inherbook How We Became Posthuman she says that all

of these amenities that we use today have lead to the posthuman condition.' Through

these devices people take on different personalities when they use these technologies;

one of the prime examples of that on the Internet. People take on many personalities

when interacting over the Internet. This is one of the promises you have when dealing

with the virtual world. You are no longer yourself. You are just a copy of yourself put

into a different environment where you have no physical properties. In essence society

has been becoming cyborqs.'

The major factors in this are the ideas of the Internet and the promise of other

worlds that can provide us the things that we donot have in thereal world. This is

where people can be anything that they want to be. The virtual world offers much more

to many people than they get intheir daily life. This is a space of infinite possibilities.

The most popular interactive activities on the Internet now are the MMORPG's

(massively multiplayer online role playing games) . These games have massive appeal

to most players because there is the opportunity to create your own image inthe

game. This is done through the use of avatars in the game. An avatar is your playable
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Computer technology is creating a shift in the way in which me create today. The

places that we have come from inhistory and theways we are making are changing.

We no longer work with ourhands and our eyes in the same way as a craftsman of

years past did. There has been a shift away from the link between hand and eye.3 They

function together to do a task, but they are not in the same place. One example is that

of looking at the monitor and the other is moving the mouse or typing on a keyboard.

They no longer work at the same point in space. They are not used them in tandem

to create in the way they used to. They are entities that do their job, but they do not

work together. People spend days looking at computer screens and moving mice

around, but when you think about it that is not how our body was made to function. The

postmodern world is a place where there isa split in the way ourbody functions. True

craftsman work with very skilled hands and eyes to create wonderful objects that impact

their surroundings. That isa difference between the actual space of the world and that

of the virtual. The way inwhich these places are created is not the same.' The crafts

are different. Isthere a way inwhich the virtual world could be crafted with thesame

type of methods as the actual one?

The term virtual reality is a relatively new term in thehistory of human

existence. It was coined in the early nineties as a way to express the new technology

that was on the horizon.' This term has a strong connotation related to computers.

This is something that has been in common place since the inception of the virtual

reality as a way to interact with environments that donot exist in actual space. Although
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The idea of the virtual isone that has the potential to become real (Ryan 27)6. These

spaces promised different types of interactions that could not take place within the

realm of the actual world . Virtual realityenvironments have not as successful as the

theories that have brought them forward . The ideas of digital environments are more

of a utopian ideal that could never fully be realized. The ideas behind the virtual reality

are a theorist's territory.

As soon as the inception of the Internet there have been countless treks into

the virtual realm. The Internet has been the realization of what people consider virtual

intoday's society. The Internet has embodied some of the ideas of virtual theorists. It

isthe place to interact with many people without ever meeting them in person.

There are strong opinions about what virtual reality. Some of them are that

virtual reality will replace reality, or that virtual reality will never replace reality. Some

other opinions are that virtual reality challenges theconcept of reality. It does this

through the use of nonrealistic representations of physics. There are no absolute rules

to follow inthe virtual. Another is that virtual reality isaddictive and will enslave us.

This is an idea of the MMORPG.

As Merriam Webster's definition of virtual reality states: "virtual reality is an

artificial environment which is experienced through sensory stimuli (as sights and

sounds) provided by a computer and in which one's actions partially determine what

happens in the environment." At the earliest time of virtual it was used as a term that

differentiated between the physical computer and the part of the computer in which

users interacted with (Ryan 25.)l These are very narrow views of looking at therealm

of virtual reality.

As most people that think of virtual as only a computer based entity they are

not thinking about the truest form of the virtual. The narrative of stories isone of the

first inceptions of virtual reality. This is a truerform of virtual reality because it takes

people into a richer virtual environment than that of digital environments. There are no

boundaries that restrict flow of the space. Anything is possible in these environments
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interaction.

The story has changed its focus over the course of its history. In the 18th

century there was a focus on nonfiction types of literature. This kept the audience

out of a story, but told the tale of theperson that was writing thepassage. Inthe 19th

century there was a shift to a more story-based style of writing. This is where the idea

of the virtual body in narrative lies. The style of writing changed from the nonfiction

style to that of one that got into the narrative style. It got into peoples heads and let

you know what they were thinking. This allowed for people to act as direct witnesses to

the acts that were taking place in the story (Ryan 4)8.

There is an aspect of narrative storytelling that has come into place since the

inception of the Internet, that is the idea of hypertext. Hypertext allows for a new type

of interaction. It is one that the reader chooses what actions to take with the options

that are given to them. This is creating a new type of author in the sense that there is

no author. The person who creates the text itself is irrelevant to the actions that are

taking place. There is nopre-scripted movement through the space of the story. This,

in essence, is making the reader the author. With this type of interaction with thevirtual

space there are endless possibilities. The reader also does nothave to look at all of

the text on thepage to interact with it. There is instant gratification of the actions that

take place. The reader in essence does not have to engage with the story; they only

have to skim to see the next move to take."

With the idea of hypertext as a new type of narrative there are some ideas that

keep them in line with the traditional narrative. These ideas have also been able to be

used in the work with ideas of virtual space on the computer. These ideas are that of

interaction and immersion. The interaction has been linked to how you engage in the

narrative of the space you are dealing with. It also has to deal with the choices that

you make once you are in the space of the story. Interactivity is something that lends
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to do. In a narrative you donot think of it as a true interactive element. The narrative

of story is not one that is akin to interacting with thepeople that are interacting with it.

There isnot push from the user of the virtual space. The only part that is given is what

the author of the narrative wanted you to experience. It is very pre-scripted. This is

due to the very linear nature of the story itself.

The other term that isused is that of immersion. Immersion has to deal with

how engaging a virtual space is. This is how you put your self into the space of the

virtual. This is more associated with that of the virtual of the narrative. There is more

to being able to see yourself in the space that is being described in a narrative than

that of the visual space of the computer generated virtual reality. There is the idea of

immersion invirtual space of the computer, but you cannot get into that as easily as

that of the narrative. The narrative engages the reader and makes them create their

own space. This isa space that is shaped more of their own experiences than what the

author truly intended.

So how dowe coincide these ideas of the narrative of the story and the virtual

reality of the computer? The main goal of all types of virtual reality is to make the

object creating the virtual disappear. The ability to make the object disappear is the

sign of an environment that is trulyengaging in both the interactive and immersion

senses. These areas have been coming more and more

As William Mitchell states in his book "architects and urban designers of the

digital eramust begin retheorizing thebody in space."(Bits 28)10 This is due to thefact

society is becoming more cybernetic than they every used to be. They are taking the

enhancements of their creation and altering themselves. What he means by this also

is that we need to start designing the virtual to interact with these new "bodies" in the

virtual realm.



DESIGN DEVELOPEMENT

First off to understand my process I need to articulate my position in

architecture. My position in architecture is one that has to engage in the movement

through space and how people engage with the sectional qualities of thespace.

Architecture is one that engages the body through the movement through space. The

circulation spaces are the areas of movement and therefore the life of the building.

So in my architecture there is a focus on the movement through space and how the

architecture supports those moves.

The program itself is one that is looking at movement, not in a literal sense of

movement but inthe moving of the narrative of space. The space of the narrative is

one that has a progression and movement throughout. The program of the building

itself is moving towards designing movement. There is progression through space with

every action taking place.

My methodology of working on this project has changed through the design

development process by looking more at the narrative of the site to guide my decisions

in the designing of the building. Since the site has a strong sense of movement

throughout there needed to be more of a focus on howmy building interacts with

this narrative. I focused more on the inside conditions of the site as opposed to the

way that I was looking at the site from the outside in as I was before. The external

conditions of the site are important ones, but they are not the driving force of the

design as they once were. So in looking at this site in the context of looking at how the

narrative of the site can inform and reinforce the narrative of the building itself is one

that needs to be addressed. The methodology of designing has changed by looking at

the program and breaking it up into two distinct built forms. This has changed due not

looking at the program as one wholly inside one built form. This changed my thinking

of how this program could function .

My position to the site is that of trying to fit into existing conditions. To make

a mark on the site that does not harm the existing narrative of the site itself. This
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movement throughout. This area isone of the reasons that the site was chosen. The

idea of movement and experiencing space through moving is one that the site allows

for.

The issues that guided my thinking are wholly related to my site itself. The idea

of the "Diaq" running through the site itself is the key to the organizational elements.

The "Diag" is a strong part of the condition of the University of Michigan campus. This

area also has the extra condition to being an entrance to thecampus and therefore is

an important site to the area. The most important issue that the program addresses is

the idea of a new kind of condition that can lead to this idea of the entrance to campus.

The idea of fragmented movement through the building itself is another. The idea of

movement is the main idea of organization. This was the design principle that lead the

design.

The idea of the site itself as being the entrance to the site is one that the

building form that came out can be important is that of a landmark to mark that start of

the campus and also act as a way of way finding on the campus.

The methods that I employed in designing this space are that of thecomputer

models themselves. This was due to the fact my searching has lead me to designing in

the digital. The idea of designing fragmented narrative space and theprogram of the

building itself has lead to the use of the computer. The idea of creating the narrative

that I have been working with has to do with the use of digital technologies and how

they are making the transition into the physical realm. This is the new way of looking

at the flow of narrative space. This allows us to engage in thenarrative before the

space isactually built. It also allows for the language arts to take place at a stage much

earlier than before

The most important aspect that I have been dealing with is that of the

movement of the narrative. Looking at how the program spaces relate to each other

and how you move through the space to get to them. This is important because of the

idea of the fragmenting of the space. Fragmenting of the space can be done most
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My thesis question has been translated into the building design process by

looking at how fragmented spaces are formed and how you can look at the narrative

of these spaces and how they relate to one another. It also has been looking at the

theories that underlie the search by looking at the idea of grand meta-narratives. The

idea that there are all of these underlying aspect of our culture that form thenarrative

of our spaces of inhabitation and how do we break these narratives that are associated

with our built environment? This was done through breaking the notion of size of the

building and also the movement through the space itself.

The shortcomings of this part are looking at the layout of the program spaces

themselves and fragmenting them more. There needs to be less of an attempt to

rationalize the positioning of the spaces themselves. There has been little attempt to

treat the administration building with the same level of rigor as theacademic building,

but that was not done out of not caring, but done because of the condition that I had

perceived within the program. If I had looked at my thesis in respect to my schematic

design I would look at the idea of the fragmentation in more depth. The idea of the

multiplicity of spaces and how they are not labeled spaces. This however looks at the

fact that you design for everything ina space and in the end upwith designing a space

that accomplishes nothing.



The images at the bottom take a look at the interior
qualities that come about from the area of the
meeting area.
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the fragmentation of the space with in the building.
This is mostly done through the movement through
the spaces. The movement through the site is
one that needed to beaddressed and became an
orgainizing element inthebuilding form itself.



This image is one that is looking at the fragmentation of theform. This shows that
there is a blur between the real form and what is actually perceived.

These images are dealing with a way to organize the building itself. The buidling does
not want to be a stagnant form. There needs to be a way to look at thesectional
qualities of the building and see theway that they relate to eachother.



These images deal with the sectional
qualities of the space. The way in
which the program spaces relate to
one another. This is the looking at
how each of the program spaces
are not on the same plane. This
looks at the idea of the multiplicity of
meanins that each space can have.
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CONCLUSION
The investigation that I have had conducted for this year has been looking at

the ideas of fragmentation in the narrative space. The project was successful in the

theory aspect of the investigation. The ideas that have come out of it have shaped the

way inwhich my attitudes toward architecture. The site that I had chosen helped the

investigation by being a way to push some of the theories that I had researched by the

way of the grand meta-narratives of society. This was done through the local accounts

of what the space is. Then the program of the building has been pushing against the

ideas that I have been looking at by pushing me in ways of how our society thinks about

educational buildings and how they can change.
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ENDNOTES

3- 4 For more information on the history look in McCullough, Malcolm. Abstracting Craft:
The Practiced Digital Hand. Cambridge: MIT Press, 1996

5-9 Referenced in Ryan, Marie-Laure. Narrative as Virtual Reality. Baltimore: John
Hopkins University Press, 2001 .

10 As referenced in in Mitchell, William J. City of Bits . Cambridge: MIT Press, 1995.
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