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Quiet: We Live in Public

Home in the Age of Spatial Computing and Social Networks

Keywords: Home as Infinite Screen, Exploratory Obijects, 1:1, Mixed Reality, Multipurpose Domesticity, Expanded Materiality,
Spatial Computing as Spatial Practice, PublicVSPrivate, Architecture as Inhabitable Media Hybrid, Here&There, Worldmaking,
Interior Design, Crossprogramming, SocialVR, Unity3D, Superimposition, XR Installations, Spatial Internet

This studio explores how architecture can respond to the evolving nature of domesticity in the age of Spatial
Internet and social networks. As media and technology increasingly merge with our living spaces, we aim to
remove the traditional screen and replace it with the space itself, redesigning homes as hybrid environments
where physical and digital realities intersect.

We will investigate various housing projects, research theoretical and practical architectural and design
approaches dealing with domesticity, media and online communities, and draw inspiration from Avantgarde
and Radical Designs. We will challenge conventional notions of home, reimagining domestic spaces as
experimental public stages for contemporary social interaction and experiential living and develope new
methodologies and design languages for online contemporary communities and program, asking ourselves:

How can we tailor the design of domestic spaces and their overlapping digital environments to seamlessly
integrate and transition between one another, making them explorable in their 1:1 qualities simultaneously?
If homes double as canvases for immersive content, how will their architecture and design (both the space
and the objects) influence and, in turn, be influenced by new spatial content typologies? If we grasp spatial
computing as fundamentally an architectural discipline, what forms of spatial expression and design that
were previously impossible will now become possible?

Through the construction of 1:1 built designs and the development of XR installations—encompassing physical
objects, stages, and immersive experiences—the studio seeks to develop artistic and architectural visions that
reimagine the home as a space where new modes of living and community thrive af the intersection of the
online and offline worlds.

The ultimate goal is to transform the domestic environment into an active participant in the digital age, where
space itself becomes a medium of communication and engagement through architectural design.

Design Methods: XR/Al, SocialVR, image-to-image, image-to-3D, Worldbuilding, VR, AR, Interactive Exploratory Objects,
1:1 build objects and stages, 3D scanning, 3D printing, Interactive Installations, LiDAR, Film-making, Unity3D, Record3D,
Storytelling, Rhino, Blender
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First Semester

Phase 1: Research, Readings, Round Discussions and Concept Development
 Build a conceptual foundation for the studio's design work by analyzing historical and contemporary theories and design
approaches.
» Develop initial concepts for hybrid domestic spaces that integrate physical and digital layers, laying the groundwork for
more detailed design explorations.

Excursions

To deepen this understanding, we will also undertake an excursion to the Milano Triennale and Fondazione Prada, allowing us
to experience firsthand the design era discussed in our studies. Additionally, studio visits in Milano (abnormal.stories, Parasite
2.0, 2050+, formafantasma) will offer insights into contemporary applications of this design paradigm.

We will also explore some of Vienna'’s distinctive housing projects to delve deeply into these architectural typologies and draw
inspiration from its elements, spatial configuration and floor plans. While in Vienna, we will visit the MAK Museum, as well as
schools of architecture, both Angewandte for Applied Arts and Academy of Fine Arts during the Rundgang.

Phase 2: Case Study Houses and Online Communities
 Departing from Housing examples, we will connect theoretical analysis with practical design by engaging with digital online
communities, discovering their needs, and treating them as clients for whom you will design/redesign homes.
» Document online community events, programs, and use of space through immersive participation and interviews, gathering
insights that will inform the design process.

**studio will provide VR headsets and tutorials on, for example, VRChat visits

Phase 3: Design Process

» Redesign Case Study Houses for online communities, creating interior and object designs that serve as physical interfaces to
immerse users in both physical and digital environments as well as expand and transform the architecture of the house itself
according to the concepts developed

e Develop physical and digital models of the proposed spaces using VR/MR tools, ensuring that the designs are both
functional and immersive.

» Experiment with the interaction between physical objects and digital overlays, considering how these spaces can adapt to
varying social and functional needs.

**studio will conduct tutorials on XR/Al driven design methods including Rhino, Blender, Photogrammetry and Unity3D

Second Semester

Phase 4: Hosting Collective Events
» Test the designed spaces in real-world scenarios by hosting social digital events within them: dinner parties, dance classes,
social gatherings, etc...
» Use these events as live tests to observe how the interaction between physical and digital spaces influences user experience
and shapes the design's social and functional value.
e Documentation

**studio will conduct tutorials on publishing virtual spaces onto SocialVR platform of VRCHAT using VRChat SDK and Unity3D

Phase 5: Production and Exhibition
 Build 1:1 objects, fragments of the redesigned homes, stages and XR Installations and present the final designs,
demonstrating their potential as hybrid spaces.
» Upload the final redesigned spaces into VRChat and use them within the physical stage to host social events.
 Build coupling interactive XR installations that expand on the physical models, showcasing the hybrid nature of these
environments. These installations will be part of a final presentation or exhibition, allowing the public/audience to
experience the interplay between physical and digital elements firsthand.

Final Outcome

The studio will culminate in a comprehensive portfolio that includes:

- Artistic and architectural diagrams, writings, plans and models exploring the
integration of physical and digital realities.

- Physically 1:1 built and digitally expanded prototypes of hybrid spaces designed to
function as domestic environments, social stages, and immersive experiences or
objects.

- A group exhibition showcasing interactive XR installations—comprising fragments of
domestic scenarios, built stages, screens, VR, and MR—where the studio's explorations
will be presented and experienced by the public (both at the university and an
external institution).

Teaching Language

English and German

First Meeting/Einfihrung

Donnerstag 03.10.2023 - 10:30 @ ./studio3, Institute for Experimental Architecture (2.
Floor, North Side Architecture Building)

>> We will then meet regularly on Wednesdays for crits and round discussions, and
on some Thursdays for workshops and tutorials.

... we're looking forward to our year together!

Univ. Ass. DDI Anna Pompermaier Univ. Ass. MA Cenk Guzelis

./studio3



https://www.studio3.me/
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