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The project interrogates the perceived boundaries between
nature and the built environment using Mixed Reality. The
project translates the visual therapeutic qualities of natural
phenomena into digital projections, using techniques
borrowed from fine art. The test site is the Guggenheim
Museum in New York City, but similar strategies could be
applied to any urban environment, anywhere an immersion
into nature is not possible.




FORM OF SPACE: MIXED REALITY DEVICE & EXAMPLES OF MIXED REALITY:

What is Mixed Reality?

e
| EVF £+
PHYSICAL WORLD DIGITAL WORLD . M I C ros 0

MIXED REALITY SPECTRUIM

Image: Mixed Reality is the result of blending the physical world with the digital world.

Physical world Starting with the physical world, placing a digital
object, such as a hologram, as if it was there.

HUMAN

Human Conventional
computer reality
iNteracton

MIXED
REALITY

COMPUTER ENVIRONMENT

Perception

Image: The interactions between computers, humans, and environments.

Starting with the physical world, a digital representation Starting with a digital world, physical boundaries
of another person--an avatar--shows the location where from the physical world like walls and furniture
Mixed Reality is a blend of physical and digital worlds, unlocking the links between human, they were standing when leaving notes. In other words, appear digitally within the experience to help users
computer, and environment interaction. This new reality is based on advancements in com- experiences that represent asynchronous collaboration avoid physical objects.

puter vision, graphical processing power, display technology, and input systems. at different points in time.



PROGRAM: USER GROUP:

A Yot
®

-~ 8 & 5

r.wr.wr.w

People with too much stress People lives in urban environment

that do not have chance immerse into nature

: ‘- : '... & : - r ' ; .. 5_..‘,_ i EY. v - o !- r .:1_ 3 __.' 4
The program of the project is walking meditation in mixed reality format. Users will put on MR
glasses and immerse themselves into the dynamic mixed reality environment that exists in interi-

or condition and healed by therapeutic qualities of natural phenomena happening in forest,
mountain and meadow, for instance. The project also made some references to forest bathing.

People who likes hiking/walking in nature People who enthusiastic about games/mixed reality
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SITE & CONTEXT:

‘Digital Projection” by obscura P »
Wu Tsang "sonic space

Reasons for testing in museum of Guggenheim New York:

The prgram will be hold during the night time, after the museum'’s regular opening hour in order to avoid
conflict with existing program.

MR represents new layers of information that will blend the physical and virtual worlds and rewrite the
experience of monumental site without deconstruct it.

Mixed reality will bring natural elements into this “concealed” space during the night in a dynamic form so
@ that people can experience the beauty of nature and healed by it in an innovative way.

Site model & plan:

Elevator

Walking Path

Ea |

Waiting Lounge

PROGRAM & SECTION & ANALYSIS:

Exit

MR art works space

Observation Spot

Dinning Hall

11



12

OBJECT STUDY : MR GLASSES

MR glasses are relatively easy to carry
and more light. The MR glasses have a
physical display that cover most of the
user's field of vision. The front end of the
MR glasses is equipped with a holographic
device.The MR glasses have two ear-
phones on either side for the user to
listen to the sound. Users can use it to
observe the virtual environment around
them, as well as view physical conditions
and meditation information.

the application of Mixed Reality has gone beyond displays to include:

Environmental input
Spatial sound

Locations and positioning in both real and virtual space.

ELEVATION

13
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Transition space

Transition space

Transition space

Museum of Guggenheim
( Before MR Transition )

| m] Rotunda Elevator

Top of Mountain

Natural Phenomena

Natural Phenomena in paintings

Paintings by Vincent Van Gogh

Top of MoPntain

-.

Flowered meadows

Flowered meadows |

Flowered meadows

Deep forest

Deep forest

Stream valleys

The Rocks, 1888, Vincent Van Gogh
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Spatial Translation/Painting Techniques :

19th-century rural painters climbed forested areas for a close view of wooded scenes. Evoking the trees and grassy undergrowth, were often made vertically on canvas, as opposed to horizontal views of sweeping landscapes. In a sous-bois genre, the sky is

- i -

“Sous-bois” :

barely visible, just a glimpse of sky sometimes penetrating the branches.

G . C K
Trunk shapes 3 2 o L4
Visible shapes of the tree Simplify the shape of tree dropping above eye K K K .
trunk refers to the vertical trunks. Our attention goes level @ . @ .‘..
composition on canvas from upon our eye level in forest . : ° .
“Sous-bois” genre ollell.
oflle’ s
® [ d
ol |I?
° ® .

® "o
e @, 9{
@ ., °
—— 0.9@ b
. . illuminating dots as well
[

Trees and undergrowth, 1887, Vincent Van Gogh

Simplify into illuminating
dots

Pointillist stippling
painting techniques

16



Spatial Translation/Painting Techniques :

< Colour contrasting " = Van Gogh uses lots of contrasting colour to depicts the colour of flowers. Trying to render intense colour and not a grey harmony. “In colour seeking life the true drawing is modelling with colour.”

" .:-'_.__ > . ‘ [} ...
‘ .. o, . o
Strong contrast between colors, “Trying to render intense colour and not a Simplify into illuminating # P . . . .‘

grey harmony. dots with contrasting colors
+ m. s ’\- | 1.
2 . : = °® illuminating dots with simplified
Poppy Field, 1890, Vincent Van Gogh e/ NSt . grass shape

Simplify the shape of grass.
Our attention goes below
our eye level in meadow
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Spatial Translation/Painting Techniques :

"Impasto " » Impasto is a painting technique where paint is laid on an area of the surface in very thick layers, it is usually thick enough that the brush or painting-knife strokes are visible and seems coming out of the canvas. Van Gogh used this techniques to paint the swirls in
the sky.

v

7 N

+ - 5 = A

—~

swirls in the sky refers to
“Impasto”of layering surfaces.
U [ 4

= A= () Vs m_* Simplify the swirls into short Comblng-short curves into miineting ‘
TR s PR e o Al T curves large swrial shapes
e, Sy e Ty MR iy T et Saf
ol o Loy ool L :..luff@m A = I TR ;

The Starry Night, 1889, Vincent Van Gogh

illuminating lines
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Spatial Translation/Painting Techniques :

“Linear quality” « Van Gogh used wide different brushstrokes to create varying textures through the canvas, which is increasingly stylized with a linear quality that was offest throgh his continued exploration of the effects of colour.

Simplify the shape of rock
into linear geometry Combine the rocks into
organic shape

Combine the rocks into
grass and add illumination

23



Spatial Translation Museum of Guggenheim
( After MR Transition )
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Lighting transform into forms

Transition of the lighting colour, from single
green to multiple different colour

The rock forms gradually disappear




RESEARCH/DEVELOPMENT/SKETCHES Deep Forest

38

nature phenomena

.
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A

painting

Trees and undergrowth, 1887, Vincent Van Gogh

Key words

trunks
pointillism
limitless
repetition
distance
inensity

Mugarana Mutation
Michael Hansmeyer

Singing Tree
Es Devlin

Trabsarquitetonica
Henrique Oliveira

Plastic Tree installation
Pascale Marthine Tayou

Hope Tree

Client: Design Association
NPO + Dezeen

Treebank

Katie Paterson
Zeller & Moye

Baitogogo
Henrique Oliveira

LLuminous Tree
Tom Price
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DIGITAL MODEL DEVELOPMENT: APPLY INTO SITE:

Test of Ceiling & Floor conditions

Changing the surrounding environment’s material into Extrude short cyfinders and creating light particles to
Extrude trunk shapes (cylinder) from Change the material into transparent glass Switchthe time tonight ) mirror to create immersive effect represant “undergrowth” in painting
ceiling that above eye level Change some of the cylinder into illuminating cylinder
‘ Test in Site

Changing the surrounding environment

Changing the surrounding environment’s Translating some trunks into Adding illuminating dots (inspired from pointillism & . . . , o
material into mirror to create immersive illuminating dots as well firefly) View from far away Changlng the su'rroundl.ng environment’s material into
effect mirror to create immersive effect

‘ Test in Site

Adding another level
above the existing
level, trunk cylider
extrude from the floor
of upper level and
dropping from the
ceiling of lower level

Fahid .

S i gl
=a
u-z--_:-u-r

i

essigpmn e
4,
4

b

€ o

Cylinder dropping from the ceiling of lower level Cylinder extrude from the floor of upper level View from far away
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nature phenomena

painfing

W. A

The Poppy Field near Argenteuil, 1873 by Claude Monet

Poppy Field, 1890 by Vincent Van Gogh

42 A Meadow in the Mountains: Le Mas de Saint-Paul by Vincent Van Gogh

threshold study :

vy » *VMMﬁ,ﬂq
e s (0
nar:ﬁmﬁ “ﬁ
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4
CIRGI

Poppy Feld, 1870 by Vincent Van Gogh

E

Flowers meac
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RESEARCH/DEVELOPMENT/PROCESS: Top of Mountain

DESIGN METHOD:

natural phenomena painting

painting technique

Impasto
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Siarry Might by van Gogh (1858).
The impasto Wechnique and ling
structure gives his viewers the fealing
that the sky ks maving, ™

DIGITAL MODEL DEVELOPMENT:

The Starry Night, 1889, Vincent Vogh o G ks b e painig, dveareny | o e gtaed B S el aoolh i Iblenda paaiing iy

Starry N|g ht Description and Technigue Used stars
Van Gogh prelerred G Layer hiy poted ihickly on e corvan e method called impasio. Samy Might e en ol paisting impavie 00 camves, done during ihe pos- Iayerlng
Dwindls of Van Dogh's The Sy Might exhibfied ai the Busews of Modem frt of New York mprevsiong pored (At 2004 B i TET by 0.7 cortmaters.
' ' . dynamic
Within the painting. van Gogh waes 2 contrast in Bves oo show degih, o e peinied e city with clm siraighs Bnes and dhe shy in dhaodc swirks in addition.
AN TS S I NS ST TR UG SR D 1S, U T i PRt IR, L e Wil o K other siae olihe spestruT i the sy ol of
L) D 1l o) i S il il whowens® B il P il L1 ey 5. i el P Ui T, "M ey il 5 S b e ' curve
richily cobor ed than the day” frarmecosl, which has Been thoughe 1 mean thae Yan Gogh mes more iresied in te stars shan he was the city beicw them. The
ORI ASPEASCEDE B BRI T BUNED LA ENe OTHESSES i P [OrEgnainal B is SA[aratE IO Ehe iy S DOrFLINS MOvng bres.hal chase 3N S most Mame. |||um|nat|ng
Voz shape, K ihe onk Ghject inihe painting (el iy more Rt of P night s han e beciground of ihe oy, The combingiion of ihe impasio choigye
Ll Waram iy grg gy el gt Of P ooy ard Feare i f iy miX

Froma.

nttp://vangognsstarrynightananalysis.weebly.com/descrip-
tion-and-technique-used-in-starry-night.html#:~:text=Van%20Gogh's

Dy
- (\)\%9 @
o kQ
® NG -

o 3D swirls into illuminating dots

swirls in the sky refers to Distort swirls into 3D

“Impasto”of layering
surfaces.

The Starry Night, 1889, Vincent Vogh

illuminating star

Simplify into illuminating
dots
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USER STUDY:

L S

47



SEQUENCE DRAWING:
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Wow~the elevator changes!!!
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Wallke into front gate
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Read tnskructions
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Wow™it changes again!
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DESIGN STRATEGIES RESEARCH/PROCESS:

. . . The most important design strategies is use biophilic design to recreate the perception of nature phenomena, a
DESIQH Strategles' naturally inspired mixed reality environment, Bioghilia in nature is not about bring moss or flowers, painting the
walls with blug white represent sky. Start to include elements of nature, wind, water, fire and then being ate to

bring something enthusing.

Strategies 1: appropriate levles at natural sequence and the hydraulic cycle

Imagine the water from the sky clouds that turning into

rain, rain drop into mountain, to the forest, forest flow to
ot the ¢rag, crag goes 1o the river, river meets the sea, that
Ll is a matural water cycle,

Thae Water Cycle

. L, “ P - :_.: . : .‘ __;“_.h..‘

I

I

1
—— e i

il

Feopia who enlfusashic
abot gamesiressd iy

Lirtsar paons oonT have
charce 1o imenerse nld nafure

Faooie with oo much

e

\ 4

-

nature phenomena

forest

painting

Trwws st Lingurgennts (T857) by Yircen! Vi Gagh

vt - Laninre
Wy B sl o e IO 1D GOl T84

o PR [

L i
B o & Ry Day 1607 Ly Guslaeg CaBub i

Strategies 28384: Mimicking from nature phenomena/ learning from painting/ precedents

Key words

Light

blinks

disappear

moments

contrast between light and dark
warmth

infinity

movements

distance

trunks
pointillism
limitless
repetition
distance
inensity

movement
dropping
disappear
speed
inensity
reflection

artworks

Infinity mirrors
Yayoikasurma

Mugarana Mulation

Michael Hansmeyer

Rain Room

rAndom intermational at
the Barbican

51



52

What if using Mixed Reality as media to healing
people through bioluminescens in monumental site
at night in complex urban environment?

Biomimicry

Bioluminescence

Bioluminescence examples:

1.Firefly lives in forest

Ij_ghtgenemr.q;rd chemically |

[ —————

Possible outcome of Program: Healing urban people from stress.

Location: New York

User: Urban people who works everyday that have too much stress
People who loves museum/biomimicry
People who enthusiastic about games/Mixed reality
People who wish to healing by nature
People who likes going to central park

How people normally dealing with stress?

1.Going to central parks at day time doing forest meditation or just
simply walk and relax over there

2. Going to gym

3. Going to spa

4. Play Games

5. Going to Museum

6.Go shopping/ eating

7. Work in office and do not have time to dealing with stress during
day time in the week.

8. Going to bar & club at night after their work

9.Going to sleep

Northern Lights, Iceland

Lightning storm, Venezuela

Moonbow, Zimbabwe

A different kind of rhythm and blues

Due to lighting pollution people can not see stars in NY 2. glowing tiny organisms lives in ocean

3. Aequorea Victoria lives in ocean

Night

What if people going to forest like central park at night?
However there is no light in the park
Central park is closed at night
It is dangerous over there

I
What if people going to museum at night?
Most museums are closl.ed at night.
What if new yorker going to somewhere is quiet and peaceful
to release their from stress rather than going to club & bar
thats so loud? Can people going to museum and central park
to relese their stress?

What if Guggenheim opens at night, and people going there can

also enjoy the quality of the forest from central park at night during

regular working days after their work.

Guggenheim is already a very concealed place, the only place
where most of the natural light comes in is from the big window at
the top. What about the night when there is no natural light comes
in?

The healing power of light

Media- the mix between virtual reality & reality

The moment when people put on the head-set they already entered a

mixed reality environment.

What if designing chambers for Guggenheim?
Each chamber is where virtual elements happens.

53



When users touch the dropping calumng, the The design can translate user's ermotions into

Feedbacks from 27 Midterm Review color of the eolumns will change in respond to. visual and acoustic

users emaotion e green represent peace, red l
5 BNGDLS
1. What is the end? e / What to heal ?Healing mental state, which is
2. Mot clear about the material strategy of the design. emoticn
3. Bioluminescence of firefly seems not related with the painting. How: The mixed reality goggles couldtest r
~ brainwaves, hear-rate variabibty, and gakanc

4. It docs not has to be that specific painting, explain why usc that painting skin response. Interactians that can healing people. “healing

more specifically. What is the position of art in your case. interactions”
5. Explain the program more clearly ex. An exhibition of healing after regular

hour I
6. How do you want audience engage with the space? How audiences interact Creating tvs experence that immerse people Creating this experience thas IMMerse people

with the hologram projections? Ex. Touch the guardrail and feel hot or cold? i in projected natural phenomena that inspired = in projectied natural phencmens that insgred o
7. Draw a diagram to show the circulations in Reality and one diagram to show friom art. from artwhich can interact with users. ; A

the circulations in Mixed reality. Compare what are the differences. —-d Integrate nature into architesture ) : )

[ Making Connections between Reality and Mixed Reality ) ocean
B. How spatially (spatial context Junderstand Guggenheim? Take advantages of

the site?
9.
10. Explain more about what Mixed Reality doing in your case.
11. Not clear behind what is that spectacle ownership of mixed reality. Explain

- __ -
12. Explain the lens design. B

Design : Mountain

Cc

Meadow

Research :

D
Forest

Users stand in the middle of the "runk”, and
the coler of the "runk” change respond 1o

USETS emotion
Once the “trunk” changes color respond to E
b user's emation, the surreending rene of small
o St e e S e o Pt e i
e e i e At 1 “trunks” dropping fram celling will alsa

hangés aulor Valley
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Summarize/Reflect/Plan

Tips:

1.Too many things going on, list of criteria, what is upfront thing to my project
should emphasize more and first.

2.Don’t try to explain it, using visual graphic to explain sequence and narrative

3. What the most important things [ want to achieve and what the less important
things.

Thesis questions & answers :

1. What is the most important thing from this experience? What the experience

really is? Convince me [ want to go through it not for the sake just someone did it.

What makes people want to go back there?

The project aims to heal people from the power of nature, allowing people to see
some incredible natural wonders and feel the beauty of nature without having to
travel far away. Instead of the traditional approach of integrating natural
landscape into architecture, the project will use mixed reality as a medium to
allow people to feel the presence of nature around them at any moment. People
will be immersed in this virtual and real combination of the environment to
carry out walking meditation, the dynamic virtual natural landscape will bring
people unprecedented shock experience, which is an innovative means to heal
the mind with nature.

2. Why you need to do this in Guggenheim? Why need the site contribute to your
thesis, does it need to be a museum? Why need the site, it could be anywhere.
Take advantage of the museum.

1. MR represents new layers of information that will blend the physical and
virtual worlds and rewrite the experience of monumental site without
deconstruct it.

2. Mixed reality will bring natural elements into this closed inorganic space in a
dynamic form so that people can experience the beauty of nature and healed
by it in an innovative way.

3. The site has different layers composed in a continuous way, each layer could
represent one natural phenomenon and the continuity qualities blur the
boundary of each nature phenomena.

4.The site has the quality of hydraulic cycle.

3. What experience behind the glass do, make it clear, what people see behind
glass?

Behind the mixed reality glasses, people can see the physical world overlay with
digital objects such as hologram. Everything in the physical world are possibly
transfer into digital world, the physical boundaries from the physical world like
walls and furniture will appear digitally within the experience to help users
avoid physical objects.

4, Why use mixed reality? Why do we need a mixed reality glass? Why it is so
important? [s it a program? Do you want to visualize it randomly or programed?
Address the advantages of mixed reality!!!

Mixed Reality is a blend of physical and digital worlds, unlocking the links
between human, computer, and environment interaction. In Mixed Reality
environment, people will not be bound by time, distance, geography, location
and other realistic factors. Virtual objects can not conform to physical laws in
front of people, they will be presented in the form of dynamic changes in front of
people. People will get some unprecedented experience, people can experience
the instantaneous transformation of the surrounding environment, such as in a
dark and lifeless space to experience the vitality of nature.

4. What are your design strategies?

1.The most important design strategies is use biophilic design to recreate the
perception of nature phenomena, a naturally inspired environment.
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Research : Can Biomimicry/Nature Affect Human Psychology?

ENVIRONMENTAL FEATURES

NATURAL PATTERNS AND PROCESS

'GENERATED

ol ARCHITECTURAL GENERATED
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Prospect and &' T ancestors considered as an opportunity] Curiosity
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We have asked two questions:

1. How can digital technology be built with the patterns of nature in mind to improve humans' aliveness,

wellbeing. and the beauty of our lives?

2. What digital technologies could contribute to nature being sustained and made ever healthier, directly

ol il A e

o e el L 1w e b

and/or by improving humans' ability to sense, appreciate, and positively participate with nature?
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ROOM STUDY:

Fartiorend Chest Lyt WawtFmiret

Forest uginspiration Materials

Eriigy Srew a Paed of Water LSme 16 oo ol i (N7} by Ve i
ey et el

INSPIRATION WORDS:

Forest, early morning, breath, birds, green leaves, branches, soil, deep breathing,
sunshine, natural, resh, rain, fog wood, quiet, time, flowers, green, organic,
clear, river water, mountains, cicadas, summer, warm, growth, ancient, history

Thesis Statement physical condition

I want to create a meditation space that make people feel relax, one of the space
will be inspired by the theme of forest . It will be an AR virtual space, but it will
look similar to the reality, the choose of the materials, design of the space, lighting,
quality of the room will be created based on the theme of the forest. But there are
many dynamic and virtual elements, such as virtual waterfall and trees , weather-
will be engaged.

a wall condition 1 : wallpaper
b flooring condition : wood floor
¢ ceiling condition : gypsum

Program Area Diagram

Joints

B physical condition section B

aka gross area : 406390074 sgft

physical condition section A

e e 0" gl Wi T s e e N g Y

NN LN OO

EI N i N N S NN
S TR YR L R e

section A

section B —

after MR effect

a wall condition 1 : Valchromat

b wall condition 2 : pallas upholstery fabric

c ceiling condition : crystal foldscapes ceiling tiles
d flooring condition : rainforest green marble

after MR effect section B
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NETWORK STUDY:

Interior Forest bathing/Meditation Instruction

tPrepemw for this therapeullo exarg ‘palling in 'L'.'.Ii'l.Hl:.l PR

2 Aoud the atuction of forest bathing carclully, and mpotant matien inowailing room

Preparation

3, ke health measuranenis Bile stress evol o wailing eoom,

i, Flemain resthul and peacelul in the foresd setting inowarting room

5. Find n suitabls loeation i naturadesals, by taking alevator to diferent lsvelp/snvimamsania,
B.Enter Lthe kevel thal you chosed, stand still, mnd recogrize your body n space.

7. Proceed with the bath by walking forweerd mindiully

Meditation/bathing

9, Hellect on yowsellArmomesss yoursassli

Thesls Statement

The network in my project consist of the prosdure of forest bathing (meditation) sequence.
The program has been distributed into three different phase: Preparation, meditation and
caonclusion. The preparation stage happen at the waiting lounge, users will prepare fime set
ting, reading construction, taking health measurements and stay calm. The second phase is
meditation/bathing stage which happens at walking path and observation spots. At first
users will find their suitable locations in naturefevels by taking elevator to different environ-
ments, Once they enter the level they chosed, users will stand still and recognize their body
in the space, processed with the bath by walking forward mindfully and reflect themselts,
Usears need find a observation spol in onder to sit for minimum of 20 minutes 1o obseve and
meditate themselves. At the conclusion stage users will consiude the session with tea cere
mony in dinning hall to recover their body&mind energy. Thera are total five different environ
ment levels provided for mdeitation, in the deep forst level there ane more engagement
through touch; flowered meadows focus on scent based engagement; stream valleys focus
on sound enhance, op of mountain provide a more boandly visual relaxation, the las one is
mysterious ocean. The elevator is a very important threshokd in this project, it can transfer

Thresholds images from social media

users to their individual preferred levets. The interior of the elevator will also changed with

10.Find & obssnaton spot and sit in one location for & minémum ot 20 minutes to observe and meditate yoursel
the destination level that user chosed,

11.Hatum to mindiul walking and confinue with tha maditation/hathing sesalon

~ f - L . " L
LOncCiusion 12 Conolude vour session wilh les ceremonl, bul do nol make an immoedinle relum o uvorychiy life

Program Diagram Threshold condition

Dinning Hall

Walking Path

e Mysteriouws Ooean
el + B
Mevirtalin - view ant

"/ Dep fovest - angagenent taough loech

Piersd Room

Vi
Py

AR art works space

Observation Spot

Ebevator to the "Decp Fonest™ Hoor Elevator to the "Decp Forest” floor

Elevator \

Tramspor \
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OBJECT RESEARCH/SKETCHES : AR glasses

AR glasses are relatively easy to carry
and more light. The AR glasses don't
have a physical display. They can trans-
mit virtual five senses directly to the

AR glasses precedent- Microsoft hololens 2 human brain. Users can use it to observe
the virtual environment around them, as

well as view physical conditions and med-
1.Stop wander&thinking while you are walking, activate your sensations phy

rather than ideas. Observe everything around you like a camera, without itation information.
any associations, thinking. Listen carefully to your surroundings.
Vision/Hearing - AR glasses

— Microsoft -

Walking meditation- focuses

2.Pay attention to your path,the support of the ground to the foot. Feel the con-
nection between your feet with the ground. Feel the temperature, hardness/soft-
ness,just feel it,

Touch - Body sensor on leg /AR glasses(can also conduct feels to user’s brain)

3.Feel the coordination of your breath and steps.Take a step forward as | inhale,
another step as | exhale, and find your own rhythm. Feel the movement of
weight and attention between your legs and the muscles pulling in your legs and
feet.

The coordination of Body sensor with AR glasses

Body sensor precedent- Nintendo switch ring fit adventure

Users can attach body sensors to their legs, which will interact with the AR
glasses. It will help users feel the temperature of the ground in the AR environ-
ment, the vibration of the ground, the movements that people need to move

66 during meditation, and the power transfer between their legs.
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KEY QUESTIONS :

What kind of impact (creative, intellectual, communal, civic, social, etc.) do you hope your project will have? What
strategies will you employ to achieve the desired impact?

What are the main influences on your thesis work? These might be historical, social, political, and/or physical forces
or phenomena. Use concrete examples: design precedent work, political movement, cultural occurrence, or work
from outside the design field could all apply.

How might your proposed thesis act as a catalyst for your creative and professional growth? How might your thesis
require changes to the way interior design is practiced professionally?

Who are the specific audiences/communities that you hope to engage through this exploration? How are you hoping
to reach them?

Speculate: will your project take an original and imaginative approach to content and form?

How does your thesis take a responsible position in relation to the limited resources of the planet? What specific
aspects of your project will implement this position?

Describe the processes and materials you would be using to realize your design as a built work. How do they
represent an invention within the field of interior design?

How do your thesis ideas (or project) contribute to the wellbeing of your proposed users or inhabitants? Do they
contribute to the wellbeing of the community?

ANSWERS :

I hope my project will have innovative impact to the society. The strategies
that [ used are using Mixed Reality as a media to translate natural
phenomena into built environments by borrowing techniques from fine art.
The similar strategy could be also used into any urban environment where an
immersion into nature is not possible.

The main influences of my work are nature and art. I did research on
different natural phenomena and did a study on each of them. I looked at how
does painter Vincent Van Gogh depicts those phenomena in his works
hundred years ago and spatial translated them into a new thing. I also did a
research on how modern architect and digital artist integrates/translates
nature into built environments.

My thesis helped me have a better understanding of analysis everything
around us (spatial/materiality/phenomena/fields), and making better design
decisions. Interior design may adapt into digital environments in the future,
and have an innovative way to integrate nature into interior conditions.
Especially people are suffering from lack chance to engage with nature in
urban environment or due to pandemic cannot go out. I hope my project will
heal them.

Yes.

My thesis rarely used any materials except Mixed Reality goggles. Everything
is digital, which means it won’t be affected by time.

[ think in my project there are not really “materials”. Everything is from
phenomena. A column looked transparent is because I wish to achieve
tranquility effect to healing people rather than because it is a “glass”. The
project is pursing visual therapeutic effect of materials.

My project will letting the wellbeing community living in urban environment
to healed by natural phenomena in any built environments where an
immersion into nature is not possible at any time by taking on the mixed
reality goggles.
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