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Abstract  

Technological advancements and its inexorable penetration in our ubiquitous life are constantly 

affecting our everyday experiences and behavioral patterns. Technology has a profound impact on 

nearly all aspects of contemporary social infrastructure. Its far - reaching effects shape architectural 

design and space -making.  The incorporation of  technological factors into contemporary architecture 

has redefined the meaning of designed space. While technology can be destructive, it also can provide 

newer experience and new modes of perception. It is, therefore, necessary to understand the process 

and extent of technological effect, both on the designed atmosphere and on the process of perceiving 

that atmosphere. Additionally, having a deeper understanding of the elements that technology 

manipulates to influence experience and ambiance of space will  help determine the extent of the 

influence and its practical use in space designing of the contemporary world.  

Keywords: Ambience,  Atmosphere, Experience, Digital Media, T echnology.  

 



Hybrid Atmospheres  4 
 

 
 

Introduction  
 
In the film óThe Matrixô, released in 1999, the 
Wachowski siblings brought in a concept of a 

world of virtual illusion generated by computer 
simulation that is fed into the human brain 
directly, so that people would believe the 
simulated worl d to be a real while, in reality, 
they remain only in captivity of the machines. 
The CGI presented the audience an unreal 
reality in such an authentic way that 

immediately engaged them in that reality as 
well as confounded them about the definition 
of real ity. Today, going beyond TV -screens, 

numerous technologies are changing our 
experience of surroundings in a way that was 
unimaginable before.  

This paper will deal with atmospheric quality, 
human perception of surroundings, and 
technological effect. As tech nology, this 
investigation only takes account of different 
technology that directly affect human 
perception and experience of the surrounding 
atmosphere. It can be called media 

technology, which includes digital and virtual 
media, kinetic mechanisms, or an y other 
interactive media.  

Media technology provides us a unique 

situation and novel experience and perception. 

With endless possibilities, digital media can 

change the way of perceiving and generate 

new sensory and physical experiences. In 

todayôs world, reality and illusion coexist in our 

experience, often not bound by the natural 

elements or the physical definition of space. 

This hybridity is part of the new reality. On the 

other hand, overuse of visual -centric digital 

media, ubiquitous portable devices,  and 

captivating virtual content often tries to 

captivate us in solipsistic virtuality, 

disconnecting from the physical surroundings. 

Plus, the sheer speed of modern life is 

disengaging our body and mind from the 

surroundings, leaving them disconnected and  

isolated from each other. We are losing touch 

with not only the people around us but also the 

atmosphere that surrounds us. This might 

cause not only sensory deprivation but a lack 

of empathy for the natural surroundings. Thus 

it is necessary to reconnect  people to the 

physical surrounding, especially in distracting 

digital era. And that is possible by 

incorporating newer experiences rather than 

denying the effect of media technology.  

 

By investigating technological influences on 

atmosphere and perception , the thesis aims to 

explore  how a hybrid atmosphere can create a 

more meaningful and engaging experience? 

And how to achieve a balance  between natural 

and artificial, digital, and non -digital in a 

hybrid atmosphere?  

Scope/aim  

Juhani Pallasmaa, in his book ' The Eyes of the 

Skin,'  suggests that the dominance of the 
visual world distances us from other senses 

(Pallasmaa,1996 , pg 19 -23 ). He quotes 
anthropologist Ashley Montagu and says, "We 
in the Western world are beginning to discover 
our neglected sense s. This growing awareness 
represents something of an overdue 
insurgency against the painful deprivation or 
sensory experience we have suffered in our 

technologized world." (Pallasmaa, 1996, p g 
37). Captivating visual media suppresses other 
senses and disco nnects the body from the 
surrounding. Technology has made us faster 
by providing us with advanced high -speed 
transportation and mass production. Modern 

spaces of capitalistic economy promote 
rapidity. Rapid pace causes disengagement 
and alienation. The min d or body cannot 
comprehend things without engaging for a 
natural amount of time. As a result, in today's 
technology -driven modern lifestyle, we do not 
get the time to perceive our atmosphere 

correctly.  As architecture deals directly with 
experience, the i nfluence of media technology 
is important as an architectural study.   The 
subtlety of architectural experience of space 
often collides with gaudy digital media.  
As technology development is an undeniable 
part of our lives, it is not possible to ignore it 

from our perceptual experience. It is not 
necessary either. It is not the technology to 

blame, rather than the use and intention, 
which causes the problem of disconnection. 
Technology has always been providing newer 
modes of perception. It offers such exper ience, 

which was unperceivable before. This potential 
can help to make an even better connection 
with the surrounding and unique 
experiences.  Gernot  Böhme  thinks with 
mechanical labor, we now have had returned 
our body. He points out transportation did not  
reduce with the advent of telecommunication. 

While apparently telephone or video 
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conference make physical presence functionally 
irrelevant, people rather crave for more bodily 
existence. Bohme used the expansion of 
tourism with advanced transportation as an 

example( Böhme ,2017,pg 82).    The solution 
would lie withing accepting technology as a 
part of the experience and find a balance 
between natural and artificial modes to create 
a contemporary experiential world. To 
investigate the ways of balance is the a im of 
this thesis.  

 

Methodology  

This paper first investigates the nature or 
surrounding space and how people perceive it. 
Through a theoretical framework, it will try to 
define an atmosphere as a holistic mood 

separate from mere spatial quality. Also, this  
essay will discuss components of atmosphere 
and translation to a perceiving architecture. 
Then, by comparing case studies, it will 
investigate the effect of various technology on 
perception and how the effect shifts from 
before.  

1.    Literature review: F ollowing Merleau -

ponty's works, this paper will first discuss how 

people perceive and have experience.  It will 

discuss the relationship between mental and 

bodily perception. Here the term 'atmosphere' 

is different from mere weather conditions and 

describes  a holistic mood of an environment or 

situation. Theoretical works by Gernot Böhme , 

Tonino Griffero, and Peter Zumthor  are 

discussed. Further, the paper will discuss the 

phenomenology of technology based on 

Stephane Vial's argument . 

2.    Case studies: The literature review will 

lead to an investigation of the related works of 
several architects and artists. The studies will 
help to clarify the theoretical concepts of the 
atmosphere and to analyze user perception. 
Design works of Pete r Zumthor and Carlo 
Scarpa are discussed as traditional examples of 

Merleau -Ponty's idea of engaging the mind and 
the body with the atmosphere. Japanese digital 
media art group, teamLab, and James Turrell's 
works are discussed to understand the 
technologic al influence of space design. 
Through case studies, the essay will 

investigate how media technology changes the 
nature of perception.  

Definitions and characteristics  

Experience happens through interaction or 

engagement between perceiver and his 
surrounding  space. How we perceive and what 
we perceive is important to assess the 
experience.  

Our experience depends on our perception. In 

his book Phenomenology of Perception 
Merleau -Ponty differentiates perception from 

experience. For him, we live in the world as a 
perceptual field. We cannot separate ourselves 
from the perception of the world. Perception 
acts as a background of conscious experience. 
Conscious experience cannot be reduced to the 
body or mind but requires both. We use our 

senses to sense our surroun dings and analyze 
them with the mind. Moreover, our body has a 
separate consciousness and is a different 
medium of perception. Perception meaningful 
whole requires both psychological and 
physiological aspects.  Furthermore, we cannot 
separate any specific s enses or bodily reactions 

from experience. Any particular sense is just 
an extension of other sensory experiences. 
Like Pallasmaa writes, touch as unconscious of 
vision.(Pallasmaa,2005,pg 10). All experiences 
are cross -sensory. Pallasmaa argues against 
ocu lar centrism of present media - induced 
world, neglected other senses and bodies with 

dominating visual imagery. This domination of 
one sense creates an imbalance. The 
experience remains incomplete and unreal. 
People lose their grasp on their senses and 
cann ot position their physical body in the 
experience. So, it is essential to create space 

for a meaningful, engaging experience, which 
is phenomenologically rich for psychological 
and physiological counterparts.  

The meaningful surrounding, that we perceive 
can be called an atmosphere. Extending from 
Merleau -Pontyôs idea of atmosphere Tonino 
Griffero in his book, titled Atmospheres: 

Aesthetics of Emotional Spaces, defines the 
atmosphere as an all -encompassing 
omnipresent field of meanings. He writes, 
óôAtmospheric perception is, therefore, a 
holistic and emotional being - in - the -worldò 
(Griffero, 2016 , pg 15 ). For Griffero óthe 
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atmosphere shapes and defines a situation, 
providing the context and frame for how we 
respond to that situationô (Trigg, 2016 ). He 
suggest s atmosphere as having bridge -

qualities, which is founded on corporeal 
communication. It connects perceiver and 
perceived and extends beyond them into the 
inter -subjective sphere. ñAtmospheric 
affordances, as Griffero suggests, entail an 
evaluative aspect that extends beyond the 
pairing between a perceiver and a perceived 

and spreads into the inter -subjective sphere 
more broadlyò (Trigg, 2016).  For him consists 
of different modalities, the atmosphere is an 

all - inclusive result of all of them. It is 
impossi ble to rationalize what we perceive to 
anything specific. Gernot Böhme writes, 

ñAtmospheres shape a personôs being- in - the -
world as a whole: the relationships to 
environments, to other people, to things, and 
to works of art. That is why atmospheres are 
extr aordinarily significant for the theory and 
practice of architecture.ò (Bºhme, 1993, p.70) 

Architect theorists discuss the components of 

creating a meaningful atmosphere. Peter 
Zumthor tried to identify the objective 
elements of a designed atmosphere. In hi s 
book Atmospheres, he discusses the body of 

architecture, materiality, sound, light, 
temperature, movement in space, tension 
between interior and exterior, intimacy, 

surrounding objects, and form,  as the 
constituents of the designed atmosphere 
(Zumthor, 2003). The interplay of these 
elements allows the architecture to bring the 
atmospheric mood to the objective world.  

To design in physical world understanding of 

these qualities or elements is necessary. 
However, one needs to be careful to deal with 
these elements, as none of them can take as a 
definite structure. Like mentioned before 
atmosphere is a holistic phenomenon. Instead 

Bohme compares atmosphere as a bodiless 
space which still can be felt. He emphasizes 

the presence of body in atmospheric space to  
feel it.  He discusses three broader generator 
of a particular mood. óMovement impressions,ô 
goes beyond geometric structures and includes 
spatial qualities like volume, load, tightness or 
vastness of space. Next synesthesia, a sensory 
quality from multip le sensory fields. For 

example, warm light, cold blue color etc. The 
final generator is social character, which 
defines mood in different social context. For 

example feeling of coziness is not same in 
every context. (Böhme, 2017, pg 92 -94)  

 

Stéphane vial r efers to the phenomenology of 

technology as an approach to how devices as 
phenomena appear to us or influence our 
perception.  Referencing Bachalardôs term 
óPhenomenotechnique,ô he argues technological 
devices have the capability to generate 
óphenomenalityô or what we perceive as real. ( 
Vial, 201 8, p g 3-4) For example, the atomic 

nucleus would be only a hypothesis without 
technological devices to prove it. Through the 
devices it became real.  Thus the technological 
device creates an unprecedented phenomena.  
Vial mentions Bachelards statements, ñA 
measuring instrument always ends up as a 

theory; one must understand that the 
microscope prolongs the mind, and not the 
eyeò (Bachelard, 1938, p. 242) ñThe 
phenomenon is sorted, filtered, purified, cast in 
the instr umentsô mould, produced in the 
instrumentsô terms. Yet, instruments are no 
more than materialized theories, from which 

phenomena emerge bearing the theoretical 
hallmark. True scientific phenomenology is 

therefore essentially Phenomenotechnique.ôô 
(Bachelar d, 1934, p. 16 -17).  Going further 
Stephane states that similarly digital devices 
modifies our perceptual habits and creates a 
new phenomenal soap bubble. (Vial, 201 8, pg 

10 -11). Different eras have different bubbles 
within which people perceive. So, he ar gued, 
as we gradually learned to perceive digital 
components and their meanings, it is a part of 
our reality. So phenomenal reality  of this era  is 
essentially hybrid, made up of virtual and real, 

digital and nondigital, natural and artificial.  

To summaries , a meaningful space engages 
our senses by providing a balanced cross -

sensory experience. Furthermore, it helps our 
body to a position in it as a preceptory 
medium. The qualities of a meaningful space or 
the mood they create can be called an 

atmosphere. Th e atmospheric perception and 
the way of perceiving are inherently multi -
dimensional and ambiguous. They are difficult 
to define with specific structures.  

Yet it can be transformed through abstract 
spatial, sensory and social qualities.  We 
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perceive spatial  quality (movement 
impressions) by positioning our body in the 
space. Our body is the measurement of the 
space. Also through our senses of sight, smell, 

touch, taste or hearing, we feel different 
sensory qualities of the space. But overlapping 
of these sen ses is essential for a holistic 
atmosphere or experience of the space. Social 
characteristics influence our thoughts and 
physical reaction. As a result considering 
specific social and cultural context is essential 

for creation of a engaging atmosphere.  Fi nally 
as Zumthor mentions the most important 
aspect of architect is how people feel in it, in 

the end all the atmospheric elements interact 
with body and mind to create a singular 
engagement.  With the introduction of digital, 

our perception was affected i n new ways. The 
atmosphere of cyberspace has different 
qualities than the one existing in physical 
world. It is virtual , Unstable reproducible, 
destructible, programmable, to name a 
few.(Vial, 201 8, pg 11 -14) While digital 
experience holds lots of potenti al within 

technical devices, as an architectural thesis, 
this paper focuses on the relation of digital and 
architectural components for a hybrid 
atmosphere. This thesis aims to use these 
digital qualities to help architecture to enhance 
the perception of p hysical world and avoid the 

solely device -oriented digital experience.  

Case studies  

Designed space is dependent on the natural 
constituents of the atmosphere. The elements 
of the atmosphere spill their óauraô into space, 
and the body reacts to them (Bohme,  2017). 
This óauraô of surrounding objects overlaps and 

mixes to create the whole atmosphere. That is 
how the presence of an atmosphere is felt. The 
more diverse elements an atmosphere 
contains, the more detailed and affecting it 
becomes. In nature, the de tails are countless, 

and the variety of combinations is infinite. That 
is why it is so easy to immerse in the ambiance 

of a forest. In a forest, our primal bodily 
senses are all spontaneously activated. Our 
body becomes fully conscious. Color, texture, 
sou nd, and terrain altogether immerse the 
mind in nature.  

While the atmosphere is ever -present, by 
manipulating the surrounding elements, 

architecture can transform the quality of the 

atmosphere to generate the desired ambiance. 
Successful architecture, with its spatial 
ambiance, engages the body and mind and 
giv es some experiential message. The 

language may differ according to the intention 
of the architects and their perceptual journey. 
Architect Glenn Murcutt, with his minimalist 
and straightforward architecture, creates 
spaces to comprehend the surrounding 
amb iance, rather than creating any new 
ambiance of the designed space. Through 

ótouching the ground lightlyô, his works leave 
the natural surroundings undisturbed and 
enhance the notion of infinite vastness and its 

sublime ambiance. In contrast, Louis I Kahnôs 
carefully planned spaces create the perception 
of otherworldliness with the scale, weight, 

materiality, and, most of all, interplay of light 
and shadow within the architecture itself. By 
secluding from the surroundings, his 
architecture evokes spirituali ty with the help of 
timeless elements such as lights and shadows, 
massive volume, and enormous scale. 
Interestingly, both architects successfully 

displayed a similar feeling using very different 
techniques. Similarly, other phenomenologist 
architects have created successful, engaging 
atmosphere with versatile approaches.  

Engagement of the mind through senses  

 

Fig. 1. Therme Vals by Peter Zumthor. Source:  
Archdaily  

Peter Zumthor  in his Therme Vals spa  (Figure 
1) successfully created a rich 
phenomenological experience. The building is 
situated on a natural hot stream. The design 
becomes successful for its minimum 
intervention to capture most of the 

surrounding atmosphere. The building 



Hybrid Atmospheres  8 
 

 
 

becomes a spontaneo us extension of the 
surrounding natural setup through its local 
stone walls and the incorporation of the exiting 
water as a constituting element. For minimum, 

from the building, the existing natural 
atmosphere directly engages the senses and 
thus creates a  rich experience.  

An excellent example of using the artificial 
element to create an immersive atmosphere 
are the works of James Turrell. His famous 
light installations give the feeling of a bodiless, 

borderless space. In Turrellôs words, ñMy work 
has no ob ject, no image, and no focus.é What 

is important to me is to create an experience 
of wordless thoughtò.  With the exploration and 
use of light, Turrell creates spaces that are 
intended to slow down the audience. In his 

works, the meaning is abstract, but t he 
presence of the meaning is quite clear. It 
engages people and forces them to slow down 
in order to explore their inner feeling 
consciously. One of his notable techniques is 
using unstructured, uniform light over a 
volume, which creates an effect of 

hallucination, called the óGanzfeld effectô.  He 
uses high - intensity projector and contrasting 
LED lights in a completely enclosed space to 
create a controlled atmosphere  (Figure 2).  

 

Fig. 2. Roden Crater by James Turrell.  Source: 
(http://rodencrater.com/, 2019)  

Using technology to manipulate human mood 
is best used in the set design of live 

performances. As the stage is only a mere built 
space, it is bound by its material, construction, 
and detail. The need for creating a different 
mood with the narrative of the stage 
performance to engage the audience is fulfilled 
with the help of artificial elements, such as 
props, lights, background sound, or fog. The 

ambiance of the set influences the total 
ambiance of the theater hall.  

 

Fig. 3. team Lab Borderless. Source:  
(https://borderless.teamlab.art/ , 2018)  

A recent example of the digital atmosphere is 
the works of óteamLabô, a Japanese digital 
media art group. They use virtual 360 degrees 
animated projection mapping to create an 

interactive immersive atmosphere. They 
created the first digital museum óteamLab 
Borderlessô, in Tokyo, Japan, where they filled 
the 10000 square meter space with digital 

projections, and interactive elements to create 
a surreal environment (Figure 3). The  works 

extensively explore human perceptions and 
manipulate images with the use of technology. 
For example, in their exhibitions they use 
vibrant light projections in a dark room in a 
way that the perception of scale changes with 
the projected imagery, and  are no longer 
dependent on the physical shape of the room. 

When in the art space, the colorful imagery 
and sound guide the senses. The moving 
images create a surreal feeling of moving 
surroundings when the body itself is still.  This 
type of use of techno logy enables us to 
experience a new kind of atmosphere which 
was nonexistent before. Moreover, it frees the 

experience from the existing boundaries of 
built space, creating a possibility of endless 
atmospheric conditions. Nowadays projection 
mapping is use d in various sound and light 
shows, where large scale projections typically 
uses landmark architecture as canvas and 

project dynamic animations. This engages the 
audience to an otherwise static façade in 
various dimensions.  

Engagement of Body  
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Through his m ysterious mechanisms and 
details, Carlo Scarpa explored the idea of the 
engaging body in space. In his architecture, 
the body movement merges with the 

architectural elements, such as the travertine 
door in Fondazione Querini Stampalia evokes 
questions and confusion in mind. Eventually, 
one has to engage his body with the door to 
solve the mystery. The hidden mechanism 
waits to be discovered through the touch on 
texture, the push to feel the weight that 

expresses gravity until it opens to lead t o a 
new space  (Figure 4 ).  

 

Fig. 4. Hidden door in Fondazione Querini Stampalia. 
Source: (The Experience in Architecture, 2016)  

Another example from Carlo Scarpa  of bodily 

engagement to the designed space is his 
Olivetti Showroom Stair. The body becomes 
conscious of the staircase through diffe rent 
types of treads (Figure 5 ), which leads to the 
details of the stair, which expresses the 
honesty of construction.  The  engagement of 

the body with space reaches a different level 
with the use of an interactive environment.  

The use of motion trackers, sensors, and 
various mechanisms turn a spatial atmosphere 

into a more engaging one. teamLab, in their 
'Forest of Life and F uture Park', provides an 
interactive environment, where the 

environment interacts with the body 
movement and activity pattern (Figure 5.6).  
Moving through the environment or touching 
any object results in a change of light and 
color, with sound and moveme nt of the objects 
affecting the mood of the total space. One 
user's interaction affects all the other user's 

perceptions. This kind of interactive design 

enables more control in bodily engaging 
experience.  

Apart from the illusion of animation, intricate 
te chnologies are embedded in homeostatic 

façades that enable them to react to 
temperature change, such as the mechanically 
moving shading devices that enable buildings 
like the Al Bahar tower or óWindsweptô fa­ade 
of Randall Museum to interact with the 
surro unding atmospheric qualities such as 
light, wind, and temperature.  

 

Fig. 5. Hyposurface in BIO 2007 exhibition in Boston. 
Source: (Mark Goulthorpe, 2016)  

This changes the qualities of the exterior and 
the interior spatial ambiance with time and 
function. Interactive kinetic facades, such as 
óHyposurfaceô by Deco, that interact with the 

passersby go beyond visual senses and allow 
the engagement of the óbodyô with the surface 
(Figure 5.8). Thus, architecture itself becomes 
th e more dynamic influencer of the 
atmosphere.  

Immersive virtual experience devices , like 

Oculus Rift , allows a real - time simulated 
experience which moves like the real world 
with the movement of the body. In this way, it 
generates a realistic feeling of be ing in the 
simulated world. Users can go in any direction 
and can even interact with objects with their 
body parts. This kind of simulated environment 

previously was used for vehicle simulation 
during training sessions for practicing pilots, 
which moves wi th the navigational commands 
and shows a virtual simulation of the real 
world. The availability of technology now 
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makes it a lot more common and flexible.  It is 
a tool for the disconnection between the body 
and the real atmosphere, which was not 
thought o f before. Although it still doesnôt 

control many factors such as temperature, 
smell, and touch, the addition of those senses 
will be able to completely disconnect the body 
from the surrounding reality and transport it to 
a new reality, regardless of physic al 
boundaries of the real world.  

Conclusion  

Technological development has a profound 
effect on the spatial experience. Our 
psychological and physiological perception is 
influenced by digital media technology. 
Numerous technological interventions are 
creating new atmospheric experience. Space is 

not restricted to physical form through 
manipulation of the sense of scale, movement, 
and stability. Along with engaging the mind, 
interactive technology can now be used to 
enhance architecture elements to engage the 
body more effectively than ever before. 
Architects have always tried to exploit a 

natural atmosphere to create the desired 
ambiance as designers of space. However, we 
can now use technology to augment the 
architectural design space and make the 

experience more vivid.  Moreover, more control 
over the  atmosphere is possible by 
incorporating technology to the designed 
space. The effect, while opening up a vast 
possibility of new experiences and 
unprecedented quality of the atmosphere, also 
has a paradoxical relation to the atmosphere. 

The resulting unna tural rapidity and dominance 
of visual sense often disengages the body and 
mind from the atmosphere and reduces the 

perceiving act. This imbalance of natural and 
artificial must be investigated and attempted 
to be mitigated using architecture intended to 

reconnect people with the natural harmony of 
their environment.  
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ADDENDUM  

The previous paper attempted to define 

atmosphere and perception , and the 
technological influence up on them. It trie d to 
illustrate  how we perceive a holistic atmosphere 
through theoretical discourse. Further more, with 
case studies, i t tries to investigate how media 
technology can modify atmospheric elements 
and influence our perception. Through the 

discourse, the aim was to establish  a framework 
for designing a hybrid space.  

However, illustrating the myriad ways in which  
technology influences our perception was still a 
work in progress during the  previous discussion. 
Also, the various case studies were inconclusive, 
as t hey did not pr ovide any clear argument on 

the nature of the atmosphere in a digitally 
mediated environment. I was still grappling with 
demonstrating  the nature of óatmosphere ô and 
óengagement ô. Atmosphere is neither subjective 
nor objective. Rather , it is an overall per ceptible , 
yet a very abstract ,  feeling. This vague nature 

required further reading and several in -depth  
case studies . 

In the  paper, the case studies were categorized 

as engagement with body , and engagement with 
the mind or ósensory engagement ô. This 
catego rization is faulty. Human perception 
requires the participation of both body and mind. 

While they might have a different reaction to a 
particular situation, the perception of that 
situa tion is a holistic phenomenon. For instance, 
watching a horror film req uires vision, hearing, 
or sensory input. The mind reacts by analyzing 
the sensory data as a perception of fear, while 
the body reacts by shivering. But it is a singular 

experience. A more comprehensible analysis  
criteri on  would be what makes the atmosphere  
engaging , and what differences are there 
between the traditional and hybrid approaches.  

Lastly, the thesis did not have any clear 
hypothesis on a framework of a balanced hybrid 

atmosphere.  

 
Reaching a hypothesis  

 
Digital media is often used to grab attention. It is 
unfortunate that i n today's culture, in general, 
digital media  tends to capture the audience only 

in itself, within the perimeter of the digital 
device. However,  it has the potential to  go 
beyond its device to interact w ith the 
surrounding environment. This does not suggest 

large scale projection s on any irregular surface , 
but this relationship needs to  be both subjective 
and objective.  

For digital components, this interaction  depends 
not only on the physical interface but also on its 
digital content. The content has an ethical 
dimension. It is imperative that designers  who 

work within the realm of digital media consider 
more meaningful content instead of simply 

competing for a ttention. The content of digital 
media has to be empathetic to the physical 
context. Additionally , subtl et y i n such design is 
crucial . Digital elements in any context often are 

ostentatious, always attempting to dominate the 
surrounding s. But to establish an organic 
connection, a balanced coexistence should be the 
goal of a designer.  

With a view to illustrating this essential balance, 
the thesis looks into Robert Irwin's site 
conditioned works as case studies. His works are 

subtle yet holds rich experience.  With his site 
conditional art, he tries to open the viewer's eyes 
to the beauty that's already there , yet so often 
overlooked . Site conditioned works consider the 

site from a multifaceted viewpoint. It takes into 
account  all the physical and  metaphysical 
relations, all the variables of different 

phenomena and people before carefully 
interven ing  to enhance that existing experience. 
Irwin's approach inspi res a sensitive design 
approach, stand ing  in  stark contrast to the 
prevalent  distractive media culture. T hus, to re -
engage people around the design we should 

begin  with a careful consideration and an 
objective perception of the existing contextual 
qualities , before  develop ing , fram ing , or 
enhanc ing  that perception through subtle 
intervention s. 

All of the disp arate elements in nature juxtapose, 
overlap, and blend to create an encompassing 

atmosphere. Steven Holl  states it as 
'intertwining'. Physical and metaphorical, time 
and space, form, and concept, subjective and 
objective enmesh together. Yet, instead of 
merging into a singularity, intertwining is an in -
between state. This in -betweenness is vital in 
order to generate a synesthetic experience.  

Following the idea of site conditioned 
intervention and intertwining, artificial or digital 
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can find a place into a hybrid environment. With 
new possibilities, technology can offer a unique 
phenomenological experience whi le remaining 
connected to the site or context. New technology 

should also intertwine with an existing situation 
to enrich it, rather than dominat e as an isolated 
autonomy. That way, the experience will be 
complete and balanced.  

To summarize, a hybrid envir onment consisting 
of digital and non -digital is a part of our reality. 
Yet it is connected to and dependent on our pre -

existing physical reality. New techniques 
generate new perceptions, but human perception  

still relies up on the mind, body, and cultural 
context. For an engaging experience of place, 
there needs to be a balance and coordination 
between the digital and the non -digital. A hybrid 

experience should aim for cross -sensory 
experience and bodily engagement, avoiding 
isolated sensory experience s. 

Consequently, the  following design begins  with 
careful consideration of the surrounding 
qualities, elements, and activities. Non -digital 
architectural determinants provide a rich physical 

framework, while digital constituents play a 
supportive role. The techn ology and content of 
digital components are designed to  be closely 
related to the context , and not something 

separate. Finally, since an atmosphere is neither 
purely sensory nor physical, for a truly engaging 
atmosphere, all of the elements are designed to  

intertwine naturally and create a meaningful 
whole.  

Design review reflection  

The first challenge in refining the hypothesis was 
to narrow down the scope of technology. 
Eventually, the principle focus of the thesis was 

placed upon  only the technology that has a direct 
effect on perception. This was reinforced t hrough 
discussion s and further case studies reflecting 
upon the nature of the atmosphere. For the site , 

an abandoned subway station in Cincinnati  was 
selected, as it provided a stronger rationale  to 
house  a hybrid atmosphere. The site selection 

process is explained in -depth in the attached site 
selection documents. It was challenging to create 

a rich phenomenological engagement as the site 
is situated underground of a major road in an 
urban downtown. B ased on site conditioned 
design and the concept of 'Intertwining' the 

location was analyzed to parse out  its many 
layers such as natural qualities, urban 
connection, historical references, analogical 
layers, events and activities, edge conditions, 
urban ex pectations, etc. Along with investigating 
recorded documents, physical site surveys were 
conducted at different times, weather conditions, 

and urban events like the Blink festival.  

This was followed by formulating a cohesive 

program  closely related  to the site and  the  aim 
of the thesis. As part of the program, in addition 
to an  experiential journey to reveal hidden urban 
qualities, the site accommodates a film space 

and a performative space. For the particular site, 
these functions  provide a direct connecti on to the 
familiar urban events like Cincinnati film festival 
and Fringe festival (annual performative art 
festival). Additionally, film and set design s for 
performative  art inherently use technology to 
create artificial atmospheric mood and evoke 

emotion. The idea was to incorporate  these 
activities into  the overall site experience. To 
further test my thoughts on site -specific film 
experience, and demonstrate the intenti ons of 
the thesis, a short film was also made.  

Finally, through reviews, design interventions 
were developed and refined. The design draws 

its reference from the city, its history, and its 
present activities. The plan was careful to avoid 
any alienating ex perience and frame the existing 
richness.  The journey below ground was made 
diverse yet continuously integrated with the city 
above. It exploits only urban unused or open 

spaces for minimum yet powerful intervention. 
Thus, the  site retains its original qua lities, while 
accommodating  subtle technological and spatial 
change s,  creat ing  a sensory - rich atmosphere. 
The experience also changes with time and 
urban activities. The site showcases an alternate 

use of media technology that offers the urban 

inhabita nts a meaningful experience , remain ing  
familiar yet enriched. Through the sensitive 
intertwining of architectural and technological 
inter vention, the design achieves an óin -
betweenness ô. 
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Design F ramework  

The experience should be continuous in different layers to be engaging. These layers would overlap 

each other for a complete experience  

The experience should be anchored in physical reality.  

The digital part of the experience should enhance the existing richness of the place. Digital 

components of the experience should help focus on reality rath er than robbing attention to itself.  
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Conceptual Study : M odel  

Idea of generating engagement  

The goal of making this model is to create an object that requires human interaction to perceive. The 

design would generate activity that transforms with th e surrounding atmospheric situation. There are 

multiple layers of the model that reveal themselves as they communicate with light, view angles, and 

push -pull of the strings, etc.  
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Conceptual Study : Short Film  

In this project I explored two ideas. One is idea of a film that is specific to the site where it is shown. 

And the idea of interchange between audience and performer. The actor reacts to the audienceôs 

reaction. Also, the audience connects to the world inside the screen as  they both share the same 

elements ...same chair, table, materials etc. The idea of time comes from shooting the film almost as 

the same time it will be shown. And acted in real continuous time in a single shot. The music, sound 

and color would flow betwee n inside and out of the screen to connect the two atmospheres into one.  
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Site Selection  

From three potential sites the final site was selected as most rational location for implementing an hybrid 

atmosphere .
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Site Analysis  

A portion between Race street  station  and Liberty street station was selected for design implementation .  


