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to emphasize the power of innovation, this background was taken from a project render or 
concept from this thesis and post processed in dramatic format for the concept of this book 
as a video game. the midjourney ai program was usd in a specified art style. photos are later 
upscaled in nightmareai/real-esgaran api.
 

final refined prompt: 
“using this image as a base, add a group of people cheering while wearing valorant inspired 
clothes. A single caucasian females stands in the center of the group. she has long, brown 
curly hair, glasses, and earrings. valorant video game style art, wide shot”
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to emphasize the power of innovation, this background was taken from a project render or 
concept from this thesis and post processed in dramatic format for the concept of this book 
as a video game. the midjourney ai program was usd in a specified art style. photos are later 
upscaled in nightmareai/real-esgaran api.
 

final refined prompt: 
utilize the upoloaded photo. POV, urban park with rolling green hills and various parametric 
building in views, overlooking a river with a city in the background, valorant video game style, 
description, visual illustration animation.
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In a world dominated by mundane environments, this thesis proposes a novel approach to designing public spaces that integrate game design 
principles and extended reality technology. By embracing the inherent ludic behavior found in human nature and games, I aim to elevate everyday 
experiences.

This research delves into the capabilities of extended reality technology, psychology of play and its cultural and societal background, 
psychology of human archetypes, and game design components as an extraction for architectural typologies. 

Key findings reveal that by analyzing game components, design languages are formed and can be used to develop feasible architectural 
typologies. The significance of ephemerality in architecture is also revealed as a mirroring concept for the need of frequent updates in games 
to maintain stimulation. There must also be an emphasis on understanding that typical space users may have different emotions and tendencies 
compared to game users, and thus, spaces must be designed to coexist harmoniously with their users.

The architecture industry has faced certain challenges in 
embracing new technology over the past century. Given the rapid 
pace of the industry, one would expect architecture to be able 
to adapt to novel ideas. However, an examination of our built 
environment reveals a disconnect between architects, developers, 
and tenants. Regrettably, greed has taken hold of the industry, 
resulting in an environment that fails to stimulate or inspire. Our 
knowledge has made us cynical, and our cleverness has become 
hard and unkind. We have become too preoccupied with thinking 
and have lost touch with our emotions.

A review of the current state of architecture in America 
underscores the fact that we are living in harsh, unforgiving 
structures that offer nothing more than a basic shelter. It 
is time to reflect upon the situation and take action. It is our 
collective responsibility to improve our surroundings, and we 
have the power to do so. We have created machines that can 
produce remarkable achievements, and we can harness these 
technological advances to create happiness and enhance our 
lives.

Video games offer a compelling example of the indomitable 
human spirit. Despite encountering setbacks, gamers refuse 
to end on a loss, persisting until they achieve a final victory. 
This mindset could serve as an inspiration for us all. If we can 
apply this mentality to our daily lives, we can create an industry 
that resists being pushed around and refuses to be confined to 
outdated practices. We can embrace new technology and adapt it 
to serve the next generation.

The methodology for this project involves Researching 
capabilities of extended reality technology and its projected 
future growth is the first step in this methodology. This 
includes looking at the potential applications of extended reality 
technology in different industries and how it may evolve over 
time.

Understanding the psychology of how humans play and how games 
impact our culture and society is the second step. This involves 
studying the work of Mihaly Csikszentmihalyi, who has highlighted 
the importance of play in learning and development, as well as 
how games can influence our behavior and beliefs.

The third step is to examine the psychology of archetypes and 
how they inform who people are and what kind of games they 
enjoy. This is based on the work of Carol Pearson and Carl 
Jung, who have identified various archetypes that can be found in 
literature, mythology, and even video games.

Next, the methodology delves into game design psychology, 
specifically focusing on the types of games we see today and 
how they correlate to player type, which then correlate to the 
archetype they are. Tracey Fullerton’s work has been particularly 
helpful in this regard.

The ultimate goal is to use this knowledge to inform the design 
of spaces that apply extracted typologies from games to allow 
people to experience those spaces in an elevated ludic manner. 
We will also design spaces with typical users’ emotions and 
tendencies in mind, ensuring that they can co-exist with game 
users without tension.

abstractabstract INTRODUCTIONINTRODUCTION METHODOLOGYMETHODOLOGYabstract

ARCHITECTURE GAME DESIGN TECHNOLOGY PSYCHOLOGY

INTRODUCTION METHODOLOGY
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Understanding psychology is essential when studying game design because it helps in creating engaging experiences for players. By understanding 
the concept of flow, game designers can create games that keep players engaged and motivated. Flow is a primal state of engagement that people 
experience not only during gameplay but also during everyday tasks. Game designers must maintain flow to ensure players remain interested and 
immersed in the game. Additionally, understanding the 12 human archetypes outlined by analytical psychology by Carl Jung and Carol Pearson 
can help game designers align game types with players’ personalities. This understanding can result in creating games that players enjoy and 
relate to, leading to a higher chance of success. 4

games have been used for centuries as a way to learn and develop. Play is not just for children, but also adults, and it can help maintain proper 
brain function. The cultural and societal significance of games has been studied extensively by researchers and scholars, revealing the ways in 
which games have shaped human history. With this knowledge, game designers can create games that are culturally and socially relevant and have 
a deeper impact on players. Overall, understanding psychology is crucial for game designers to create engaging experiences that are not only 
entertaining but also have a positive impact on players’ cognitive and social development.

Play is a fundamental and ubiquitous human activity that 
has served various purposes throughout history. It can 
manifest in many forms such as physical activities, games, 
sports, and imaginative play, and it has been recognized as an 
essential part of human development and socialization. Across 
different cultures, play has been valued and celebrated, 
with many cultures having developed elaborate systems of 
games and traditions surrounding play that reflect their 
beliefs and values. 7 Today, the study of the cultural and 
historical significance of play is a growing field, providing 
valuable insights into how play has shaped human history and 
understanding the crucial role it plays in our lives.

Mihaly Csikszentmihalyi, a Hungarian-American psychologist, is 
widely known for his work on the Flow state and its applications 
in various fields, including game design. Csikszentmihalyi’s 
research has shown that the Flow state is not only enjoyable 
but also linked to increased creativity, productivity, and overall 
well-being. He believes that achieving the Flow state requires a 
balance between challenge and skill, and that game designers 
can use this knowledge to create games that are not only 
entertaining but also promote personal growth and development.

Game designers can incorporate Csikszentmihalyi’s ideas into 
their work by carefully crafting the challenges and rewards 
in their games to ensure that players are constantly engaged 
in the Flow state. 3 This means creating a sense of progression 
through the game that gradually increases the difficulty of the 
challenges while also ensuring that the player has the skills 
necessary to meet those challenges. By achieving this balance, 
game designers can create games that not only provide a sense 
of entertainment but also help players improve their skills and 
enjoy a sense of personal growth and accomplishment.

There is also another factor that plays upon the affordances 
of play. kinetics. the play rhythm--or flow--is not simply an 
interaction between ourselves, but between the player and the 
environment, object, or other player. As koolhaas expressed a 
similar notion of tempo and movement of a city as the influencer 
of our play. 4

Overall, understanding the Flow and its impact on human 
motivation is crucial when it comes to game design. Creating 
games that foster this state of mind can lead to a more engaging 
and enjoyable experience for players. Game designers need to 
ensure that the challenges and skills of the game are carefully 
balanced to create a game that allows players to experience the 
Flow.

fig. 1. Drawings of animal figures in 
the life-size replica of Chauvet Cave in 
southern France. 
the idea of painting is a type of play 
through entertainment shown in 
prehistoric times

fig. 2. image capture of hopi doing 
a snake dance in ca. 1896. another 
example of how play is used to learn 
how to be stealthy while hunting or 
for warfare.

fig. 3. remix of theory of flow. taken 
from mihaly Csikszentmihalyi this graph 
shows how we are stimulated by play 
and how we can maintain a constant 
flow.

fig. 4. remix of the action of gaming by 
stephan p. waltz. theory of action and 
potential of a game.

fig. 5. Table of play stimulus, remixed from stephen p. waltz play stimulus. This shows the way we 
interact with people, objects, or surroundings through measured units of direction and intensity 
in the way we move through games, physical or mentally.
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Nicole Lazzaro, a game designer and researcher, outlines the 
four types of fun that people can experience while playing games. 
The first type is Hard Fun, which is characterized by a focus on 
skill mastery and challenges that require effort and persistence. 
This type of fun often requires repetition and practice to 
overcome obstacles and reach goals. From this type of fun, 
individuals can expect a sense of accomplishment and satisfaction 
in their own abilities.

The second type of fun is Easy Fun, which is associated with 
imagination and exploration. This type of fun allows players 
to engage with their creativity and explore new worlds and 
experiences. Easy Fun can provide a sense of wonder and 
excitement, and it is often characterized by games with low 
barriers to entry and a focus on player freedom and choice.

The third type of fun is People Fun, which emphasizes social 
bonding and connection. This type of fun is often associated with 
multiplayer games and cooperative play, and it can provide players 
with a sense of community and shared experience. From People 
Fun, individuals can expect to build relationships and strengthen 
existing ones.

The fourth and final type of fun is Serious Fun, which is focused 
on meaning and value. This type of fun is often associated with 
games that have a strong narrative or educational element, and it 
can provide players with a sense of purpose and personal growth. 
From Serious Fun, individuals can expect to gain knowledge, 
insight, and a sense of personal fulfillment.

Understanding these four types of fun is important because it 
highlights the fact that fun is not always just what we perceive it 
to be at face value. From each type of fun, individuals can expect 
a certain level of skill mastery and repetition, depending on the 
situation they place themselves in.

Human archetypes are significant in game design and architecture 
because they allow designers to create experiences that resonate 
with players on a deeper level. The concept of archetypes comes 
from analytical psychology, pioneered by Carl Jung and Carol 
Pearson, who identified 12 common archetypes that outline the 
kind of people we are. These archetypes represent universal 
patterns of behavior, personality traits, and motivations that are 
present across all cultures and societies.16

In game design, understanding these archetypes can help 
designers create characters, storyline, and game mechanics that 
align with players’ personalities and motivations. For example, 
a player who identifies strongly with the “Explorer” archetype 
may be drawn to games that offer open-world exploration and 
discovery, while a player who identifies with the “Achiever” 
archetype may be motivated by games that offer clear goals and 
measurable progress. 18

Similarly, in architecture, understanding the archetypes 
can inform design choices that resonate with people on a 
subconscious level. For instance, a building that incorporates 
elements of the “Sage” archetype, which represents wisdom and 
knowledge, may be designed with quiet spaces for contemplation 
and reflection, while a building that incorporates elements of the 
“Warrior” archetype, which represents strength and courage, may 
be designed with bold and dynamic forms.

Overall, understanding the human archetypes is a valuable tool 
for designers in both game design and architecture, allowing 
them to create experiences that connect with people on a deeper 
level and engage them in meaningful and fulfilling ways.

fig. 6 . Four Keys 2 Fun. Explains the varying levels of fun that we can fluctuate through

TYPES OF FUNTYPES OF FUN HUMAN ARCHETYPESHUMAN ARCHETYPESTYPES OF FUN HUMAN ARCHETYPES
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Understanding game design is significant in this thesis because it provides a framework for analyzing and categorizing games based on their 
underlying mechanics, themes, and player experiences. The Four C’s - Creativity, Critical Thinking, Chaos, and Calmness - serve as a useful tool 
for breaking down the elements that make up each game genre. This understanding allows for a deeper exploration of how games stimulate 
players through different types of challenges and rewards.

Another important aspect of game design is the rate of change. 4 As players become more skilled, game designers need to introduce new 
challenges and entities to maintain player engagement. Understanding how to pace these changes is essential to ensuring that players remain 
motivated to continue playing the game.

Additionally, different game genres can elicit different types of stimuli, whether it be social bonding, imagination, mastery, or a sense of 
meaning and value. Recognizing these stimuli can help game designers to create games that cater to specific player desires and provide unique 
experiences.

Fritz’s eleven stimuli for play are essential in creating engaging 
and successful game experiences. The stimuli include contesting, 
risk-taking, amusing, pursuing vertigo, meditating, collecting, role-
playing, savoring, creating, and problem-solving. These sources 
of stimulus can be found in various play constructs, including 
fellow players, objects, or spaces, and can be combined in varying 
intensities to create unique play experiences.

Contesting involves competitive games such as soccer or first-
person shooter games. Risk-taking stimuli embody courage or 
adventure, while amusing play situations cater to the player’s 
humor and provide entertainment with the help of comedy elements. 
Pursuing vertigo, on the other hand, involves activities that provide 
a thrilling experience, such as riding a roller coaster. 4

Meditating play situations incorporate biofeedback sensors 
and meditation exercises, measuring player-generated psycho-
physiological output, and training relaxation. Collecting stimulus 
centers on completing and/or systematizing a collection, while role-
playing involves mimicking or assuming different roles. Savoring, on 
the other hand, means aesthetic and sensual experiences triggered 
by atmospheres, such as gazing at landscapes or performance 
situations.

Creating stimulus involves the possibility of “transcending 
oneself,” 5 where players can generate, construct, and design. 
Lastly, problem-solving play situations contain a puzzle, mental 
challenge, or something to unravel.

Understanding the different play stimuli is crucial in creating 
successful game experiences and informing real-world design 
decisions. By utilizing these stimuli in varying intensities, game 
developers can create unique and engaging play experiences that 
cater to the player’s desires and motivations.

fig. 7. Image of tracey fullerton, ucf 
professor of game design. notable 
scholar in game design.

fig. 8. Image of Nicole Lazzaro. 
Creator of the four keys of fun. 
notable scholar in game design.

fig. 9. Image of jesse shell. Creator 
of the four keys of fun. notable 
scholar in game design.

fig. 10. Table of play stimulus, remixed from stephen p. waltz play stimulus. help delineate the type 
of play stimulus and how it will affect people mentally and physically. 

play stimulusplay stimulus exemplary type of kinesisexemplary type of kinesis play pleasure spaceplay pleasure space
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Player types refer to categorizations of players based on 
their personality traits, motivations, and behaviors in games. 
Understanding player types is significant to the thesis on play 
stimulus because different types of players are motivated by 
different stimuli. By identifying player types, game designers can 
tailor their games to specific audiences and provide more engaging 
game experiences. For example, a game designer may identify 
a group of players who are motivated by problem-solving and 
create a game that challenges players to solve complex puzzles. 
Alternatively, a designer may identify players who are motivated 
by competition and create a game that emphasizes competitive game 
play. By catering to different player types, game designers can 
create games that are more appealing and enjoyable to a wider 
range of audiences, ultimately leading to more successful games.

Understanding player types can be relevant to making 
architectural decisions because it can inform the design of 
spaces and buildings to better accommodate the needs and 
preferences of different player types. For example, if a building 
is designed to cater to players who prefer socializing and 
exploring, it might have large common areas and interesting 
architectural features to encourage social interaction and 
exploration. Alternatively, if the building is designed for players 
who prefer solo game play and immersion, it might have private 
rooms and quiet areas with minimal distractions.

By taking player types into consideration, architects can create 
spaces that not only function well but also provide a better 
experience for users, whether it’s for playing games, engaging 
in other leisure activities, or simply living and working. This can 
also lead to increased user satisfaction and engagement, which 
can have a positive impact on the overall success and reputation 
of the building or space.

Understanding why people enjoy different types of games can 
be helpful in real-world design by helping game developers 
tailor their games to different audiences. For example, if a game 
is designed to appeal to fans of action-adventure games, it may 
include elements of combat and puzzle-solving. 11 Similarly, if a 
game is designed to appeal to fans of party games, it may prioritize 
multiplayer gameplay and social features. By understanding what 
drives players to enjoy different types of games, developers can 
create more engaging and successful games.

Below is a list of the 12 video game types:

• Action/Adventure - Exciting combat, exploration, puzzle-solving.

• Role-Playing Games (RPGs) - Immersive storytelling, character 

development.

• First-Person/Third-Person Shooters - Thrill of combat, 

strategy.

• Strategy - Resource management, strategic thinking.

• Simulation - Simulating real-world activities.

• Sandbox - Freedom to explore and create.

• Platformer - Precision and timing in navigating obstacles.

• Puzzle - Challenge of solving complex problems.

• Party - Multiplayer gameplay, social featuresBattle Royale - 

Thrill of competing against many opponents at once.

• Horror - Thrill of being scared, challenge of overcoming fear.

• Survival - Challenge of resource management and overcoming 

obstacles.

PLAYER PROFILESPLAYER PROFILESPLAYER PROFILESGAME GENRESGAME GENRESGAME GENRES
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Technology plays a significant role in this thesis on play and architecture as it has the potential to enhance and transform the experience of 
play in the built environment. Digital technologies, such as virtual and augmented reality, can create immersive and interactive play experiences 
that blur the lines between physical and virtual spaces. This can allow for new types of play, such as exploration of virtual worlds or 
interaction with digital objects within physical spaces.19

Additionally, technology can be used to collect data on how people interact with spaces and games, providing valuable insights into how to 
design more engaging and successful play experiences. Furthermore, advances in material science and digital fabrication technologies have the 
potential to create new types of playful structures and objects that can adapt to the needs of different players and play styles. Overall, 
technology has the potential to revolutionize the way we think about and design for play in the built environment, making it an important 
consideration for this thesis.

Extended Reality (XR) is a term that refers to all immersive 
technologies, including Virtual Reality (VR), Augmented Reality 
(AR), and Mixed Reality (MR). XR technology is designed to 
enhance the user’s experience by providing a seamless blend 
of the physical and virtual world.

Virtual Reality is an immersive digital experience that is 
completely artificial and often requires a headset or other 
specialized equipment to experience. Augmented Reality, on the 
other hand, overlays digital information onto the real world, 
allowing users to interact with both the physical and virtual 
environment. Mixed Reality is a combination of both VR and AR, 
where digital objects and information are integrated into the 
real world, providing a more immersive experience.

The proposed applications of XR technology in this thesis are 
to enhance the experience of play and exploration in built 
environments. The use of XR technology, such as augmented 
reality (AR) and virtual reality (VR), can create immersive 
and interactive play spaces that encourage exploration 
and discovery. For example, AR can be used to overlay 
information about the built environment, such as historical or 
cultural information, onto the physical space, making it more 
engaging and informative for players. VR, on the other hand, 
can provide players with a fully immersive and interactive 
experience of a virtual space, allowing them to explore and 
interact with architectural designs in a more meaningful and 
intuitive way.

Wearable parameters for XR technology in this thesis could 
include biometric sensors, eye-tracking sensors, haptic 
feedback devices, motion capture sensors, and environmental 
sensors. Biometric sensors track physiological responses 
of players, while eye-tracking sensors gather data on 
player behavior and engagement. Haptic feedback devices 
provide tactile feedback for greater immersion, and motion 
capture sensors track naturalistic movements for avatars. 
Environmental sensors track external factors, adjusting 
the virtual environment for comfort and realism. These 
parameters can be used to create more personalized, 
immersive, and realistic play experiences, ultimately improving 
the overall design of XR environments.

fig. 11. image of immersive training fig. 12. image of immersive healthcare fig. 12. image of immersive athletics fig. 13. image of rehabilitation

TECHNOLOGYTECHNOLOGYTECHNOLOGY

EXTENDED REALITYEXTENDED REALITYEXTENDED REALITY

APPLICATIONSAPPLICATIONS PARAMETERSPARAMETERSAPPLICATIONS PARAMETERS
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to emphasize the power of innovation, this background was taken from a project render or 
concept from this thesis and post processed in dramatic format for the concept of this book 
as a video game. the midjourney ai program was usd in a specified art style. photos are later 
upscaled in nightmareai/real-esgaran api.
 

final refined prompt: 
retain the image, but remix it into a valorant video game art style. include formula one cars. 
include people looking down from the top railings. include people down at the bottom. include 
a woman with a google helemt ready to drive an augmented reality game.
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Usage in ArchitectureUsage in Architecture
The concept of ludic architecture as only sprouted recently with the 
explosion of technology especially in the game design field. It must be 
made clear that when I discuss ‘ludic’ architecture, I mean architecture 
that invokes spontaneous play as a behavior for learning and working 
not as just describing ‘playful form’ as many would argue. In Stephen 
Walz book Towards a Ludic Architecture he mentions the “Kinetic 
Dimension” where if designers are attempting to create appropriate 
architecture the must look at the notions of “movement and rhythm.” 
He constantly refers to Henri Lefebvre – a Marxist and situationist 
philosopher who proposed that “there are different levels of space, 
ranging from crude, natural, ‘abstract space’ to ‘social space]’ (Walz 
2010).

One key word that sticks out is “levels of space” as if Lefebvre 
were already setting up a notion of game and play that we notice in 
our video games or regular board games. As if it were a hierarchy 
of skill that one must learn before they can master or attempt to 
master and maintain a regular “state of flow” as described by Mihaly 
Csikszentmihalyi who states that “humans and culture are intertwined 
by play and games as a driving force for innovation” (Csikszentmihalyi 
2009).
Moving further with ludic architecture we understand that the most 
successful ludic projects are almost always in the form of children’s 
playgrounds. There is a notion that spontaneous playful behavior is 
only necessary for children which leaves out adults. 

Architects should consider using ludic behavior, or playfulness, in 
their designs because it can create more engaging and stimulating 
environments. Playfulness can be incorporated into architectural 
design in a variety of ways, such as incorporating elements that 
encourage exploration and experimentation, creating spaces that allow 
for flexibility and adaptability, and designing for surprise and novelty. 
By incorporating elements of playfulness into their designs, architects 
can create built environments that are more engaging and stimulating 

for users, and that promote well-being and a sense of connection to 
the built environment. Additionally, incorporating ludic behavior into 
architectural design can help foster a sense of community and promote 
social interaction among users. Overall, incorporating ludic behavior 
into architectural design can help create more dynamic and engaging 
built environments that enhance the user experience.

Usage in Thesis | CriticismUsage in Thesis | Criticism
The fact of the matter is that ludic architecture is primarily for 
children as tools for development, but why should that stop after 
primary school years? Are adults not capable of benefiting from ludic 
architecture in their everyday lives? I am not talking about placing 
playgrounds in offices, but having an architecture that pushes the 
user to be stimulated and challenged similar to how they are during a 
work event but without the boring commentary. How might architecture 
change if we approached it with a legitimate goal to make people play 
games in architecture rather than just calling it “playful” by look but 
to be playful by function. Looking at how game designers create spaces 
is a healthy guide as they are spatial and psychological aware of how 
different types of ‘gamers’ perceive and use spaces. 

This thesis aims to draw out the ludic behavior of each individual 
and create structures that tailor to their personal preferences 
through ephemeral designs with the supplement of extended reality 
technologies. If people were exposed to true playful experiences, there 
could be a chance  that a they can cultivate stimulation and happiness 
leading to a healthier, independent society and individuals.

Fig 16. photograph of casa 
scout

fig 17. photograph of 
serpentine gallery

fig. 15 conceptual sketch of 
rem koohaas generic city

fig. 14. sketch of fun palace, 
by joan littlewood and cedric 
price.

Joan Littlewood’s aspiration 
to create a dynamic and 
accessible space for 
play and learning led to 
Cedric Price’s Fun Palace 
project. The concept 
was characterized by a 
malleable structure that 
could be reconfigured 
by users’ imagination, 
aligned with Littlewood’s 
vision. Although it was 
not realized, the project’s 
abstract components, such 
as cranes that could plug 
into different spaces, were 
innovative for its time and 
showcased a ludic approach 
to design (Mathews 2007).

Casa Scout is an 
environmentally-focused 
house designed for a group 
of Scouts with an emphasis 
on inclusivity and group 
work. The central hub is 
surrounded by double-
height voids and yards, 
providing a common view 
to all rooms. The design 
encourages communication 
and interaction among age 
groups through sliding 
partitions and door-like 
panels. Each room has 
outward windows and wooden 
partition openings for cross-
ventilation, direct sunlight, 
and views of the street or 
garden.(“Casa Scout” 2015)

Koolhaas’ Generic City 
theory uses rhythm 
and movement to design 
urban spaces that can 
accommodate change and 
societal shifts (Walz 
2010). The theory draws 
similarities to game design, 
which updates and changes 
to keep players engaged. 
A city designed with this 
theory and a melting pot 
of cultures can have a 
brilliant identity and be 
sustainable (Walz 2010).

The 2013 Serpentine 
Pavilion used a grid of white 
steel poles and translucent 
acrylic panels to create 
a forest-like structure, 
combining naturalistic 
and geometric design 
languages. The pavilion’s 
temporary nature invited 
visitors to reflect on the 
passage of time, while the 
semi-transparent walls 
encouraged a connection to 
the surrounding landscape. 
The design created a 
flexible and multi-purpose 
social space that allowed 
visitors to shape their own 
experience.

ludicludicludic
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Usage in ArchitectureUsage in Architecture
The concept of interactive architecture first began to bloom in the 
20th century with Cedric Prices “fun palace” where cybernetics and 
physical interactions are mentioned. (‘Museum’, n.d.). Later on the 
first iterations of interactive architecture were simply “storybook” 
installations that captured routines of personal lives; the innovation 
of technology and “the machine”. 
Current interactive design in architecture refers to buildings or 
temporary structures that contain sensors, processors, effectors that 
users can connect to and affect the buildings program or porformance 
in typically a playful manner. Most attempts at interactive architecture 
is to provoke or allow the user to ‘escape’ from daily lives. Most 
structures are temporal and used for public engagement.
playfulness into their designs, architects can create built environments 
that are more engaging and stimulating for users, and that promote 
well-being and a sense of connection to the built environment. 
Additionally, incorporating ludic behavior into architectural design can 
help foster a sense of community and promote social interaction among 
users. Overall, incorporating ludic behavior into architectural design 
can help create more dynamic and engaging built environments that 
enhance the user experience.

Usage in Thesis | CriticismUsage in Thesis | Criticism

Currently most interactive architecture, is a means to connect people 
in a public urban space. These space are purely public and have become 
more a ‘spectcle’ to induce emotion or thought (Hespanhol, et al. 2016). 
Let me preface by saying that it is not pointless or unproductive – 
quiet the opposite infact. I believe that these temporal spaces are just 
the first iteration of what we can achieve. Currently, we are limited 
by technology; however, we know that technology has only grown 
at an exponential rate sense the first Industrial age. I believe that 
intertwining the current temporal ‘spectcles’ we experience out in the 

streets to a more permanent ‘infrastructure’ can create a more human 
city that is productive and meaningful. When looking at the current 
spaces we interact with every day, they are typically emotionless and 
pitiful. Now I will not say that work or school should always be joyful. 
Life happens, but by allowing spaces to intertwine with people we might 
find that productivity and success will increase. As Andrew Carneige 
said: “There is little success where there is little laughter.” By inviting 
integration of technology between people and their surrounding spaces 
there is a likely hood of a more human society. 
Incorporating interactive design into architectural projects can create 
more engaging and dynamic built environments. Interactive design 
involves creating spaces or products that allow users to actively 
engage with and manipulate them in some way, often using technology. 
This can include incorporating interactive elements into the physical 
design of a space, such as using touch-sensitive surfaces or movable 
elements, as well as using technology to allow users to interact with a 
space in a digital or virtual way. By incorporating interactive design into 
their projects, architects can create built environments that are more 
responsive to user needs and preferences, and that enhance the user 
experience.
In this thesis, there will likely be a need to create systems of 
inteactions with the help of extended reality technology to empahsis a 
sense of community and ludic behavior. 

The Fun Palace is a malleable 
space for a variety of 
programs, described as a 
“Laboratory of fun” and “A 
university of the streets.” 
It features a network of 
interconnected experiences 
of education, street play, 
performances, and more. 
The open steel structure is 
similar to logical gateways 
on virtual devices, and 
contains modular elements 
assembled by automated 
cranes for personalized 
spaces. (hespanhol, et al. 
2016)

The prototype of a new form 
of display. The installation 
use algorithms, lights, 
and sensory technology 
to compose an organized 
display of what appears to 
be molecules that react 
to people engaging with 
the installation. Through 
postures and gestures 
the sensors recognize the 
movement and move its light 
sensors to reflect the 
movement of the users. It is 
essentially an ever changing 
sculpture based on dynamic 
human movement. 

In 2013, the Megaphone 
Installation provided a 
social platform for citizens 
to voice their opinions on 
Montreal-related issues. 
The projection on the 
Kennedy Building was 105 
x 29 meters with 3,592 by 
1,008 pixels. The platform 
below had an ‘open-mic’ 
and urban furniture for 
community members to 
participate. Passersby could 
record a message and be 
added to the database of 
projected visuals, allowing 
individuals and communities 
to reappropriate public 
spaces (Hespanhol, et al. 
2016).

The Festival Plaza was 
the central focus of the 
1970 Expo in Osaka, Japan, 
reflecting economic growth, 
cultural shift, and the 
country’s aspiration for 
technological innovation. 
It contained various 
technology, including 
robots with mobility and a 
control room for lights, 
sound, and water flow. 
The ephemeral design 
was intended to adapt 
to programmatic needs, 
utilizing cybernetics for 
freedom and education 
(Urushima 2006, Isozaki).

fig. 19 photo of an installation 
in milan, italy

fig. 20. photo of festival plaza 
in the 70s

fig. 18. photograph 
ofmegaphone installation in 
quebec

fig. 14. sketch of fun palace, 
by joan littlewood and cedric 
price.

interactiveinteractiveinteractive
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Usage in ArchitectureUsage in Architecture
In architecture, the term “ephemeral” refers to something that is 
temporary or fleeting. An ephemeral architectural structure, for 
example, might be a temporary pavilion or installation that is only in 
place for a short period of time before being dismantled or removed.
The use of ephemeral architecture has grown in popularity in recent 
years, as architects and designers have sought to create more 
dynamic and interactive spaces that respond to changing needs and 
circumstances. By designing structures that are temporary or that can 
be easily modified, architects can create spaces that are more adaptable 
and responsive to the needs of the people who use them.
Ephemeral architecture can also be a way to challenge traditional 
notions of what a building should be and how it should function. By 
creating structures that are temporary or that exist outside of the 
usual norms of architecture, designers can explore new ideas and push 
the boundaries of what is possible.

Usage in Thesis | CriticismUsage in Thesis | Criticism
I propose utilizing the notion of ephemerality to the interior of 
structures. This can come in the form of temporary or changeable 
elements within a space, such as furniture or decorations. This can 
create a sense of novelty and excitement for the occupants, as 
well as allowing for more flexible and responsive use of the space. 
Ephmereality also has great significance in games. One example of 
this is the UNO house rules, where the rules of the game can change 
based on the players’ preferences. This allows for a more dynamic and 
adaptable gaming experience. In video games, updates and changes to 
gameplay mechanics, such as weapon abilities or map layouts, can also 
create a sense of ephemerality and keep the game fresh and exciting for 
players.
Overall, the use of ephemeral elements in architecture and design can 
add a sense of novelty and flexibility, enhancing the user experience 

and allowing for more responsive and adaptable spaces.

The 2013 Serpentine Pavilion 
had a nature-inspired design 
of a forest with a grid 
of white steel poles that 
supported translucent 
acrylic panels. The pavilion’s 
temporary nature reflects 
contemporary society’s 
themes of transience and 
impermanence, inviting 
visitors to consider the 
fleeting nature of their 
own existence (POP 2015). 
A concept of “fleeting 
architecture” will be used 
to create mini-installations 
for understanding joinetry 
and kinetic architecture in a 
ludic behavior program.

Koolhaas argues that 
globalization leads to a 
homogenous and bland urban 
landscape. The generic city 
lacks identity and cultural 
differences, creating a 
sense of instability due to 
its ephemeral and easily 
replaceable buildings 
and spaces. Ephemerality 
characterizes the generic 
city, which results in a lack 
of continuity and history 
(Koolhaas, 1995).

The Naked House by Shigeru 
Ban is a multi-generational 
family home near Tokyo, 
designed for different 
generations to live and 
communicate together, 
with traditional Japanese 
architecture and design 
elements. It creates an 
adaptable living space that 
promotes communication 
among different 
generations.

fig 17. photograph of 
serpentine gallery

fig. 20. photo of naked house 
by shigeru ban

fig. 15 conceptual sketch of 
rem koohaas generic city

EphemeralEphemeralephemeral
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Usage in ArchitectureUsage in Architecture
Human-centered design is a design approach that focuses on the 
needs, desires, and capabilities of human users. In architecture, human-
centered design is concerned with creating buildings and spaces that 
are comfortable, functional, and enjoyable for the people who use 
them.
The design involves a collaborative and iterative process, in which 
designers work closely with users to understand their needs and 
preferences. This process often involves gathering feedback from 
users, conducting user research, and prototyping and testing different 
design solutions.
The goal of human-centered design in architecture is to create buildings 
and spaces that are responsive to the needs and desires of the 
people who use them. This means taking into account factors such as 
accessibility, usability, and user experience, as well as the social and 
cultural context in which the building will be used.
It become increasingly important in architecture, as designers and users 
alike recognize the value of creating environments that are tailored to 
the needs and preferences of the people who use them. By adopting a 
human-centered approach, architects can create buildings and spaces 
that are not only functional and aesthetically pleasing, but that also 
support the well-being and happiness of their users.

Usage in Thesis | CriticismUsage in Thesis | Criticism
“Reality isn’t engineered to maximize out potential. Reality wasn’t 
designed from the bottom up to make us happy” (McGongial 2012) I 
believe in the idea of community, whether it means a design for the 
community or a design by the community (preferably the latter). Too 
often are designs made by the single stakeholders and architects vivid 
imagination. Why? Too often in the United State do we see structures 
being built in location where they are not appropriate. Why does a ‘hood’ 
in chicago need a water park that is too expensive and inaccessible? Why 
does Manhattan, New York need another 12 cultural art centers? The 

issue with America is that places are not accessible and not appropriate 
for the culture, circulation, and economy. I would like to explore 
the idea of community and individual driven design ideas in parrallel 
with extended reality technology and game design.  The theory is not 
“which way I ought to go”, but “depends on where you want to get to” 
(McGongial 2012)
 The intention is not to re-invent the wheel, but propose a different 
way of using the tools-althought currently limited in the integration of 
architecture especially with the new generation.
Additionally, human-centered design can help architects create spaces 
that are more sustainable and resilient, by considering the long-
term impact of their designs on the environment and the community. 
By involving users in the design process, architects can gain a better 
understanding of their needs and preferences and create spaces 
that are more responsive to those needs. This can help create built 
environments that are more sustainable, adaptable, and resilient over 
time.
Overall, focusing on human-centered design allows architects to create 
built environments that are tailored to the needs and preferences 
of the people who will use them, and that enhance the well-being and 
quality of life of those users. By considering the user experience at 
every stage of the design process, architects can create spaces that 
are functional, accessible, and sustainable, and that enhance the well-
being and quality of life of their users.
The goal of this thesis is to create spaces where people can access 
it freely and daily and help foster a sense of community. A sense of 
individuality. A sense of true democracy. It should be a place where 
authoritarian entities cannot interfere and manage others lives.  

La Borda housing is a 
cooperative development 
driven by community 
involvement in recovering 
an industrial neighborhood. 
It prioritizes redefining 
collective housing, 
sustainability, and user 
participation. Each user 
designed their individual 
space, while collective 
decisions were made for 
utility spaces and energy-
efficient features. (Adapted 
from: Arcadés, J. R. (2018). 
La Borda housing cooperative: 
building on the commons in 
Barcelona. The Journal of 
Public Space, 3(4), 57-68.)

Casa Scout is a playful and 
inclusive house designed for 
a group of Scouts, featuring 
a central hub with double-
height yards and voids to 
provide a sense of expansion 
to all the rooms. The scouts 
are organized by age group 
and work on slabs that 
encourage interaction and 
communication. The house 
has large outward windows, 
wooden partition openings, 
and a skylight to provide 
bright illumination and cross 
ventilation. (“Casa Scout” 
2015)

Villa Verde is a housing 
project by Arauco Forest 
Company that enables 
employees and contractors 
to own homes. The project 
starts with half houses, 
which can be incrementally 
expanded by the owners. 
The housing units are 
divided into two types, A 
and B, with Type A being row 
housing and Type B being 
more complete-looking. This 
project emphasizes the role 
of architectural design in 
promoting home ownership 
and fulfilling living 
conditions in social housing.

The Barn is a wooden dome 
designed as a community 
gathering space and urban 
activation project, intended 
to create a landmark and 
bring people together. It 
is split into two pods that 
foster a multi-functional 
community gathering space 
with an 80-foot-long canopy 
that provides outdoor 
seating. The all-wood design 
uses simple, accessible 
building materials. (“The 
Barn” n.d.)

Fig 16. photograph of casa 
scout

fig. 23, uutilzation of fast 
cars when not payng attention

fig. 22. villa verde in latin 
america

fig. 22, la borda community 
houseing that lets people 
choose what they wanted part 
of the community.

human centeredhuman centeredhuman centered
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Usage in ArchitectureUsage in Architecture
Traditionally, architects have always depended on eye sight as dominate 
sense in design. Upon basic reflection it is quite obvious that much of 
the buildings and architecture we interact with daily has only been 
designed for the eye of the beholder (Spence 2013).
As a visually dominat species, humans have a tendancy to only decipher 
and interact with a space visually. In fact, Le Corbusier has had an 
unapologetically outlook on this as he writes: “I exist in life only if I 
can see,” and continues to write: “one needs to see clearly in order to 
understand” (Pallasmaa 1996). Now whether or not he means this in the 
literal sense – althought probably so. It seems as if sight ‘should’ be 
the only sense that matters to designers.
After the ‘golden years’ of Le Corbusier, more architects began to 
design with sound in mind. They took it one step further; however, now 
we have seen a leap forward where the other senses have began to 
help dictate design. From texture to smells, architecture has started 
is paradigm shift within design decisions with the help of our sense. 
The study of human senses is done by observing current enviroments 
and atmospheres and how it affects their behaviors. Through different 
materials, forms, layouts, and atypical elements – elements not 
commonly seen as integrative - such as plants, water, earth have been 
used to elevate our senses and diversfy interactions within structures 
from play places to work buildings

Usage in Thesis | CriticismUsage in Thesis | Criticism
Incorporating sensory elements into architectural design can help 
create a more immersive and engaging experience for people who use 
the space. For example, using a variety of materials with different 
textures, such as smooth stone, rough wood, and soft fabrics, can 
add tactile interest to a space and help people feel more connected to 
their surroundings. Similarly, incorporating plants, water features, and 
other natural elements can help create a sense of connection to the 
outdoors and promote a sense of well-being.

In addition to creating a more immersive experience, incorporating 
sensory elements can also make a space more functional and accessible. 
For example, using sound to provide feedback and information can help 
people navigate a space more easily, such as by using audible cues to 
indicate the location of exits or other important features. Similarly, 
incorporating sensory elements can help make a space more accessible 
for people with disabilities, such as using textures and contrasting 
colors to help people with visual impairments navigate a space more 
easily.
Overall, incorporating sensory elements into architectural design can 
help create spaces that are more engaging, functional, and accessible 
for all users. By considering the sensory experience of a space, 
architects can create environments that are not only aesthetically 
pleasing, but also promote well-being and enhance the user experience.

The Blur Building uses dense 
fog created by 35,000 high-
pressure nozzles to create 
a visual and auditory blur 
effect. The installation 
aims to disorient visitors 
and make them rely on 
their other senses. The 
“Braincoat,” a smart 
raincoat designed to gauge 
the physical environment 
and reflect visitors’ 
individual profiles, was also 
conceptualized but never 
fully developed.

The Airship Orchestra in 
Melbourne is a collection 
of 16 inflatable sculptures 
with motion sensors 
that produce real-time 
notes when interacted 
with. This project aims to 
evoke childhood nostalgia 
through visual and auditory 
stimulation. The immersive 
experience creates a playful 
atmosphere that transports 
visitors to another time 
(ENESS 2020). The project 
showcases how childhood 
senses resurface and affect 
adults.

The Pepsi Pavillion was an 
experimental dome created for 
Expo 70’ in Osaka, providing 
immersive three-dimensional 
experiences through mirror 
reflections and spatialized 
music. Visitors had liberty to 
shape their own reality from 
the materials and structures 
set in motion by the creation, 
exploring systems of 
feedback between aesthetic 
and technical choices. The 
dome’s acoustics were also 
highly regarded. Despite its 
success, it’s unclear why 
there have been no significant 
replications or innovations. 
(Packer 2022)

The temporary Pavilion is an 
experiment that provokes 
uncertain conditions that 
play on the senses through 
color shifts, shifting 
qualities, and acoustics. 
It aims to stimulate the 
passing of a whole day in 
three minutes, utilizing 
dematerialization to create 
an immersive experience 
that spooks the senses and 
prompts reactions.

fig 27. airship fortress in 
sydney austrilia. 

fig 28, temporary pavllion in 
melbourne austrilia. plys on 
the sentence.

fig. 25. pepsi pavilion used for 
the experimental immersive 
design for the oska festival.

fig 24. blue building

sensoriumsensoriumsensorium
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Usage in ArchitectureUsage in Architecture
TPatterns are often associated with complex, digital tessellations or 
organic structures, but the non-digital process of pattern language 
was introduced by Christopher Alexander in his 1977 book. “A Pattern 
Language”. In his book, Alexander creates 250 ‘patterns’ that become 
solutions to design problems encountered. In its essence, it is a series 
of paramters that describes solutions to the most simple problems 
without every recreating the same space twice (Alexander 1968).
In architecture, pattern language is often used as a way to integrate 
multiple design elements into a cohesive whole. By considering the 
relationships between different patterns and their role in the overall 
design, architects can create built environments that are functional, 
harmonious, and aesthetically pleasing. For example, an architect might 
use patterns related to circulation, lighting, and acoustics to create a 
space that is easy to navigate, well-lit, and quiet.

Additionally, pattern language can help architects create designs that 
are adaptable and responsive to the needs of users. By considering the 
relationships between different patterns and their role in the overall 
design, architects can create spaces that are flexible and adaptable to 
changing needs and preferences. For example, an architect might use 
patterns related to modularity and adaptability to create a space that 
can be easily reconfigured to accommodate different activities or user 
groups.

Overall, pattern language is a design approach that emphasizes the 
integration of multiple design elements into a cohesive whole. By 
considering the relationships between different patterns and their role 
in the overall design, architects can create built environments that are 
functional, harmonious, and adaptable to the needs of users.
Overall, the goal of a pattern language is to provide a systematic 
and comprehensive approach to architectural design that takes 
into account the various elements that make up a built environment, 
including wayfinding, behavioral patterns, and other important factors. 
By using this approach, designers can create buildings and spaces 

that are easy to navigate, comfortable to be in, and well-suited to the 
activities that will take place within them.

Usage in Thesis | CriticismUsage in Thesis | Criticism
The goal of a utilzing pattern language is to be more thoughtful in 
design; unfortunetly, being thoughtful takes a long time. This fast 
paced society does not like to take time because that costs money, yet 
what would the world of architecture look like if we took more time to 
be thoughtful? What kind of society would result from this?

 While the use of digital technologies to generate various shapes 
and patterns in architecture can be beneficial, the idea of extracting 
languages and patterns from elements of a game and creating a set 
of pattern parameters where no solution is ever recreated the same 
way is also fascinating. This approach allows for a unique blend of 
architecture, game design, and extended reality. Through the use of 
pattern language, this approach can help make physical design decisions 
in these areas. Ultimately, the goal is to create my own pattern 
language in the cross section of game design and architecture.

Seaside, Florida is a planned 
community designed with 
Christopher Alexander’s pattern 
language. The community is 
organized around small streets 
and pedestrian paths with 
houses arranged to encourage 
social interaction. The language 
is based on fundamental 
principles governing how people 
interact with their environments, 
expressed through specific, 
repeatable solutions to design 
problems. For Seaside, this 
included patterns such as 
ensuring every room has enough 
natural light, using windows 
to connect inside and outside, 
and using outdoor spaces for 

social interaction. By applying 
these patterns, Seaside has 
become a model for sustainable 
and livable development, despite 
previous attempts to create a 
Utopian community with mixed 
outcomes. The community has 
been featured in numerous books 
and articles on architecture and 
urban design.

fig 27. aariel view of seasie 
florida

fig 28. aariel view of seasie 
florida

ptternptternpattern
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FIG. 29. louvre abu dhabi programmatic floor plan jean 
nouvel

Strategic clustering of buildings 
in floor plans
Corridors: framing visuals and 
framing situations for combat.

Vertical travel is indicated 
through ramps in both the 
building and game, with differing 
levels of chaos

Central node branching into 
immediate alleys
Clear delineation of central building, 
with size and geometry as visual aid 
for most important structure.

Fig.30. crown raceway technical map
call of duty: modern warfare II

Fig. 32. seaside florida, figure ground
robert davis

Fig. 33. villa monteriggioni technical map
assassins creed II 

Fig. 34. level 1 donkey kong arcade game
nintendo research and development

fig. 31. centre de pompidou, section compeition drawing 
renzo piano, richarge rodgers, gianfranco franchini

clusteringclustering central central 
nodenode

structurestructure

corridorcorridor center center 
piecepiece
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to emphasize the power of innovation, this background was taken from a project render or 
concept from this thesis and post processed in dramatic format for the concept of this book 
as a video game. the midjourney ai program was usd in a specified art style. photos are later 
upscaled in nightmareai/real-esgaran api.

final refined prompt: 
Using this imge as a base utilize the art style and landscape to create a wide shot of 
parametric buildings in the landscape where various people physically interact with their 
surroundings.
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game 
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architectural 
typology ACTION-ADVENTURE 

GAMES MIX ACTION, 
ADVENTURE, 
EXPLORATION, 
PUZZLE-SOLVING, AND 
COMBAT. PLAYERS 
TAKE ON THE ROLE 
OF A PROTAGONIST 
WHO COMPLETES 
CHALLENGES, DEFEATS 
ENEMIES, AND 
PROGRESSES THROUGH 
LEVELS TO REACH 
THEIR GOAL. EXAMPLES 
INCLUDE LEGEND OF 
ZELDA, UNCHARTED, 
AND TOMB RAIDER

SANDBOX VIDEO GAMES 

ARE OPEN-WORLD 

GAMES WHERE PLAYERS 

CAN FREELY EXPLORE 

AND INTERACT WITH THE 

VIRTUAL ENVIRONMENT. 

THEY TYPICALLY OFFER 

A LARGE, IMMERSIVE 

WORLD FOR PLAYERS TO 

DISCOVER AND OFTEN 

PROVIDE TOOLS FOR 

CREATIVE EXPRESSION 

OR CUSTOMIZATION. 

PLAYERS CAN OFTEN 

CHOOSE THEIR OWN 

GOALS AND PLAYSTYLE, 

AND THE GAME’S 

STORYLINE MAY BE NON-

LINEAR OR OPTIONAL. 

EXAMPLES OF POPULAR 

SANDBOX GAMES 

INCLUDE MINECRAFT, 

ROBLOX, AND TERRARIA.
assassins creed IIminecraft
overall rating:  innocent archetypeinnocent archetypeoverall rating:  artist archetypeartist archetype

action adventureaction adventureSANDBOXSANDBOX action adventureSANDBOX
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typology Real-time strategy 

games (RTS) are a 
genre of video games 
where players must 
manage resources, 
build structures, 
and deploy units to 
defeat enemies in 
real-time battles. 
Players typically 
control a faction 
or army and must 
make strategic 
decisions about 
how to allocate 
resources and 
manage troops. RTS 
games often require 
fast reflexes and 
quick decision-making 
skills. Examples of 
popular RTS games 
include Starcraft, 
Age of Empires, and 
Civilization 5.

PUZZLER GAMES REQUIRE 
SOLVING PUZZLES 
AND BRAIN TEASERS 
USING LOGIC, PATTERN 
RECOGNITION, AND 
PROBLEM-SOLVING 
SKILLS. PLAYERS 
OVERCOME OBSTACLES BY 
MANIPULATING OBJECTS 
OR FINDING SOLUTIONS. 
DIFFICULTY RANGES FROM 
EASY TO CHALLENGING. 
EXAMPLES INCLUDE TETRIS, 
CANDY CRUSH, AND PORTAL.

civilizations 5portal 2
overall rating:  ruler  archetyperuler  archetypeoverall rating:  magician  archetypemagician  archetype

real time strategyreal time strategyreal time strategypuzzlerpuzzlerpuzzler
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architectural 
typology BATTLE ROYALE IS A GENRE 

OF VIDEO GAMES WHERE 
PLAYERS FIGHT AGAINST 
EACH OTHER UNTIL ONLY ONE 
PLAYER OR TEAM REMAINS. 
THE GAME TYPICALLY BEGINS 
WITH A LARGE NUMBER OF 
PLAYERS WHO ARE DROPPED 
INTO A SHRINKING PLAY AREA 
AND MUST SCAVENGE FOR 
WEAPONS AND RESOURCES. 
PLAYERS MUST ELIMINATE 
THEIR OPPONENTS WHILE 
AVOIDING BEING ELIMINATED 
THEMSELVES. THE LAST 
PLAYER OR TEAM STANDING 
WINS THE GAME. EXAMPLES 
OF POPULAR BATTLE ROYALE 
GAMES INCLUDE FORTNITE, 
WARZONE, AND APEX 
LEGENDS.

Party games are a 
genre of video games 
that are designed 
for social play with 
friends or family. 
They typically involve 
multiplayer modes 
where players compete 
against each other 
in mini-games or 
challenges. The game 
play is often simple 
and accessible, making 
it easy for players 
of all skill levels 
to participate. Party 
games may also include 
elements of humor or 
randomness to add 
to the fun. Examples 
include Mario Party, 
Jackbox Party Pack, 
and among us.

apexamong us
overall rating:  sage archetypesage archetypeoverall rating:  joker archetypejoker archetype

battle royalebattle royalebattle royaleparty gamesparty gamesparty games
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typology SURVIVAL GAMES 

REQUIRE PLAYERS TO 
MANAGE RESOURCES, 
CRAFT TOOLS AND 
SHELTER, AND AVOID 
OR DEFEAT THREATS 
IN A HOSTILE 
ENVIRONMENT. THE 
OBJECTIVE IS TO 
STAY ALIVE AS LONG 
AS POSSIBLE. ON 
A PSYCHOLIGCAL 
LEVEL IT REPRESENTS 
THE IDEA OF THE 
EVERYDAY PERSON 
SURVIVING LIFE 
AS WE JOURNEY 
THROUGH. EXAMPLES 
INCLUDE MINECRAFT, 
RUST, AND DON’T 
STARVE

Horror games aim to 
create fear, tension, 
and suspense in 
the player with 
a dark and eerie 
atmosphere, jump 
scares, and horror 
elements. Players 
must navigate 
through a dangerous 
environment while 
trying to survive and 
uncover the story. 
more often than 
not, the character 
is often navigating 
these elements 
for the benefit of 
another character, 
such as sick loved 
ones. Examples 
include Resident 
Evil, Silent Hill, and 
Outlast.

days goneamenesia II: rebirth
overall rating:  everyman archetypeeveryman archetypeoverall rating:  caregiver archetypecaregiver archetype

survivalsurvivalsurvivalhorrorhorrorhorror
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typology PLATFORMER GAMES 

ARE A GENRE OF 
VIDEO GAMES WHERE 
PLAYERS CONTROL 
A CHARACTER WHO 
JUMPS AND RUNS 
THROUGH A SERIES 
OF OBSTACLES 
AND ENEMIES IN A 
SIDE-SCROLLING 
ENVIRONMENT. 
PLATFORMER GAMES 
OFTEN REQUIRE 
PRECISE TIMING 
AND SKILLFUL 
MANEUVERING TO 
PROGRESS THROUGH 
LEVELS, AND PLAYERS 
MAY COLLECT POWER-
UPS OR BONUSES 
ALONG THE WAY. 
PLATFORMER GAMES 
CAN BE EITHER 2D OR 
3D, AND EXAMPLES OF 
POPULAR PLATFORMER 
INCLUDE SUPER 
MARIO BROS, SONIC 
THE HEDGEHOG, AND 
DONKEY KONG.

SIMULATOR GAMES 
SIMULATE REAL-LIFE 
SPORTS OR REAL LIFE 
ACTIVITIES WITH GAME 
PLAY THAT MIMICS 
THE RULES AND 
MECHANICS OF THE 
SPORT. PLAYERS CAN 
CHOOSE TO PLAY AS 
A REAL-LIFE ATHLETE 
OR INDIVIDUAL. 
MORE OFTEN THAN 
NOT, PEOPLE WHO 
ENJOY THIS TYPE 
OF GAME OFTEN 
PUT ON A ROMANTIC 
PERFORMANCE WHEN 
PLAYING. THEIR 
EGO PUTS THEM AS 
LOVERS OF THE GAME. 
EXAMPLES INCLUDE 
FIFA, NBA 2K, AND 
MADDEN NFL.

super mario 64madden 2023
overall rating:  hero archetypehero archetypeoverall rating:  lover  archetypelover  archetype

platformerplatformerplatformersimulatorsimulatorsimulator
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typology ROLE-PLAYING GAMES 

(RPGS) ALLOW PLAYERS 
TO ASSUME THE ROLES 
OF CHARACTERS IN 
A FICTIONAL WORLD, 
DEVELOP THEM THROUGH 
QUESTS, EXPERIENCE, 
AND SKILLS, AND 
TYPICALLY INVOLVE A 
COMPLEX STORYLINE 
WITH MULTIPLE PATHS 
AND CHOICES. EXAMPLES 
INCLUDE STAR WARS: 
KNIGHTS OF THE OLD 
REPUBLIC, THE ELDER 
SCROLLS, AND ELDEN 
RING.

FIRST-PERSON SHOOTER 
(FPS) GAMES INVOLVE 
COMBAT THROUGH 
THE EYES OF THE 
PROTAGONIST. PLAYERS 
SHOOT ENEMIES WHILE 
AVOIDING BEING HIT, 
OFTEN IN MILITARY 
OR SCI-FI SETTINGS. 
THEY OFTEN HAVE A 
MULTIPLAYER MODE. 
EXAMPLES INCLUDE 
CALL OF DUTY, HALO, 
AND DOOM.

skyrimrainbow six siege
overall rating:  explorer archetypeexplorer archetypeoverall rating:  outlaw archetypeoutlaw archetype

role playing gamerole playing gamerole playing gameshootershootershooter
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to emphasize the power of innovation, this background was taken from a project render or 
concept from this thesis and post processed in dramatic format for the concept of this book 
as a video game. the midjourney ai program was usd in a specified art style. photos are later 
upscaled in nightmareai/real-esgaran api.
 

final refined prompt: 
retain everything from this image, but place the water at the bottom with people swimming or 
kayaking. make the platforms much more dramatic. include a skyline in the background.
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In a world dominated by mundane environments, this thesis proposes a novel approach to designing public spaces that integrate game design 
principles and extended reality technology. By embracing the inherent ludic behavior found in human nature and games, I aim to elevate everyday 
experiences.

This research delves into the capabilities of extended reality technology, psychology of play and its cultural and societal background, 
psychology of human archetypes, and game design components as an extraction for architectural typologies. 

Key findings reveal that by analyzing game components, design languages are formed and can be used to develop feasible architectural 
typologies. The significance of ephemerality in architecture is also revealed as a mirroring concept for the need of frequent updates in games 
to maintain stimulation. There must also be an emphasis on understanding that typical space users may have different emotions and tendencies 
compared to game users, and thus, spaces must be designed to coexist harmoniously with their users.

The proposed project involves creating an expansive urban 
park in downtown Austin, Texas, with the aim of establishing a 
new boundary that encompasses multiple nodes and landmarks. 
The park’s substantial size is intended to ensure that it 
remains a prominent feature of the city’s landscape. The site’s 
natural division by a river presents an opportunity to bridge 
communities and serve as a portal to the technology world. 
The development will utilize approximately 40 acres of vacant 
parking lots and demolished buildings, and while it may be 
challenging to grow vegetation, every great project begins 
with a single idea.

questsquests

single family  
district

technology 
district

colorado river

tutorialtutorialtutorial urban parkurban parkurban park
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The proposal involves utilizing the Circuit of the Americas 
track and shrinking it by three units to fit comfortably on the 
site. The significance of corners in Formula One racing can be 
utilized as an opportunity for unique folly designs, creating 
a web of interwoven structures. Beyond simulating races on 
race day, the redesigned track represents a cultural network 
that unites diverse communities. By utilizing this space in such 
a way, a shared experience is created for all individuals who 
visit, highlighting the importance of community, diversity, and 
inclusion in the design.

The objective of this thesis is to demonstrate that game 
design languages and typologies can be extracted and 
integrated into our daily lives in a more feasible way than 
commonly perceived. The resulting matrices are intended to 
showcase the potential for greater integration of games 
in our daily lives. By establishing a positive feedback loop 
between designer and user, the folly design process can 
become a continuous cycle of innovation. The successful 
design of follies is dependent on an understanding of game 
archetypes and player types, allowing for a more informed and 
data-driven approach to design. This experiment represents 
a ludic generation, highlighting the possibilities that can 
arise through the migration and integration of game design 
principles.

questsquests

game 1

person 1

game 2

mixed
typology

person 2

COMPONENT
(RUNNING)

LANGUAGE
(TRAVEL THROUGH 

PATH)

TYPOLOGY
(CORRIDOR)

designer folly user

game archetype player type

formula for courseformula for coursematrix mixmatrix mix formula for coursematrix mix
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to emphasize the power of innovation, this background was taken from a project render or 
concept from this thesis and post processed in dramatic format for the concept of this book 
as a video game. the midjourney ai program was usd in a specified art style. photos are later 
upscaled in nightmareai/real-esgaran api.
 

final refined prompt: 
a birds eye view of the circuit of Americas race track inside a city, river, parametric buildings 
at each corner of the track. valorant video game style
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In a world dominated by mundane environments, this thesis proposes a novel approach to designing public spaces that integrate game design 
principles and extended reality technology. By embracing the inherent ludic behavior found in human nature and games, I aim to elevate everyday 
experiences.

This research delves into the capabilities of extended reality technology, psychology of play and its cultural and societal background, 
psychology of human archetypes, and game design components as an extraction for architectural typologies. 

Key findings reveal that by analyzing game components, design languages are formed and can be used to develop feasible architectural 
typologies. The significance of ephemerality in architecture is also revealed as a mirroring concept for the need of frequent updates in games 
to maintain stimulation. There must also be an emphasis on understanding that typical space users may have different emotions and tendencies 
compared to game users, and thus, spaces must be designed to coexist harmoniously with their users.

site contextsite context

site significancesite significance SOCIO SPATIAL PATTENSSOCIO SPATIAL PATTENS

block morphologyblock morphologysite context

site significance SOCIO SPATIAL PATTERNS

block morphology
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In a world dominated by mundane environments, this thesis proposes a novel approach to designing public spaces that integrate game design 
principles and extended reality technology. By embracing the inherent ludic behavior found in human nature and games, I aim to elevate everyday 
experiences.

This research delves into the capabilities of extended reality technology, psychology of play and its cultural and societal background, 
psychology of human archetypes, and game design components as an extraction for architectural typologies. 

Key findings reveal that by analyzing game components, design languages are formed and can be used to develop feasible architectural 
typologies. The significance of ephemerality in architecture is also revealed as a mirroring concept for the need of frequent updates in games 
to maintain stimulation. There must also be an emphasis on understanding that typical space users may have different emotions and tendencies 
compared to game users, and thus, spaces must be designed to coexist harmoniously with their users.

site analysissite analysis

figure ground figure ground 

Site analysis

figure ground
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to emphasize the power of innovation, this background was taken from a project render or 
concept from this thesis and post processed in dramatic format for the concept of this book 
as a video game. the midjourney ai program was usd in a specified art style. photos are later 
upscaled in nightmareai/real-esgaran api.
 

final refined prompt: 
low angle shot. interior view of an underground parking lot with skylights. people are 
running around in the lot. cars are parked. in the style of valorant video game.
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The hq is a unique destination that provides visitors with two 
distinct experiences: a detailed museum that explores the history 
and culture of Formula One racing and a fully immersive game map 
that combines the physical beauty of the building with extended 
reality technology, creating a one-of-a-kind first-person shooter 
gaming experience.

The museum is a must-see destination for racing enthusiasts and 
families alike. It features a range of interactive exhibits, including 
vintage race cars, rare memorabilia, and multimedia displays that 
offer a wealth of information about the sport. Guided tours and 
educational programs are also available, providing visitors of all 
ages with a comprehensive understanding of Formula One racing.

The hq, is also virtual game map that seamlessly blends the 
physical beauty of the building with extended reality technology, 
offering an unparalleled gaming experience. the glasses you have 
enables you to move around the game map as if you were really 
inside it, interacting with enemies and obstacles in real-time.

The game itself is an ideal blend of simulation and first-person 
shooter gameplay, challenging players to use their shooter 
skills to overcome a range of obstacles and challenges. The 
winding curves and tree-covered exterior of the building provide 
the perfect setting for players to fend off enemy attackers who 
are trying to disrupt the gallery’s operations.

In addition to being a fantastic game, the Gallery also serves as 
a showcase for extended reality technology, allowing players 
to experience the full potential of this tech. Visitors can 
see firsthand how extended reality can transform the gaming 
experience and the formula 1 world, taking it to a whole new 
level of immersion and excitement. Whether you’re a racing 
enthusiast, a gamer, or simply someone who loves cutting-edge 
technology, this collection is sure to please you.

hqhqhq

thematic

design language
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The Hill’s architecture is designed to facilitate the gathering of 
people from all walks of life. Its spacious layout and comfortable 
seating areas provide ample space for individuals and groups to 
gather, whether for relaxation or work. Its central location in 
the city, easily accessible via public transportation, makes it a 
hub of activity, attracting visitors from all around.

But what truly sets The Hill apart is its incorporation of 
technology. The augmented reality game of king of the hill is a 
unique feature, providing visitors with an immersive experience 
that combines physical activity with virtual elements. The game 
is played by participants wearing AR glasses, where they have 
to climb the Hill and battle for the top spot, using virtual 
objects to defend their position. This dynamic game is not only 
entertaining but also promotes physical activity, teamwork, and 
strategic thinking.

The Hill’s sandbox game is another innovative feature that allows 
visitors to unleash their creativity and build their own virtual 
world. With the help of AR technology, visitors can create and 
design their own landscapes, buildings, and structures, and even 
interact with them in real-time. This feature promotes imagination 
and creativity, making The Hill a hub of inspiration for individuals 
of all ages.

In conclusion, The Hill is an outstanding architectural structure 
that offers a unique and vibrant space for gathering, studying, 
and playing. Its incorporation of technology, such as AR glasses 
and sandbox games, elevates it from a typical gathering space to 
an interactive hub of activity that inspires imagination, creativity, 
and social interaction. The Hill is a testament to the power of 
architecture to bring people together and foster meaningful 
connections

hillshillshills

thematic

design language
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he Dock’s design is centered on functionality and aesthetic 
appeal. The building’s modern and sleek exterior reflects its 
purpose as a hub for water-based activities. The interior of the 
building features ample storage for boats and fishing equipment, 
as well as a lounge area for visitors to relax and enjoy the view.

The augmented reality game offered by The Dock is a unique and 
exciting feature that sets it apart from other docks. The game 
involves participants wearing AR glasses and climbing a set of 
challenging obstacles that require both physical and mental 
agility to overcome. The game also incorporates puzzle-solving 
elements, making it a comprehensive exercise for the mind and 
body.

In addition to the game, The Dock offers other health-centric 
activities, such as yoga and meditation classes. The building’s 
expansive outdoor area provides the perfect space for these 
activities, as visitors can enjoy the calming and rejuvenating 
effects of nature while engaging in physical exercise.

The building’s focus on health and wellness is apparent in every 
aspect of its design, from the spacious and well-lit interior to 
the outdoor spaces that offer visitors a chance to connect with 
nature.

he Dock is a unique and innovative architectural structure that 
offers a full range of health-centric activities. From fishing and 
boat riding to augmented reality games and yoga classes, The 
Dock provides a holistic approach to wellness, catering to both 
physical and mental health. Its design is functional yet aesthetic, 
providing visitors with a serene and tranquil environment that 
promotes relaxation and rejuvenation. The Dock is an excellent 
example of architecture that is not just functional but also 
promotes well-being and connection with nature.

docksdocksdocks

thematic

design language
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The Market is a vibrant and bustling architectural structure 
that serves as an open-air farmers’ market and a hub for local 
commerce. The Market is located in the heart of the city, and 
it offers visitors a chance to buy fresh and locally-sourced 
produce and other goods. In addition to being a great place to 
grab fresh food, the Market serves as the beginning of the urban 
park, connecting the technology district to the bridge.

The Market’s design is unique and striking, featuring several 
closed-in kiosks that provide vendors with a place to sell their 
goods. The open-air design of the market allows for a lively and 
energetic atmosphere, with vendors calling out to potential 
customers and visitors milling about, soaking up the vibrant 
energy of the market.

In addition to the farmers’ market, the Market also features 
an augmented reality game that takes the form of an RPG and 
battle royale. This game allows visitors to explore the market 
in a new and exciting way, using their smartphones to navigate a 
virtual world that overlays the real-world environment. The game 
encourages visitors to explore every nook and cranny of the 
market, uncovering hidden treasures and engaging in epic battles 
against other players.

the Market is a unique and exciting architectural structure that 
serves as a hub for local commerce and a gateway to the urban 
park. Its open-air design, closed-in kiosks, and augmented reality 
game provide visitors with a memorable and engaging experience. 
The Market is a testament to the power of architecture to create 
spaces that foster social interaction, promote well-being, and 
encourage exploration and discovery.

marketmarketmarket

thematic

design language
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The Forests offers a variety of activities for visitors, including 
hiking, climbing, and other outdoor activities. Visitors can explore 
the structure’s various trails and paths, taking in the lush 
greenery and natural beauty of the forest. Those looking for a 
more challenging workout can climb the structure’s towering 
trees or navigate its challenging obstacle courses.

In addition to its physical activities, the Forests also features 
an augmented reality game that allows visitors to explore the 
structure in a new and exciting way. The game takes the form of a 
platformer or action-adventure campaign, challenging players to 
navigate the structure’s various obstacles and puzzles in order 
to reach their goals. The game adds a new level of excitement 
to the Forests, providing visitors with a unique and immersive 
experience that they won’t soon forget.

The Forests is designed to be a space that promotes health and 
well-being, offering visitors a chance to exercise and reconnect 
with nature. Its unique design, incorporating both physical and 
digital elements, creates an experience that is both challenging 
and enjoyable. The Forests is a testament to the power of 
architecture to create spaces that promote healthy living and 
encourage exploration and discovery.

the Forests is a one-of-a-kind architectural structure that 
offers visitors a chance to escape the hustle and bustle of 
urban life and reconnect with nature. Its design, incorporating 
both physical and digital elements, provides visitors with a unique 
and immersive experience that is both challenging and enjoyable. 
The Forests is a testament to the power of architecture to 
create spaces that promote health and well-being and encourage 
exploration and discovery.
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The Cave is not only a functional space for parking, but it is 
also an architectural marvel that showcases the beauty of the 
underground world. Visitors can explore the cave’s winding 
tunnels and spacious chambers, taking in the eerie beauty of the 
subterranean environment. The Cave offers a unique and immersive 
experience for visitors, transporting them to a world that is both 
beautiful and mysterious.

In addition to its physical attractions, the Cave also offers an 
augmented reality game that takes visitors on a thrilling and 
terrifying journey. The game is a horror/survival experience that 
challenges players to navigate the cave’s treacherous terrain 
while facing obstacles and dangers at every turn. The game limits 
the player’s senses with the darkness and ominous slivers of 
light that peek through, creating a sense of claustrophobia 
and fear. The players must use their wits and quick reflexes to 
survive the cave’s terrifying creatures and obstacles.

The Cave is a testament to the power of architecture to create 
unique and unforgettable spaces that transport visitors to 
other worlds. Its design, incorporating both physical and 
digital elements, creates an experience that is both thrilling 
and immersive. The Cave is a must-visit for those looking for an 
unforgettable adventure that combines architecture, nature, and 
technology.

the Cave is a one-of-a-kind architectural structure that offers 
visitors a chance to explore the beauty of the underground 
world. Its unique design, incorporating both physical and 
digital elements, provides visitors with a thrilling and immersive 
experience that is both beautiful and terrifying. The Cave is a 
testament to the power of architecture to create spaces that 
transport visitors to other worlds and provide unforgettable 
experiences.
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The Portal is designed to provide visitors with an unforgettable 
view of the Colorado River and the surrounding landscape. The 
bridge’s elevated position offers a bird’s eye view of the river, 
the city skyline, and the natural beauty of the area. This makes 
the Portal a perfect place to stop and take in the stunning views 
of the city and the river below.

In addition to its breathtaking views, the Portal also serves as 
the viewing stands for the augmented reality Formula 1 races 
on race day. This is a thrilling and exciting experience that 
allows visitors to witness the excitement and adrenaline of 
Formula 1 racing up close and personal. The Portal’s unique 
design allows visitors to watch the races from a bird’s eye view, 
providing an immersive and thrilling experience that is sure to be 
unforgettable.

The Portal is a testament to the power of architecture to create 
spaces that connect people and enhance their experiences. 
Its innovative design and technology provide visitors with an 
unforgettable experience that combines stunning views with the 
excitement of Formula 1 racing.

In conclusion, the Portal is a unique and innovative architectural 
structure that provides visitors with a stunning view of the 
Colorado River and the surrounding landscape. Its elevated 
position and innovative design make it a perfect place to stop 
and take in the natural beauty of the area, while its role as the 
viewing stands for the augmented reality Formula 1 races on 
race day provides visitors with a thrilling and unforgettable 
experience. The Portal is a testament to the power of 
architecture to create spaces that connect people and enhance 
their experiences.
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