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images  61-63: room-scale perspectives



Virtual reality was used to simulate augmented reality to be able to view what the augmented reality 
simulation might look like from a first-person perspective without the limitations of location.

Two augmented reality simulations through VR provide two unique viewer experiences. The first 
allows the user to walk or teleport around the Modern and Contemporary rooms of the SU Art Gallery. 
It maintains the architectural space of the gallery. The user is able to pull the trigger button on the 
HTC Vive controllers to view how Poetry of K. Koch would look when it is expanded out into the space 
of the gallery. The experience of delamination allows the user to view the different layers and parts 
that make up the composition separately. 

The other experience takes the delaminated layers of the painting and rescales them at the scale 
of occupiable space with sound, creating what Brenda Laurel would call a “Direct, multi-sensory 
representation” which has “the capacity to engage people intellectually as well as emotional, to 
enhance the contextual aspects of information, and to encourage integrate, holistic responses.”12 

The viewer is able to see how each of the part of the composition might look at a room-scale. The 
background of the art gallery has been removed entirely in this simulation. The aspect of sound 
creates more of an immersive experience.

Virtual reality simulation
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12 Brenda Laurel. Computers as Theatre. Upper Saddle River, NJ: Addison-Wesley, 2014.
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Conclusion

Deconstructing these artworks might beg the question of its appropriateness however, these 
investigations were a testbed to show how augmentation can be designed to make static objects 
dynamic and not confined to a single surface. With artists and architects, once a project is produced, 
despite the initial intention, it is at the mercy of the user to interpret or inhabit these works.

By limiting these investigations to one case study painting, it allowed for a series of explorations at an 
in-depth level but were restrained by the levels of augmentation that are shown. 

Another limitation was my lack of experience with augmented reality software, however, when 
the thesis was brought in virtual reality it played to my strengths, having previously worked in this 
software. The VR experience was one of the biggest successes of the projec since it allowed the user 
to simulate what the augmented reality experience would be like in a convincing way. It showed just a 
small glimpse into how this process could be replicated for other artworks or types of augmentations. 
It also combated some of the parameters that the current AR technology has. For example, visually 
eliminating the art gallery in the second VR experience is not feasible with the current AR technology. 
This allowed for a more projective provocation of what augmented reality technology might be 
capable of in the future. The future of this project would be to bring these projective provocations in 
augmented reality, to test these simulations in a real-world environment, therefore utilizing the full 
potential of the current technology. 

An expected outcome was the role of primary research and how it focused, categorized, and inspired 
this thesis. The art and augmented reality precedent studies served as launch pads for the phases 
and iterations of this thesis, acting as both inspiration and areas to be expanded upon or critiqued. It 
helped define the situation and questions for these studies.

My original thesis proposal was very broad and attempted to do too many things at once. One 
unexpected outcome in this thesis was learning how to adapt to the successes and limitations 
that changed or dictated the direction of this project. The most productive moments motivating 
the direction of the thesis were in frustrating times where I was limited by the technology or time-
constraints. The last phase of this project narrowed the focus to study a single artwork and this 
concentration lent itself to a more succinct study that shows the potential for how this could be 
replicated and its implications for a larger contribution to architecture. 

The ability of these iteration to enhance a visitors understanding of artworks varied throughout the 
phases and investigations. The process of delamination was the most successful at breaking down 
an artwork so the visitor can better understand the elements that make up the painting in order to 
perceive it as a whole. When these investigations were brought into the immersive space of virtual 
reality, it allowed the visitor to experience the spatiality of the artwork. Other iterations, such as the 
melting of the painting out of the frame, the heightmap based on the use of color, or the changing 
of wallpaper, changed how a visitor could view a painting, but were less successful in terms of 
enhancing the viewer’s understanding of an artwork. 



These investigations aim to pose potentials for how these technologies can evolve the discourse 
of architecture by utilizing how augmented reality can continue to affect the way we view and move 
through space. By taking the artworks off the walls, and delaminating them from their frames, we can 
begin to understand how augmentation and the virtual can allow us to occupy spatial experiences in 
a new and compelling way. Virtuality will continue to exist in our environment and it is at the agency of 
the architect that space and ways of seeing should be designed. 

We can apply these ideas to architecture, where surfaces are no longer static, but become occupiable 
in new and novel ways. We can adopt these technologies as our own to allow the virtual to support 
the physical.

Conclusion
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2. “Claude Lévêque, Montreuil, France – J’ai Rêvé D’un Autre Monde, 2001 © La Disparition Des Lu-
cioles, 2014 – Photo Vincent Laganier. Pinterest. Accessed April 18, 2019. https://www.pinterest.com/
pin/303852306109603539/.
3. “Typography, Graphic Design.” Pinterest. Accessed April 18, 2019. https://www.pinterest.com/
pin/303852306109603472/.
4. “Faig Ahmed.” Pinterest. Accessed April 18, 2019. https://www.pinterest.com/
pin/303852306109603422/.
5. “Instalación Reverse of Volume ACG De Onishi Yasuaki En La Galería Artcourt En Osaka, Japón | 
Instalaciones in 2019 | Art, Sculpture Art, Installation Art.” Pinterest. Accessed April 18, 2019. https://
www.pinterest.com/pin/752734525188633305/.
6. “Yayoi Kusama at Louisiana Museum of Modern Art, Copenhagen.” Pinterest. Accessed April 18, 
2019. https://www.pinterest.com/pin/AQinhyJbcQOx_67sB4AiXrdE2T0lZhW0UPXc4iS_Mqb0OjCdo-
jSXV5w/.
7. Lost at E Minor. “This Tree Full of Plastic Bags Is One Ginormous Art Installation.” Pinterest. Ac-
cessed April 18, 2019. https://www.pinterest.com/pin/303852306109603441/.
8. “Light Art.” Pinterest. Accessed April 18, 2019. https://www.pinterest.com/
pin/303852306109603419/.
9. “A String Theory • V&A Blog.” V&A Blog. July 04, 2014. Accessed April 20, 2019. https://www.vam.
ac.uk/blog/sketch-product/string-theory.
10. “Interview: Floral Installations Transform Gallery Spaces Into Immersive Indoor Gardens.” Pinter-
est. Accessed April 18, 2019. https://www.pinterest.com/pin/303852306109603400/.
11. “Infinite Polka-Dots Installation by Yayoi Kusama.” Pinterest. Accessed April 18, 2019. https://
www.pinterest.com/pin/303852306109603478/.
12. “Disorienting Geometric Installations by Esther Stocker.” Pinterest. Accessed April 18, 2019. 
https://www.pinterest.com/pin/303852306109603428/.
13. “Int81low.” Pinterest. Accessed April 18, 2019. https://www.pinterest.com/
pin/303852306109616213/.
14. Taggart, Emma. “Artist Visualizes a “Hot Art Exhibition” Filled With Melting Masterpieces.” My 
Modern Met. April 19, 2018. Accessed April 18, 2019. https://mymodernmet.com/melting-paint-
ings-hot-exhibition-alper-dostal/.
15. “Mirrored Installations by Sarah Meyohas Create Infinite Tunnels Strewn With Dangling Flowers.” 
Pinterest. Accessed April 18, 2019. https://www.pinterest.com/pin/303852306109603384/.
16. “Delirious Frites Installation by Les Astronautes.” Pinterest. Accessed April 18, 2019. https://www.
pinterest.com/pin/303852306109603406/.
17. “Light Installations by Massimo Uberti.” Pinterest. Accessed April 18, 2019. https://www.pinterest.
com/pin/303852306109603413/.
18. “Rudolf Stingel Takes Over Palazzo Grassi in Venice, Italy.” Pinterest. Accessed April 18, 2019. 
https://www.pinterest.com/pin/76772368624800664/.
19. “The Celestial Light of the Soapbubble.” Pinterest. Accessed April 20, 2019. https://www.pinterest.
com/pin/199284352245066090/.
20. “Pin Perspex Light Art - Laser Cut and Ingraving | Light Effect in 2019 | Light Art, Art, Installation 
Art.” Pinterest. Accessed April 18, 2019. https://www.pinterest.com/pin/479000110357870318/.
21. Sierzputowski, Kate. “Yayoi Kusama’s ‘Flower Obsession’ Invites Guests to Cover a Domestic 
Interior With Faux Blossoms.” Colossal. June 06, 2018. Accessed April 18, 2019. https://www.thisisco-

5.2 35



IMAGE CITATIONS

lossal.com/2018/04/yayoi-kusamas-flower-obsession/.
22. “Social Media in Augmented Reality: A New Platform.” Virtuosvr. Accessed April 21, 2019. https://
virtuosvr.com/social-media-in-augmented-reality-a-new-platform-for-artists-70419c146ef5.
23. “Hacking the Heist.” Hacking the Heist. Accessed January 26, 2019. https://www.hackingtheheist.
com/.
24. Constine, Josh, and Josh Constine. “Snapchat to Launch Augmented Reality Art Platform 
Tomorrow.” TechCrunch. October 02, 2017. Accessed January 26, 2019. https://techcrunch.
com/2017/10/02/snapchat-art/?_ga=2.207457747.1104113760.1548526855-29818292.1548526855.
25. Craig, Emory. “Stunning AR Art Exhibition - “Mirages and Miracles”.” Digital Bodies. August 
03, 2018. Accessed February 02, 2019. https://www.digitalbodies.net/augmented-reality/the-stun-
ning-ar-art-exhibition-mirages-and-miracles/.
26. “Klimt Goes AR.” Cuseum. Accessed January 26, 2019. https://cuseum.com/klimt-ar.
27. “Cuseum & Pérez Art Museum Miami Bring Exhibition to Life Using Augmented Reality.” Cuseum. 
Accessed January 26, 2019. https://cuseum.com/blog/cuseum-perez-art-museum-miami-bring-exhibi-
tion.
28. Ehrenkranz, Melanie. “Artists Protest Elite Art World With Unauthorized AR Gallery at the MoMA.” 
Gizmodo. March 05, 2018. Accessed February 02, 2019. https://gizmodo.com/artists-protest-elite-art-
world-with-unauthorized-ar-ga-1823518003.
29. Ciecko, Brendan. “Introducing Cuseum AR: Spark the Imagination of Your Visitors.” Cuseum. April 
04, 2018. Accessed January 26, 2019. https://cuseum.com/blog/introducing-cuseum-ar-spark-the-im-
agination-of.
30. “Coachella Debuts Its First Interactive AR Stage.” VRScout. April 15, 2019. Accessed April 21, 
2019. https://vrscout.com/news/coachella-ar-interactive-stage/?utm_source=VRScout Scouting 
Report&utm_campaign=a66af976c1-VRScoutReport_041919&utm_medium=email&utm_term=0_
f3642cd298-a66af976c1-161971029.
31. “Cuseum & Pérez Art Museum Miami Bring Exhibition to Life Using Augmented Reality.” Cuseum. 
Accessed January 26, 2019. https://cuseum.com/blog/cuseum-perez-art-museum-miami-bring-exhibi-
tion.
32. Isberto, Michael. “2018 Update: A Timeline and History of Augmented Reality.” Colocation Ameri-
ca. March 13, 2019. Accessed April 19, 2019. https://www.colocationamerica.com/blog/history-of-aug-
mented-reality.
33. “Enjoy The Paintings Of Vermeer Through Google’s AR Pocket Gallery.” ViMM. Accessed Febru-
ary 02, 2019. https://www.vi-mm.eu/2018/12/23/enjoy-the-paintings-of-vermeer-through-googles-ar-
pocket-gallery/.

 

5.2 39


