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“HI, I'M JUN
KIT"

Hi,

As | come to the end of my bachelor's year, this marks the last time | will
prepare this portfolio series. Time flies by surprisingly fast. This
semester has been the most challenging of my student life, and it has
been quite depressing at times. | nearly lost my mind, but | managed to
hold on tightly. It is such a relief that | was able to make all my
submissions on time.

The brief for Design Studio VI was particularly demanding. From the site
selection to the program requirements, every aspect required a
thoughtful response to produce a good design. Although the given time
was not sufficient to fully mature my design, it remains an ongoing
process.

Lastly, | would like to express my appreciation for the efforts of all my
lecturers: Mr. Megat, Ar. Toong, Puan Haslina, and Ar. Lee, who guided us
through this last semester. | wish them all the best in their teaching
careers.

Feel free to let me know if you need any further adjustments!
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PROJECT 1: AFFICHE

“FLOW"
WHERE ECHOES OF HERITAGE FADE

FLOW is an immersive art installation that confronts the fading echoes of
Kuala Lumpur's Chinese heritage. Utilizing everyday materials like paper,
bamboo, and Styrofoam, it highlights the stark contrast between the
tangible and the intangible loss of culture.

Inspired by the legacy of the Yan Keng Dramatic Association and the
Xiangyin Museum, the installation finds its home on Jalan Panggung — a
once-vibrant hub for Teochew opera now facing decline. This purposeful
placement speaks of the lost community surrounding Chinese opera, the
dwindling presence of traditional instruments, and the erosion of rituals and
performances.

The central figure is a vibrant opera performer, her colorful attire a poignant
contrast to the fading significance of the art form. She holds a traditional
fan - a symbol of both elegance and a once-captivating world of
performance. A river-like form in red evokes the Klang River, a silent witness
to the changing tides of culture. LED lights mimic the stage lights of
forgotten performances, highlighting the commercialization that threatens
to overshadow the heart and soul of traditional Chinese culture in the
relentless pursuit of modernity.

FLOW is more than just an artwork; it is a lament. It compels viewers to
confront the reality of fading traditions and question the growing chasm
between heritage and the relentless march of progress, urging reflection on
what might be lost to future generations.



PROJECT 2: SITE ANALYSIS
JALAN PANGGONG, KUALA
LUMPUR.

Located in the centre of the urban region of Kuala
Lumpur. Lot 20000 is a piece of land that is next to
Jalan Panggong and Jalan Tun H.S. Lee. It is
presently used as a small temporary police officer
parking area and as private vacant land. Within
walking distance lots to the site were shophouses
and other buildings located on Jalan Panggong and
Jalan Sultan.

The area around the site has significant cultural and
historical value. The proposed land had a buildable
area of 3728.03 SQM after the setback, in contrast
with the plot of land's total area of 5449.42 SQM
(1.35 acres). The proposed site was given a plot ratio
of 1:6+0.5 (TOD), meaning that about 50138.14 sgm
could be built on this lot, according to the local
authority, DBKL.




































PROJECT 3: PRECEDENT STUDY
‘NAIPPA ART COMPLEX’

The Naipa Art Complex includes an art gallery, recording
studio, dance studio, dining areas, and office spaces. The
design aims to integrate with the existing natural
environment, specifically focusing on preserving and
showcasing the mature trees present on the site. The
architecture emphasizes minimal impact on the site, blending
the buildings into the greenery using materials like reflective
glass to create a seamless transition between built and
natural environments

e Architect: Stu/D/O Architects

e Year of Completion: 2016

e Location: Sukhumvit 46, Phra Kanong, Bangkok, Thailand

e Coordinates: 13.7116° N, 100.5903° E

e Area: site area of 1,200 square meters with a gross floor
area of 2,400 square meters.

e Client: G'RIS 46
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Project 2b Preedent Study, Semester 3, 2023/24

Sectional Model
Shows main spaces in the building, for
example the dance studio shown above

Precedent Study Model
Material: 3D printed
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PROJECT 4: CULTURAL AND CREATIVE CENTRE
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Calculation to Staircase Width

UBBL 7th Schedule

Purpose Group

Place of
Assembly

Floor Area (sgm)
First floor Level

Occupant Load

Capacity Exit

Staircase Width

Width Provided

OLSMP

1.5

480 SQM

Area/ OLSMP
480/1.5

Occupant Load /
Capacity Exit
=320/75

Exits Capacity x
550m
4.27 x 0.55

Capacity Exit for
Staircase

75

=320 person

4.27m

2.35m

2.5

Purpose Group

Place of Assembly

Floor Area (sqgm)
2nd floor Level

Occupant Load

Capacity Exit

Staircase Width

Width Provided

OLSMP

1.5

nd

Area/ OLSMP
221/1.5

Occupant Load /
Capacity Exit
=147/75

Exits Capacity x
550m
1.96 x 0.55

Capacity Exit for
Staircase

75

=147 person

1.96m

11

2.5
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PART O 2: THEMATIC
ESSAY

Projecting the Future:

How Emerging Technologies are Reshaping
Architectural Design and User Engagement

Abstract

This thematic essay explores the transformative impact of innovative
visual technologies, specifically projection mapping, augmented reality
(AR), and holographic displays, in the realm of architecture. By examining
the hardware and software requirements, advantages, disadvantages,
and real-world examples of each technology, this study aims to provide a
comprehensive analysis of their applications in architectural design,
cultural heritage preservation, and the creation of interactive and
immersive experiences. The findings shed light on the potential of these
technologies to redefine architectural visualization and user engagement.

Introduction

The integration of digital projection within a performing Arts Centre transcends visual
connectivity, becoming a conduit for preserving cultural heritage. This research explores its
significance in contemporary architecture, focusing on the BTAR3028 Design Studio VI project
establishing a Culture and Creative Center in Jalan Panggung, Kuala Lumpur. Incorporating
digital projection goes beyond aesthetics; it strategically amplifies cultural significance by
blending technology with tradition. Architectural facades host dynamic digital displays, vividly
bringing cultural narratives to life. Through interactive digital installations, virtual
performances, and immersive experiences, visitors engage with tradition, fostering community
pride. This paper delves into projection mapping, augmented reality (AR), and holographic
displays in architecture, exploring their transformative potential, requirements, and
implications. Through comparative analysis, it illuminates their innovative applications.

Background/ Literature Review

In architecture and cultural heritage preservation, digital technologies play a crucial role in
creating engaging experiences. This section explores the significance of digital projection,
transforming static structures into dynamic storytelling platforms. It also discusses how
technology intersects with cultural heritage preservation, focusing on projection mapping, AR,
and holographic displays for conserving and reinterpreting historical sites. Moreover, it
highlights the immersive and interactive potential of these technologies in revolutionizing user
experiences within architectural spaces. Through a literature review, this paper lays the
groundwork for analyzing projection mapping, AR, and holographic displays in architecture.

Research Question/Methods

The research question delves into the transformative effects of cutting-edge visual
technologies like projection mapping, augmented reality (AR), and holographic displays on
user experience, storytelling, and architectural design possibilities. Data will be sourced from
reputable online platforms such as Archdaily, Architizer, and Archtoolbox, among others.
Several exemplary buildings employing projection mapping, AR, and holographic displays will
be selected to illustrate their immersive storytelling capabilities both inside and outside the
structure, thus affirming their widespread adoption and innovative usage in architectural
contexts.



4.1 Projection Mapping

According to Projection Mapping Central. Projection mapping, also called video
mapping, projects video onto surfaces, transforming objects or architectural
elements into dynamic display surfaces. This technique creates optical illusions
by mapping visual content onto static volumes, whether 2D or 3D. Specialized
software spatially maps video onto surfaces, allowing for the projection of
videos and animations that interact with shapes and textures. Used for
advertising, artistic performances, product launches, corporate events, and
more, it provides immersive visual experiences by adding dimensions, illusions,
and movement to static objects. (What Is Projection Mapping? - Projection
Mapping Central, n.d.)

Hardware&Software
Requirements

Accoding to holographic disply the hardware
& software requiremnet are as follows.
Products
(n.d.)https://holographicdisplays.co.uk/. Software:
Hardware: 1. Projection Equipment Projection Mapping

1. Projection Equipment: Software
2. Media Player 2. VJ Software

3. Computer
4. Cables
5. Projection Surfaces

Advantages & Disadvantages

Belanger tabulated the advantage and dis of projection mapping interior and exterior in
Architecture. (Belanger, 2023)



Examples

Lighting the Sails of the Sydney Opera House

Schielke cited the lighting of the sail of the SOH as a good example of
projection mapping Schielke (2023).The Sydney Opera House hosts diverse
projection mapping projects, such as the lighting of its sails. This display
features animations that interact with the architecture, offering a unique
visual experience that redefines viewers' perceptions of the building. The
projection mapping on the sails highlights the fusion of art, technology, and
storytelling, delivering a visually stunning presentation.

Lighting of the sail of the SOH

Green cited the lighting of the sail of the SOH as a good example of projection mapping.Green
(2024).The Digital Art Museum in Odaiba, Tokyo, was transformed into an enchanting realm by
the Japanese art collective Team Lab, employing projection mapping technologies. Within this
space, diverse concepts and scenes seamlessly merge to create a singular 'borderless'
universe. The exhibition blurs boundaries as artworks transcend room confines, forging
connections with viewers, engaging in dialogue with other pieces, exerting influence, and
occasionally blending together. Spanning across a sprawling 10,000 square meters, the
immersive installation is animated by the power of 520 computers and 470 projectors.



Augmented Reality (AR) Hardware&Software
Requirements

According to FAQ, the hardware & software
requiremnet are as follows. (What Are the Software

Hardware Requirements for Augmented | 1. Operating System

Reality? - FAQ About, n.d.) 2. Graphics Processing Unit (GPU)
Hardware: 3. Software Platform and Tool
4

Content Creation and Optimization

According to Hayes, Augmented reality (AR) seamlessly merges virtual elements
into the real world, enhancing sensory experiences like visual, auditory, haptic,
somatosensory, and olfactory sensations. AR systems integrate real and virtual
worlds, allowing real-time interaction and precise 3D registration of objects. This
transformative technology alters users' perceptions by overlaying digital
information, creating immersive experiences. With applications in entertainment,
gaming, education, medicine, and more, AR enriches experiences by integrating
immersive sensations into the environment. (Hayes, 2024)

eriences by adding dimensions, illusions, and movement to static objects. (What
Is Projection Mapping? — Projection Mapping Central, n.d.)

1. Display Device

2. Camera, Smartphone

3. Sensors (GPS)

4. Processing Power

5. Connectivity, Input Devices, and Battery

Advantages & Disadvantages

Hopkins tabulated the advantage and disadvantage of Augmented Reality interior and
exterior in Architecture. (Hopkins, 2010)



Examples

Pokémon GO and IKEA Place App

Forsey cited Pokémon GO, IKEA Place App, StubHub AR Feature, U.S. Army Tactical
Augmented Reality (TAR), as a good example of Augmented Reality. Forsey (2024)
1. Pokémon GO and IKEA Place App.

- Pokémon GO is a popular AR game where users capture virtual Pokémon in real-
world locations using smartphones, showcasing AR's ability to blend virtual and
physical environments for engaging experiences.

- IKEA's AR app, IKEA Place, lets shoppers preview furniture in their living spaces before
purchasing, providing a virtual try-on experience that improves the shopping process
and aids decision-making. Forsey (2024)

StubHub AR Feature

- StubHub introduced an AR feature in its mobile app for Super Bowl LI, allowing ticket
buyers to visualize the U.S. Bank Stadium and surrounding areas in 3D before purchasing
tickets, enhancing the buying experience and reducing the risk of dissatisfaction. Forsey (2024)

. U.S. Army Tactical Augmented Reality (TAR)

To enhance soldiers' situational awareness by providing precise location information and
target details through an eyepiece connected to a tablet and thermal site, showcasing how AR
can revolutionize military operations. Forsey (2024)



Holographic Displays

According to Law Insider. "Holographic displays" in architecture use holographic
technology to project 3D visuals within architectural spaces, eliminating the
need for special glasses. These displays can revolutionize how architectural
designs are perceived, allowing interactive transformations and opening up new
possibilities for design exploration and client presentations. Integrating
holographic displays into architectural elements like glass facades enhances the
overall architectural experience by creating dynamic environments.
(Holographic Display Definition | Law Insider, n.d.)

Hardware&Software
Requirements

According to Agocs, the hardware & software
requiremnet are as follows. (Academia.edu -
Share Research, n.d.-b)

Hardware Requirements:

1. Holographic Films

2. Projectors

3. Sensors and Tracking Systems
4. Glass Panes

5. Computers

Advantages & Disadvantages

According to Gillis and Saad tabulation on the advantage and disadvantage of Holographic Disply
interior and exterior in Architecture. Gillis (2021), Saad (2012)

Software Requirements:

1. Holographic Software
2. Content Creation Tools:
3. Projection Techniques



Garage Screen / SYNDICATE Quantum Field X3 / Hiro Yamagata

SYNDICATE won the Competition to design the Summer Cinema Pavilion at the Garage The Guggenheim Museum Bilbao has cube-like structures outside that were erected in 2004,
Museum of Contemporary Art. The winning design incorporated holographic technology in its which use holographic technology to create shimmering colours on the fagcade. This adds a
facade, demonstrating the aesthetic possibilities of holographic exterior design in unique visual appeal to the museum.

architectural structures.

Roncalli Circus / Optoma Hologram Rooms / Euclideon
The German circus Roncalli replaced live animals with holographic animal projections using Euclideon offers Hologram Rooms, immersive environments that allow users to navigate
laser projectors, demonstrating how holographic technology can transform traditional through three-dimensional projected architectural environments, showcasing the potential for

practices and create engaging spectacles in architectural settings. holographic technology to revolutionize architectural visualization and user experiences.



Discussion/ Conclusion

Each technology offers unique advantages and challenges in architectural
applications. Projection mapping transforms architectural spaces with
dynamic visuals but is susceptible to environmental factors. Augmented
Reality (AR) Experiences integrate virtual elements into real-world
environments, enhancing engagement, but require stable connectivity.
Holographic Displays create immersive 3D visualizations of architectural
designs but may have limited viewing angles and sensitivity to environmental
conditions.
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