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Introduction to Virtual and Augmented Reality in Architecture

ARC 586/ ARC 686 | 3 credits
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Office hours: zoom by email appointment

Course Description

This course provides an overview of virtual, augmented, and mixed reality concepts in the
context of the evolution of Digital Architecture. The class will examine selected themes of
visual media, immersive visualization, and the development of digital technology with
reference to three-dimensional representation.

Students will be assigned weekly reading of seminal texts that will facilitate the class’s
navigation through selected histories of spatial extension in architecture.

Reading topics will include definitions and basic theory by Derrick De Kerckhove, Lev
Manovich and Or Ettlinger, early AR/ VR explorations by architects as Marcos Novak and
Hani Rashid, the ‘Expanded Cinema’ movement and the work of Jeffery Shaw. Students
will create class presentations and investigate related precedents for each cluster of
readings.

Parallel to the advancement of exclusive and extensive VR/AR technology, such as
commercial goggles, there is a rapid development of mobile phone cameras, as well as
free AR/VR software and Apps. The class will use a variety of virtual reality (VR) and
augmented reality (AR) techniques and applications to generate spatial documentation
and creatively probe architectural time-space-movement.

Course Objectives

The class will explore examples of VR/AR in spatial, architectural, and urban
contexts. Looking for past examples, current products and near-future scenarios, we
will explore these topics and tools as an extension on our architectural training and
practice. It will prepare students to think about VR/AR as an architect and leverage
these media in an innovative and creative way.

The teaching technique is experimental and open-ended, encouraging "hands-on"
learning and prototype development. We'll read books, watch movies, analyze


mailto:rron@miami.edu

precedents, and learn how to use basic software and applications. We will
introduce 2D graphics, 3D modeling and time-based tools.
Basic knowledge of Photoshop and 3D modeling is recommended.

Evaluation

-Active Class Participation: 20% (on-time, whole duration of class (w/ camera on))
-Reading discussions and Assignments: 30%
-Class Project: 50%
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Recordings:
Students are expressly prohibited from recording any part of this course. Meetings of this

course might be recorded by the instructor. Any recordings will be available to students
registered for this class as they are intended to supplement the classroom experience.
Students ae expected to follow appropriate University policies and maintain the security of
passwords used to access recorded lectures. Recordings may not be reproduced, shared with
those not in the class, or uploaded to other online environments. If the instructor or a
University of Miami office plans any other uses for the recordings, beyond this class, students
identifiable in the recordings will be notified request consent prior to such use.

Class Attendance Policy:

Physical attendance in the classroom is required. If at some point in the semester you cannot
physically attend class session due to iliness, injury, or other approved absence, you must
contact the instructor for permission to temporarily attend the course online. Unexcused
absences from the classroom may affect your grade or lead to failing the course.
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