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Leigh-Anne Dennison

Writing Sample

Using Virtual
Reality in Design:
Todasy

By LEIGH-AMME DEMMISOMN
wibh KA Inc., Architechure in

Clevaland, Chis
Say “virtual reality” and most
people  probably  think of

Hollywomd, & plethora of films
have come out over the past aev-
eral wears either completely
created wsing digital 3D anima-
tion LEl’.'|:'I:|'|i.|.[u-e.=.-1 0r |.'.|,:|r||,.|_:in'ir|.p'
monstrous special effects which
use digital technology to either
add to or remove from acenes.

Perhape the term eonjures
images of large silver gloves and
black glasaes wired to a compuater
for the *ultimate” video game
experience. But, virtual reality
and 30 animation go bevond fun
and games and bring the future
into the present

With the aid of computer aoft-
ware, architects, interior and
graphic designers can harness the
capahilities of digitally created
virtual reality to impact their
dEﬁ.i.EH Process and their chent's
end product.

It was not that many years ago
that the computer joined with
paper, pencil and seale as a tool af
thex architectural trade. Now, com-
puter-aided design (CAD) is
indispensable for design and
drafting purposes And, with soft-
wiare programs improving by
leapa and bounds while expanding
into newer areas, CALY are tak-
ing the process to a whole new
fevel,

Previously, architects and
designers relied heavily on flat,
two-dimensional drawings and
their client’s imagination to com-
municate their design of the end
product. Innovations in software
make it posaible for the entire
design process to take place in a
virtual, three-dimengional envi-
rlllil'lll!l'l‘l
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“Mao longer dees the design pro-
ceed from plan to section to
elevation, be more or leas com-
plete, and then require translation
via a perspective or architectural
madel] in order to have something
that 15 easily understood by
designer, cient, and tenant alike,”
says Darrell Pattizson, head of
Design at KA Inc., Architecture
“An AubteCAT ]JI:I.I"I. can be taken
immediately into a 30 wireframe
study” he explains, This Cleveland
firma is having great success utl-
lizing this newest tool of the
indusatry,

Architects and designers add
materials, textures, and colors as
wizll as individual components
such as columns, furniture, fix-
tures, and foor and graphic
patterns. Standard commands
alter these elements, vary their
number, shape, color or other char-
acteristics, as needed. The
insertion of people, plants, and
vehicles bring o photographic real-
ism to the 30 plan.

Nool Cuphlovic, a viee president
at KA has been working on a pro-
ject  where this type of
photographic realism has been an
invaluable tool. "We are working
on & mall project in the south,
Arhor Place M:!]]. fior I::HL, which
requires a large variety of fin
ishes, fixtures and amenities in
conjunction with its Sarbor’
themee,” he says. “The 3D software
makes it possible for us to demon-
strabe to the clisnt precisely how
each finish and fixture will look-
Wi AR even compare and
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contrast different selections eas-
ily to help the client make a
confident decision.”

Higher level software programs
also allow architects to add and
manipulate light levels—simulat-
ing both artificial and natural
light through a variety of different
openings of properly proportioned
windows or shylights—accurate to
both geographic location and sea-
son. Further connection to the
geographic location includes the
ability to place the building's vir-

tual image into a scanned image
of the actual project site.

Az the desired elements are
assembled into an animated CAD
model, each factor can be viewed
from every angle for atudy by the
architect and the project team
With simple manipulation of theae
varied materials, it is possible to
ghow a multiple of themes and
varations on the project allow-
ing greater flexibility in design
and offering the client more eas-
ily observable choices,

“Oeensionally o client sees an
image on the computer screen and
doesn't like some element of the
design,” aayea FAR Senior Designer
Chiris Garrison, “T'm not bothered
by it — I'd rather have him not
like the image on the screen,
which we can modify to match his
expectations than have him not
like it omce ita in the groond —
when there's nothing we can do.”

Garrison feela that this gets the
client/developer more involved in
the deaign procesa. It is a valida-
tion of the 3D, CAD process,
Because the designers can start
with a still image and move into
an animation of the project —
viewing it from all angles — the
client ia treated to a “walk-
through” of the project before any
construction ever begins, With a
more tangible perspective, the
developer can make more accu-
rate decisions,

Further, it reduces the risk aof
communication problems that
might occur; the buildings pro-
posed aesthetics are right there on
the screen — there are no guesses,
the decisions can be made based
on real knowledge, This type of
virtual tour can also benefit the
architect as items potentially
detrimental to the design can be
examined and adjusted prior to
conatruction.

The architect and developer can
alao utilize the 3D stills and ani-
mnted sequences to more guickly
expedite approvals from city agen-
cies by reducing the “gray areas”
of conwentional 21 plans. A fur-
ther benefit to the developer of
thia type of virtual reality pre-
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senlation i the sales tool it
becomes. Dhue to the faithfulness
of the 30} images, prospective ten-
ants see the space represented
accurately, proportionally and
from all perspectives. They nesd
il in lerpret and imagine the pro-
ject based on two-dimensional
drawings — there's no guesswork
involved.

“Bomething a mall tenant might
have considered as an unaccept-
able wvisual obstruction in a
2D-drawing format, can be seen in
the animated format to be far less
problematic to the space as they
make the virtual walk through of
the space,” says Pattison. “That's
an important consideration in the
retail business.”

The retail market iz a primary
focus of KA Inc, Architecture, and
ns a result, Pattison has spent a
good deal of time in mectings with
developers and prospective ten-
ants alike, “The fact that | can
bring alternatives to the table by
utilizing the software without
adding much time to the project
schedule, or even make modifica-
tions on the flv 15 invaluable,” says
Pattison, “It used to be you'd roll
up your drawings, go hack to your
office, come back a weealk later with
new drawings and run the risk
thant M gtill wouildn™t have the
answer they were looking for”
While he admats it's not entirely a
thing of the past, the software
advances have certainly helped.

Mow, it's no longer back to the
drawing board, but back to the
eomputer and in this way back to
the future.




