





[ERFEIERM (CAVE Automatic Virtual Environment) RYHIR » BAIAKGEYETEME BB EEE 5T L RESS B AR
B 7R TNEEREHEERERERIZ2IR » FMeeMHREES - LLIERMTARIE S E 8RB BARIEMmA »
EENEISEMER - WARTRIEINRE (polarized glasses) FBERSBRIHTIRERG » MLLEZETEMEER SRR
AEEREBIEZTEAYATREM - B2 BalA LRRINE R A E MR - 2ERHGERBERNIER » MEBEME A6
2R H—A% 3D ERERVIR » STEHIERETIE LAVERAAEAZ IR

CAVE Automatic Virtual Environment provides-digital architecture design a dynamic performance
stage all the way through development processes and the final presentation. Wearing polarized
glasses, audiences are able to experience the three-dimensional visual effect. In this project, | use
this technic to experiment and create space. However, the result cannot been displayed on the

Internet. Three-dimensional animation is used to present my design.
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IEFET R BRANE RS - EXESRREERRMEEMEE  BEHAMNESERE > SEESReREEER
EERRZEEAF It B SRR EERREEEATRIED U BERZEHASLRBAESEEHZER » BRERHEE
(virtual reality ) ERABIREH BREPIRHTHIREHAONE (Interface) » Bt B UEMMHNTHEEFBEEZRA -
REZKE SRR AEMEE (cyber-space) REMZEME (urban-space) ERIES

Urban-space ! i
The project is a new library |dea comblnlng the CAVE Automatic Virtual Environment and the

Internet to create a new type of I|brary 'Ilh " y w1|| be built in the Cyber Space. The users can
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experience the facility of the hbrary by wearlng polarlzed glasses. As a result, the foreseeable
Cyber Space can be inserted into our fUt-ure. 0|ty. Virtual reality will soon provide our city a new
interface. The site is located between administration and financial districts in Hsin-Chu City. The

idea is to combine cyber-space and urban-space to simulate a library.




R E

¥ ERTENETEEERIERG  MEREZENES
BERIMEN - BEGETRIS N BREfE A ZERREIMAL » B
7R (BOX) RE—{EAERE  EAEKRESEE

b EREHRE LA ZREBERNNMUE » AT ZE SR

BMAERAERENE - TENEEEKEHNEER
) SUKTRIRRMR RIS - SEIEAEE LB EER
RBML - MAERAENEEARBELHEHES

Concept model

Unlike traditional libraries, all the current
users, symbolized as boxes, are the
components of the virtual library. The
library size depends on the number of boxes
from time to time. However, the library
space is defined by a fixed Cartesian
icoordinate system, which attempts to
visualize the virtual library. This defines
virtual space in reality, then to be combined

with urban space.
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LERE SRR AHEIEEEEE (Cyber-Library ) &
iR E SRENEREIRE S (VR-Library )
EfEEREEEERER BTG ERTE  ERERE
SHLFEENNFE - EREZREHEANEREH
EMRNERE  EEAEREIERERE SN
ERF M AR EEMESEN SRS
ERETHRMAESE  ZANAENEEEENEE
BERY > MEEVHKAY ~ 10 ~ BERY > Rt BEARE
ZERREN—HTF  BEALZESEN—E2
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‘The process of transforming the so-called

1

traditional library to Cyber-Library, then
from Cyber-Library to Virtual Reality Library
involves constant interaction between the
real world and the virtual world. The
VR-Library operates and stores information
in the cyberspace and thus provides large
space and capacities that can
accommodate all users over the world.
Such space and capacities are not limited
nor fixed by the usable space in our city.
When users are accessing the VR-Library,
they modify the library space upon registry
as well as restructuring of our public space
usage since anyone can access the
VR-Library anywhere, anytime. Thus,
“space” needs no longer to be fixed,
material, or physical. Rather, it can vanish
or reappear, increase or decrease, fix or
move around. Every user is therefore a part
of this space and also a part of the

VR-Library.
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