
LAB

Y
R

I

OF

NTH
IMMERSION



THESIS STATEMENT

For my thesis I am creating a virtual reality application in the 

form of an immersive labyrinth that allows for the exploration 

of spatial components that relate to an architectural 

experience. With the intent to disseminate the application to 

the public, the application will serve as an educational game 

that will allow one to experience and therefore understand 

how different combinations of spatial components create 

different architectural spaces. 
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The enlightenment of walking the labyrinth does not present itself when you leave or arrive at the center of the 

labyrinth. However it is the process of navigating through the labyrinth that rewards the individual. You learn by 

walking through not getting to the end. 
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RESEARCH

Gamification within education is a method of learning that uses game based elements to drive the engagement 

of the user. This form of learning creates more engagement because it involves the user to make decisions and 

interact with the information presented. 

An example of this is “choose your own adventure books”. Choose your own adventure books create non linear 

plot lines that put the reader in charge of the narrative. 
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With the evolution of virtual reality gamification has also become a new method to aid in the process of archi-

tectural design. VR has successfully made it possible to recreate aspects of the real in a parallel virtual universe. 

With the evolution of VR architects and designers have a tool that has the capacity to generate, iterate, and expe-

rience designs before even physically building it. 
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Can getting lost within a labyrinth paradoxically create a clearer understanding of 
architecture?

Can the gamification of a virtual reality spatial labyrinth allow one to understand 

architecture better?
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Can exploring and learning within a virtual immersive world allow one to understand the 

real world more clearly?
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IMAGE ARRAYS IMAGE MAPS / MATRIX VIRTUAL REALITY 
LABYRINTH
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Using Image Arrays as a methodology allowed for an easier 

and more interactive process of understanding different spatial 

conditions. The image arrays  were iterated and presented to 

highlight comparisons of different spatial conditions within the 

images.  The images are cropped in a way that focuses on the 

certain spatial element that is being compared. 
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“New Museum of Natural History Museum” Barozzi Veiga

“Klaus Field Chapel” Peter Zumthor
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“Grundtvig’s Church” Peder Vilhelm Jensen Klint

“MIT Chapel” Peter Zumthor



m
a
tr

ix
/ 

m
a
p

METHOD
IM

A
G

E
 A

R
R

A
Y

S

“Hong Kong” 

“Eggum Tourist Routel” Snøhetta



m
a
tr

ix
/ 

m
a
p

METHOD
IM

A
G

E
 A

R
R

A
Y

S



m
a
tr

ix
/ 

m
a
p

METHOD
IM

A
G

E
 A

R
R

A
Y

S

“Cathedral of Saint Mary of the Assumption” Pietro Belluschi

“New National Gallery” Mies van der Rohe
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“Crown Hall” Mies van der Rohe

“Klaus Field Chapel” Peter Zumthor
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“Casa Batlló” Antoni Gaudí

“Farnsworth House” Mies van der Rohe
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“National Taichung Theater” Toyo Ito

“Stuttgart City Library” Yi Architects
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“Azulik” Jorge Eduardo Neira Sterkel

“Under” Snøhetta
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The selection of  fifteen projects from image arrays are then placed within a matrix regarding their spatial 

atmospheres. 
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These selected projects are the end result of the labyrinth and they influence the abstractions that are aligned on 

their path. 
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Reflecting on my college career I had the most difficulty using readings and text to understand buildings as I 

was more of a visual learner. With the evolution of imagery and technology this application, once available on the 

oculus headsets, could become a new tool of teaching architecture. By using a gamified immersive virtual reality 

labyrinth students will now have a new method of learning. A method that will allow for a clearer understanding 

of spatial components within architecture by experiencing it rather than reading about it. 


