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1. Introduction 

 

Virtual reality is about to be built. And what exists gets improved and 

extended in an enormous velocity. Metaverse, Web3, decentralization, 

blockchain and NFT have become nearly common, daily use language. 

Understanding seems more complicated. But general consensus leads 

to the assumption that there is no way out: the future seems to be 

blockchain based and NFTs, used in metaverses, will simplify our daily 

life and create a substantial bridge between our IRL reality and VR1. 

 

The first metaverses, that we define as such, are computergames, and 

somehow all metaverses still are computergames, in one way or the 

other. The users can, by definition, enter a virtual surrounding, be a 

specific personality (avatar) and interact with others. This is what it is all 

about: blockchain-based interaction. This is the game changer between 

Web2 and Web32.  

 

The question who builds a metaverse and who should be building it, and 

what implications need to be considered for a metaverse to be useful, 

and therethrough define the relevant competences of creators, is the 

field of interest for this work. To understand the necessities, we need to 

take a broad overview on existing metaverses and existing architecture 

in this field; a snapshot that will be outdated tomorrow, considering the 

velocity of development. The overview will be followed by the 

 
1 IRL stands for “in real life” and defines the tangible reality we presume living in without any access tools 

except our bodies, whereas VR stands for “virtual reality” covering a designed environment that can be 

perceived by use of hardware. The bridge between IRL and VR includes AR, augmented reality, which 

implements not only visual but also haptic, auditory and olefactory perception.  

 
2 Where fear of loss of social skills due to excessive virtual activities are a common concern, metaverses are 

defined by the exact opposite: one can interact with peers and find groups of similar interest to join and 

exchange ideas without even moving from our desktop. There is no physical interaction, yes, but there is 

interaction and that is interesting to keep in mind, when we consider a perfect metaverse which is the goal to 

build by any architect involved in this market field.  
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presentation of three architectural projects for a Salon d’Art in extended 

reality by architecture students, with obviously inter-disciplinary skills, 

filed in a competition. These oeuvres represent the future vision of 

architecture of how architecture can work in the metaverse. We shall 

then conclude with a visionary outlook by Kerstin Kim3 but will remain 

with a bundle of questions that need to be taken further in order to 

define the work of the creators of virtuality. 

 

Although metaverse bases on blockchain technology, enabling the 

implementation of certain tools such as visuals, texts and interactive 

options, the focus will not be on this IT infrastructure or IT architecture. 

We however need to consider that there are different blockchain based 

technologies that enable the creation of metaverses and that they are, 

for the time being, not interoperable, which causes a huge problem 

when it comes to growing beyond the limited space of each secluded 

environment. 

 

Our field of research focuses on architecture, understood as creation of 

buildings, using the existing tools, with the scope of creating space and 

context for specific social need and interaction. Whether such 

separation of purely technological and creativity driven visual 

architecture makes sense or not, can be discussed, as in virtual 

surroundings the technical skills go up to coding certain 

implementations, tailor made, and therefore melt boundaries between IT 

and architectural designing. This is where interdisciplinary solutions 

become mandatory and where sharing competences and combining 

expertise lead to new ways of creativity. We leave this to further 

research projects and focus on the necessity (or at least advantage) of 

architectural knowhow to build metaverses. 

 

 

  

 
3 Kerstin Kim is a visual artist, based in Toronto, founder of Techism, who sold her project The 

Mars House this year as NFT for 500k USD on SuperRare.  
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2. Actual status 

 

NFTs, metaverse, Web3 and any blockchain technology-based 

invention are super young to history. It is a wildly growing, hard to 

oversee market, that is exploding and not that easy to understand. It 

does make sense to start with some definitions, because these have 

changed as well throughout the (short) time, and then present some 

examples of architecture in metaverses and combine these with theories 

and thoughts on boundary breaking. The idea is to give the reader a 

dive-in to this huge world by highlighting very few, but exemplary 

snapshots.  

 

 

2.1. Definition and understanding of metaverse 

 

According to meta, the Mark Zuckerberg company, the metaverse4 is 

“the next evolution in social connection and the successor to the mobile 

internet.” 

The metaverse refers to an idea of a virtual universe, first brought up in 

the novel Snow Crash by Neil Stephenson in 1992. Users shall be able 

to access virtual worlds by augmented reality and other technologies.  

Another common definition reads as follows: 

 

“The metaverse is a large, open, shared, and persistent 3D virtual 

world where users can explore and interact with each other 

through their digital avatars. The metaverse also allows the scope 

for performing many complex interactions.”5 

 
4 Find Wikipedia definition here: «The term "metaverse" originated in the 1992 science fiction novel Snow 

Crash, as a portmanteau of "meta" and "universe". Metaverse development is often linked to advancing 
virtual reality technology due to increasing demands for immersion. Recent interest in metaverse 
development is influenced by Web3, a concept for a decentralized iteration of the internet. Web3 and The 
Metaverse have been used as buzzwordsto exaggerate development progress of various related 
technologies and projects for public relations purposes. Information privacy, user addiction, and user safety 
are concerns within the metaverse, stemming from challenges facing the social media and video game 
industries as a whole.» 
5Metaverse Technology – A Definitve Guide, 101 Blockchains, James Howell, 02.02.2022, 

https://101blockchains.com/metaverse-technology/ 

https://en.wikipedia.org/wiki/Snow_Crash
https://en.wikipedia.org/wiki/Snow_Crash
https://en.wikipedia.org/wiki/Portmanteau
https://en.wikipedia.org/wiki/Meta
https://en.wikipedia.org/wiki/Universe
https://en.wikipedia.org/wiki/Web3
https://en.wikipedia.org/wiki/Buzzword
https://en.wikipedia.org/wiki/Public_relations
https://en.wikipedia.org/wiki/Information_privacy
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Relevant to the understanding of metaverses is the fact that these shall 

be built in a so called Web3 environment. Web3 simply means that the 

complete structure is blockchain-based and therefore decentralized, 

whereas Web2 (which is the Internet as we use it now) is a centralized 

system, where data belongs to a small group a companies, the so called 

Big Tech. Some relevant players dare to define Web3 as simple 

buzzword or marketing term, such as Elon Musk (SpaceX, Tesla) and 

Jack Dorsey (former CEO Twitter). Fact is that the definition is ahead of 

the constructed reality and must be understood as vision. 

 

Helpful is a short overview of existing metaverses and types of 

metaverses.  

 

We shall distinct metaverses from multiverses, such as Oncyber6. 

Multiverses (also mentioned as microverses) create specific single 

smaller-scale spaces that not necessarily connect to eachother. The 

advantage is, that providers of these smaller spaces can technically 

improve with every new single space they create, whereas larger scaled 

metaverses are not as flexible to pivot due to economic impact of such 

changes. 

 

True metaverses, if that is an adequate term, usually derive from 

computer gaming and still work as such. Examples are Decentraland7 

and Sandbox8 as well as Secondlife, Cryptovoxels and Somnium Space. 

All metaverses are built as spaces, either cities or islands or any sort of 

land, that can be divided in plots which can be bought and built upon, 

usually with pre-fabricated elements and therefore easy to use. In all 

metaverses you find designed landscapes that provide orientation and 

visibility for the other users, which meets one of the main criteria: 

 
6 www.oncyber.com 
7 www.decentraland.org 
8 www.register.sandbox.game 



 7 

interactivity. Space needs to be created in order to be able to move and 

to locate yourself, others and the objects of interest in the environment.  

 

Very interesting are museums that are built as separate microverses, as 

they are interactive and combine NFTs, and therefore blockchain 

technology, to give information or even sell objects. On Somnium Space 

for example we find the Museum of Crypto Art9, which provides parcels 

to show NFTs in digital architecture, that is on a very high quality of 

renderings. You get a look-alike avatar, based on a selfie, and walk and 

teleport through the exhibition. Clicking on the NFTs, you find all 

information and sometimes a link to the marketplace where the work is 

exposed.  

 

Another great museum is the Musee Dezentral10. Visually not as fancy, 

but with an interesting approach of minting your own frame and then 

exhibiting your works in the museum. 

 

Last, we shall take a look at an atypical metaverse that supports a 

genius idea of having different levels of access. The main landscape is 

technically on the same quality level as other metaverses, but when you 

enter the plot of a user, a shop for example, you can access their 

specific subverses. In these subverses the technical options are far 

better and architecture gets displayed on a professional level without 

loosing data or loading time. The metaverse is named Pax World11, and 

is planned to go live by end of this year. If their system provides what 

they promise then this will be a groundbreaking invention that pushes 

metaverses forward, at least when it comes to visual qualities.  

 

 

2.2. Architecture in metaverse – a snapshot 

 
9 https://museumofcryptoart.com/collection/ 
10 https://musee-dezentral.com/exhibitions, see also: Art moves to the metaverse, Morning Brew, by Sherry 

Qin, 16.06.22 
11 www.pax.world 

https://musee-dezentral.com/exhibitions
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As mentioned, all metaverses have a structure, that was built either by 

game designers, architects or even the users themselves (usually with a 

toolbox of the provider, such a Minecraft). Per definition all metaverses 

are full of designed spaces, widely defined as architecture. The following 

examples were chosen because they are either effectively built by 

architects or promote such. 

 

The most prominent architect in metaverse is probably Patrik 

Schumacher of Zaha Hadid Architects (ZHA). He continues underlining 

the relevance of architects building metaverses, and not video game 

artists, as they do not have the same education in design. For 

Schumacher metaverses shall not give the opportunity to alternate 

reality and escape to an invented life, but enhance society and enable 

improvement in the physical reality. Human interaction, consisting of 

knowledge exchange, professional collaboration, cultural 

communication, art, education, political engagement etc., needs both, a 

physical and a virtual component. The scope of the virtual “digital twin” 

is to bring an add-on to IRL interaction. In Schumacher’s world all 

design is about framing social interactions. He distinguishes in his 

theory of architecture in metaverse four different project stages: 

- the organizational project, overviewing the complete structure 

- the phenomenological project, increasing information richness 

- the semiological project, enhancing social funcionality 

- the dramaturgical project, representing interaction design 

 

However working and building in metaverses, Schumacher strongly 

believes in the connection between physical and virtual life and even 

foresees shared entering in virtual worlds on larger panoramic screens 

in the relevant physical environment such as office spaces. And he 

deducts: 
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“It is (..) important to design real and virtual spaces together, as a 

continuum.”12 

 

“Liberland” is probably the most famous metaverse and real life project, 

where ZHA are about to build on a real island (by the way a newborn 

state with a decentralize democratic system, that shall work similar to a 

DAO structure on blockchain) and create a virtual twin island as a 

specific metaverse. The land sale has begun in both “states”, and we 

are eager to see how the combination of real life with virtual can 

enhance the quality of work, life and leisure of the inhabitants and of 

course how the decentralized ecosystem can influence the social 

structure of a community. The project seems to be one of the most 

interesting ways to figure out how blockchain technology can impact real 

life and it will be exciting to see the future developments of this 

incredible experiment.  

 

Another architecture studio in metaverse, that by brand already 

presumes architectural works, is metaverse-architects13. They describe 

themselves as 3D modelers and game developers and build on 

Decentraland, Sandbox and “all Metaverse worlds”. This is quite a 

challenge, as all metaverses request different data types and sizes to 

plug and play. With Oncyber for example, only data up to 40MB can be 

uploaded and the only file type they can read is fbx14. The examples of 

buildings realized by metaverse-architects does give the impression of a 

game environment. One could not imagine such visuals representing a 

bank or a stock listed company. But tastes are different. If you look at 

Sotheby’s representation in Decentraland metaverse, you doubt that this 

is the famous auction houses metaverse gallery, because it reminds you 

more of a mockup version due to the poor quality of the renderings.  

 

 
12 The Metaverse as Opportunity for Architects: An Inverview with Patrik Schumacher, ArchDaily, 14.04.22, 

by Sara Kolata 
13 13 www.metaverse-architects.com 
14 https://docs.oncyber.io/ 

http://www.metaverse-architects.com/
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The metaverse-architects do not really position themselves as either 

game designers or architects but obviously remain very flexible and offer 

tailor made solutions to their clients. High end architecture however 

looks way different, and doubt comes up, that this is not their field of 

activities.  

 

We need to understand however, that no matter how distinguished and 

modern the visualization of architecture might be as a 3D model, it does 

lose a lot of quality due to the limitations of the metaverses, which leads 

us to understand the importance of the quality of metaverses, and 

combined the marketplaces, where these architectural works are 

presented and maybe even sold.  

 

Another architectural studio creating for the masses in metaverse is 

Space15. They offer prefabricated meeting rooms, that can be rented or 

purchased and even the option to create individual space. 

Implementation and access to the works remain on the customer’s side. 

Their business model covers prefabricated structures and they have 

increased the quality of the visuals incredibly within the last six month. 

From a Minecraft style of design they improved to business level 

surroundings, where you do appreciate having meetings.  

 

This architecture studio goes beyond simple building and concentrates 

on applications that come with the space and scalability through 

collections instead of tailor-made offerings. This approach seems very 

useful especially because it targets average mid-size businesses and 

focuses on easy-to-use models.  

 

Overall, we find a huge variety of so-called architects in metaverse and 

according to the need of the costumer, there are many valuable options 

to get reasonable architecture that can be implemented and used in 

metaverses. It is important to distinguish where the architecture needs 

 
15 https://app.tryspace.com/ 
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to be implemented, because this decision influences the visual quality of 

the architectural work. With the choice of the architect the metaverse 

should be chosen as well. Furthermore, it seems important to 

distinguish, whether one needs a tailormade presentation of corporate 

identity in metaverse or if simple shelf structures will do. A tailor-made 

metaverse architecture by a competent studio will bring all architectural 

education and knowhow into the project and therefor combine more than 

just visuals and applications but considers aspects such as history, 

story-telling, memories, context, and many more.  

 

 

2.3. Applicability of architecture theory 

 

We have seen some examples of metaverse architects so far and took a 

glimpse at metaverses to get a feeling for the designs that are requested 

in virtuality. The question of why architects should build the metaverse 

and not (only) designers or game artists, can now be approached by 

looking into some theoretical aspects that architecture in general works 

with, to generate principles. 

 

Many of the architectural principles, such as “form follows function” (or 

later: “form that generates function”) remain untouched, as the real 

world continues to influence the virtual. The two realms extend into and 

influence eachother16. What becomes irrelevant in virtuality is size, 

gravity and context, such as nature, environment, and climate in 

general. These conditions can be defined by the creators of the 

metaverse. It’s a God like position, nevertheless restricted by the fact 

that metaverses are still built for humans, and that human capability of 

perception is limited by nature. A fact well understood for example by 

motion sickness which often results of use of VR glasses. 

 

 
16 Architecture, Heritage and the Metaverse, Andrea Moneta, in Traditional Dwellings and Settlements 

Review, Fall 2020, Vol. 32, No. 1, p. 37-49 
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Most architects in metaverse believe in the sense of creating digital 

twins in extended reality. This means simple copies of real life in 

metaverse. The extended possibilities of integrated extras one can find 

in metaverse environment, and which go beyond real-life experience, 

are the add-on that justifies virtuality. Even considering a completely 

free of IRL-model, virtual building, there is always one crucial factor that 

limits the freedom of architecture even in metaverse, and this is 

orientation.  

 

Whether you build a city or a house or even only one space you (as a 
human being) need to understand where you are in context to your 
environment (location and self-perception), where you are heading to 
(mind map), which size things have (measurement) and how you move 
in the space (gravity rules). This information is mandatory for the so-
called wayfinding17. In virtual cities, where teleportation is a convenient 
way of moving, roads and plazas become irrelevant for transportation, 
but they take a different role. They help with orientation, and they 
become spatial browsing tools. Kevin Lynch, the godfather of the 
wayfinding theory, defines five main elements that people use to orient 
themselves in their mind and memory: path, edges, districts, nodes and 
landmarks. All visible, distinctable and memorizable items that help to 
find the way. Deriving from the wayfinding theory, patterns are what 
computers generate to systemize structures, and such have been 
implemented to architecture nearly 50 years ago by Christoph 
Alexander18. The architect Alexander, with his colleagues implemented 
a systematic to solve cohabitational problems and giving solutions into 
the hands of everyone. His approach was such, and could be of course 
now adapted and tested in virtual construction:  
 

“each pattern represents our current best guess as to what 
arrangement of the physical environment will work to solve the 
problem presented. The empirical questions center on the 
problem - does it occur and is it felt in the way we describe it? - 
and the solution - does the arrangement we propose solve the 
problem? And the asterisks represent our degree of faith in these 
hypotheses. But of course, no matter what the asterisks say, the 
patterns are still hypotheses, all 253 of them - and are, therefore, 
all tentative, all free to evolve under the impact of new experience 
and observation.” 

 

It would be more than interesting to see the patterns used in virtual 

buildings and even more to declare new patterns to virtual building, 

 
17 Kevin Lynch, Image of the city, 1960 
18 Christoph Alexander, A Pattern Language, 1977 
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differing whether they are twin or IRL or absolutely surreal (invented 

without connection to real life)19. 

 

Further difference between a building in real and virtual life is 

transformation. A building IRL can generally not transform, but a virtual 

one can easily do so. The building can get into a dynamic interaction 

with the user. Again, orientation and perception are the boundaries to 

such extravaganza in virtuality. And the transformation should pursue a 

goal the user aims for.  

 

For the context of a building, we need to differentiate whether it is in a 

given metaverse, for example an island with a certain neighborhood, or 

if the context is not defined yet. Context can bring in historical 

references and archetypes, which blend in a collective memory of the 

past. It is however a decision to take and symbolism that can be used 

very similar to IRL buildings to create a requested impact on the user, 

even without given context.  

 

An interesting article in ArchDaily of November 2021, covering 

architecture in metaverse, ends with the question whether we need to 

define the new values of architecture in digital age?20 This is the 

accurate question researched in an architectural competition, named 

“Salon d’Art XR”, where students expressed their idea of building in 

virtual space and their understanding of values and boundaries. Find 

three of the seven awarded works hereinafter with a short description of 

the work and a summary of the architect’s ideas, as an inspiration to 

bring in your own thoughts on architecture in metaverse. 

 
19 See for distinction between digital twin and surreality: Yuntao Wang et al., A Survey on Metaverse: 

Fundamentals, Security and Privacy, Cornell University 05-03-22 
 
20 Architecting the metaverse, Chloe Sun, ArchDaily, 24.11.2021: “History is like a mirror that when we look 

at it we see new reflections each time. “The values of architecture” vary across history. From “Stability, 
Utility, Beauty” in the Roman time, to the “The seven lamps of architecture (Sacrifice, Truth, Power, Beauty, 
Life, Obedience, and Memory)” by Ruskin in the 19th century. From Le Corbusier’s “Toward an Architecture” 
that unfolded the modern architectures in the 20th century to dismiss decor and embrace pure form as the 
new spirit of the industrial age, to Christopher Alexander’s “Pattern Language” that heavily impacted 
software engineering… Do we need to define the new values of architecture in this digital age? This is an 
open question to my dear readers. The better we can define and implement the value of architecture, the 
better we can architect a great unmaterial metaverse.” 



 14 

  



 15 

3. Competition Salon d’Art 

 

NFA non fungible architecture21, an architectural studio building 

exclusively in metaverse, launched in March this year an architectural 

competition with the main question: how and what do you build in 

metaverse if you were to create a classical Salon d’Art in virtual reality. 

The competitors had nearly three month time to hand in their 

suggestions and five awards were given by the jury, consisting of Greg 

Lynn, architect, Hans Ulrich Obrist, curator and Quayola, artist. From the 

first seven nominated, three works are presented here, which in the 

authors understanding, dealt with the questions of breaking boundaries 

in virtual reality, and exploring to which extend. But first find the 

description of the task the students were exposed to. 

 

 

3.1. The task, breaking boundaries 

 

With the rise of extended mediums such as augmented reality, virtual 

reality and their spatial allocation in virtual worlds, an emerging spatial 

question arises: What is the role of architecture and spatial design within 

these new worlds? How will they interact and overlap with our existing 

worlds? What new experiences can architecture cater for if embedded 

within the virtual? The presence of this emerging spatial domain can no 

longer rely on dogmas of the 19th and 20th century and the premise and 

notion of physical boundaries, forms and expressions and ideals of 

convenience. The digital opens up novel possibilities and challenges 

these spaces and worlds, which need to be explored and designed. 

Architecture is at the disciplinary forefront to take agency for a 

meaningful and novel speculation for this emerging challenge. Salon 

d`Art is a student competition drawing attention to architecture within the 

digital realm and its conceptual and phenomenal challenges. 

 
21 NFA non fungilbe architecture is a Swiss LLC founded by the author in December 2021 with the goal to 

mint and launch NFTs of architecture works as 3D model. The company had to pivot to tailormade 
metaverse architecture and implemented NFA Art, a marketplace for NFT editions, as well as NFA Lab, a 
thinktank on architecture in metaverse. 
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The brief of the competition reads as follows: 

 

“The brief is asking for an imaginative speculation for an XR Salon d´Art, 

nested inside a virtual environment. XR stands here for extended realities 

and is to be conceptualized without constrains or spatial boundaries. The 

project is seeking to investigate new forms of: 

 

• curatorial strategies 

• spatial narratives relating to exhibitions and artwork 

• exhibition for art pieces of 4 artists 

• navigation and interaction trough spaces and around artwork 

• interiority  

• materiality, transparency and illumination 

• socializing and knowledge transfer 

• visitors experiences 

  

 The Salon d`Art stands in contrast to physical spaces. It has mere 

limitations and its spatial qualities build on introducing an audience to 

unprecedented exhibition experiences within a novel spatial environment and 

worlds. The Salon d`Art XR shall follow these constraints: 

 

• creative invention and spatial design 

• the world art at large 

• different art mediums  

• the spatial elaboration on the language of 4 particular artist, 

within an XR setting. 

 

The Salon d`Art XR shall be following these programatic constraints: 

 

• visitors within the space : max 150 * 

• 4 areas for four different Artists, with no necessary strict separation, 

but identity 

• 2 socializing areas with bars and small dancefloor 

• 4 meeting areas for a small group of 4 people 

• grand entrance and reception 

 

*no m2 will be provided as size and scale is upon decision and 

design of the competitors” 
 

 

3.2. The outcome, three examples  

 

Among the competitors there were students from all over the world. 

Universities with a strong interest in digitalization of architecture, such 
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as Die Angewandte in Vienna, AA in London and ETH in Zurich 

performed extraordinarily well. The three award winners and two 

nominees were invited to an award ceremony that took place in real life 

on 11 June 2022 in Zurich and was enhanced by virtual appearance and 

nomination of the jurors22. 

 

3.2.1. Anthropocene by Megan Riri Moktar, Singapore University of 

Technology and Design 

 

 

 

Megan’s work is a video that shows an invented scenery in a designed 

timeline somewhere at the beginning of earth. It looks very similar to a 

computer game and the user walks through different settings and 

experiences. She describes the experience as follows: 

 

“In the following exhibition, viewers are now invited to “walk into” 

painting holograms that portray various fates of the earth, may it 

be in the past, or possible futures. Upon “walking into” the 

 
22 You can find two movies of the seven best works and the award ceremony on the website of NFA under 

NFA Lab www.nf-architecture.io. Find these works of the students as well on OpenSea, accessible over the 
website of NFA under NFA Studio. https://www.nfa-studio.com/collections/salon-d-art 

http://www.nf-architecture.io/
https://www.nfa-studio.com/collections/salon-d-art
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paintings, viewers will “enter into” a VR world where they would be 

“exploring” these alternate worlds, while, in reality they are guided 

along a path in the physical space. The activity following is a 

collaborative world building exercise where viewers are invited to 

come together to a panel, and build a common desired world, 

based on negotiation, by picking the artistic artifacts that represent 

certain way of living in a possible future. The sequence of events 

curated in the space is in increasing degree of immersivity and 

detachment from the real, then ending off with a sense of 

responsibility of the viewers and ownership towards their futures.” 

 

The exhibition concludes with the final product, a holographic projection 

of the desired landscape, which will be archived each time it is being 

made. These projections are monuments for people to look back and 

reflect on how their relative past, present and future evolve, and how 

people’s idea of an ideal environment change along with it. 

 

The interesting part of Megan’s work is, that she sticks to computer 

gaming style and implements many technicalities that you do not have 

IRL. The work dives into augmented reality and lives of features that are 

only virtual. Nevertheless, there is a clear distinction to video games: her 

project does have a sense and impact on society, the way she perceives 

the outcome, which is a memory of a designed world that came to live in 

a cooperation between users, other humans, who all go back in time to 

the beginnings of earth, to then design their wished-for environment. The 

idea in its selves bears many philosophical questions, and even as a 

computer game could serve as experimental hub for research in this field.  

 

Architecture in this work is computer game based, and here, this does 

make sense. It is a proof, that architecture can decide to be very simple 

and reminding of a video game design, but the reason why it is so, needs 

to be thought of, and we presume that this way of thinking, how a building 

influences perception of the content, is, what architects are trained to do. 
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3.2.2. Perlin Noise by Florian von Planta, Khalil Mdimagh, Felix 

Moreno, ETH Zurich and TU Vienna 

 

 

 

This building looks like a skyscraper-cake with many different layers and 

a veil kind of surface. Interesting is the tool the team from ETHZ uses to 

give orientation and sense of gravity to the user: They use uniquely 

stilts, and this is how they explain, why: 

 

“The stilts penetrate these spaces and create new configurations in 

each floor through their angled nature. Rather than serving any 

actual load bearing function their continuous directions bind the 

floors together and allow a spatial dialogue in the vertical to take 

place. The stacking of the floor plates in turn adds to this dialogue: 

What appears as a convex ceiling in one room turns into a concave 

floor in the room above and vice versa. To experience such a space 

is to always get a glimpse of what lies below and above oneself 

without any direct visual connection, drawing the visitor onwards to 

explore more floors of the museum. (..) A lift shaped as a stilt 

connects the ground floor to the very top of the building.” 
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Apart from the beauty that this building expresses, we consider the way 

the architects treat the question of orientation in space. They 

understand, that without a known and recognizable element, such as the 

stilt, the user can not find the way and will not understand the exhibition 

hosted in this museum. Curators work can not be done properly if the 

path of the viewer is uncertain, unless this is a curators wish and done 

on purpose to distract or liberate the viewer. However, in general, 

curators do want to lead the viewers through their show and in virtuality 

this can be done very well in a tailor made building, like this competition 

work shows.  

 

Remarkable in this works is the fact, that the architects also decided on 

the way of transportation for the users. They can of course scroll 

through all floors, but there is no teleportation. The idea is to use the stilt 

that is a lift. In the video this is not presented sufficiently, but following 

the description, one understands that considering the way of motion in 

the environment is a huge issue in virtual world, no longer bound to 

physical constraints. Reducing the options of flying, teleporting und 

juming, to a “regular” way of moving, by lift, is a clear decision, which 

takes into consideration, that the viewer can quickly be overloaded by 

too many motion options, and that reducing the options might help to 

emphasize the understanding of the building. In this case being a Salon 

d’Art and not a video game, where you jump and move in unnatural 

ways, but where a curator and artists want to explain and discuss art by 

exhibiting it in a certain, specifically created way. 
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3.2.3. Salon of Relativity by Tala Sawmeh, Velina Iantcheva, Zach 

Beale, University of Applied Arts Vienna 

 

 

 

This work really astonishes the viewer at first sight. It is a clean and neat 

white exhibition building and when you get closer to a wall you 

understand that this is the floor of the next room. Gravity gets a new 

concept. The viewer is at all times stuck to the floors, but the floors can 

be walls and ceilings, according to the perspective you look at.  

 

The fact that the viewers remain stuck on the ground, not matter where 

these floors are, gives the user some safety and by seeing many other 

visitors on each floor, you can deduct the safety that you will not fall if 

you change floors. Vertical walking, or even upside down walking, 

becomes feasible and is an add-on to real life that you can appreciate, 

because it does neither scare nor cause nausea.  

 

This is what the team explains: 

 

“Within the field of architecture, topology has been a topic of 

interest for many projects of the past. However, constrained to 
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the conditions of physical gravity, geometries of continuity have 

remained mostly an aesthetic obsession for many architects. The 

virtual realm, where the limitation of standard gravity is not 

relevant, offers a new playground for architectural 

experimentation with topologies of navigable surfaces and the 

possibility for new museum experiences to emerge. 

Employing the mechanics of movement governed by gravity 

relative to the walking surface, we reimagine the Salon D’Art in 

the virtual realm by warping the museum organization around a 

central space and hence, providing two modes of experiencing 

the artworks - as ambiance formed by the juxtaposition of all 

pieces within the central space through the careful use of 

apertures, and as an individual artwork viewed in isolation from 

the rest of the collection.» 

 

The Vienna team emphasizes that working at an intersection of different 

areas of expertise made them dive into game design, visual arts and 

combine these with their architectural skills. Interdisciplinary approaches 

are exactly what brings these amazing results. However, consideration 

of how one can best fulfill the clients wishes and needs with a certain 

building, is an architect’s core competence and it can be said that each 

and every competitor understood the expectations and was able to 

highlight certain aspects in metaverse that come with architectural 

thinking. 

 

Solutions seem to be endless, just as they are in real life and it will 

remain exciting and interesting to see where the career of these young 

architect students will lead, maybe in metaverse.  
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4. Conclusion 

 

In March 2022 Krista Kim, a Toronto based contemporary artist, sold the 

video of a house she created, “The Mars House”, on SuperRare 

marketplace for 288 Ethereum, which was about 500k USD at the time. 

This incredible sale generated media attention and the question came 

up, why would someone pay such an amount for a video of a 3D 

rendering made with Unreal Engine (which is used for computer games 

such as Fortnite). The house is not buildable in real life, it is not in a real 

context (on Mars) and you can not even use it as a game. You simply sit 

and admire the video of the flow through the designed space. And it is 

fantastic!23 

 

Krista Kim explained her artwork in many ways and an interview with 

ArchDaily24 she brings is down to the point:  

 

«I really wanted to have a connection that's visceral, to digital, 

because I saw that our relentless distraction in our screens would 

be causing a lot of disruption in our society, and in fact, our own 

psychological makeup as individuals. I felt that we needed art and 

the expression of humanity to be involved at the forefront of 

technology to make it more humane, to make it more healthy, to 

pivot toward the well being of our individual mental health, and 

therefore our society at large.» 

 

Based on this understanding of technology and art, she founded the 

Techism movement (already in 2014) and reminded creators of all sorts 

to recognize that digital technology should be a medium to create art, 

that can be healing and meditative and should be spread around the 

world. She goes as far as believing that the future of society lies in 

metaverse and the impact to the real world, taking the example of 

 
23 https://youtu.be/LbVm4SeCVKU; note that the video can be shared and seen by everyone because it is 
minted as an NFT and therefore ownership of it is undisputable.  
24 The Crypto-Future of Architecture: an Interview with Krista Kim, Arch Daily, by Sara Kolata, 30.04.2022 

https://youtu.be/LbVm4SeCVKU
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DAOs, where people gather in metaverse for common interest and take 

decisions together that influence IRL. And considering that in the future 

all sorts of interaction will be certified by NFTs, she even sees the option 

to build individual forcefields that protect users of metaverses by 

creating individual rules with algorithms, defining what you want to 

perceive in virtuality and what not. 

 

This excursion to Kerstin Kim and her Mars House shall remind us, of 

who kicked off the idea to sell designed space in metaverse, so NFT 

secured. The huge price that was paid and the attention this simple 

video generated, inspired architects all over the world to start to think 

about the meaning of architecture in metaverse. Boundaries between art 

and architecture were torn down, as much as physical boundaries no 

longer hold back creativity of architects. This new freedom to create by 

still using the knowledge, competence and ethics of an architect, is what 

presents the challenge in metaverse ecosystems. As Kirsta Kim 

described so nicely, it is about bringing emotions into technicality, about 

floating in an artsy world to feel and, it is about creating forms, symbolic 

of human feeling. This is when architecture becomes art.25 

 

The information, projects and visions presented in this work are an 

overview of this very moment in time, highlighting some interesting 

aspects, but not more. The discurs between the disciplines, sharing and 

co-creating knowledge, is what we shall wish to happen, to fertilize 

thoughtful, responsible, inspiring and enhancing architecture, also in 

metaverse.  

  

 
25 «Art is the creation of forms symbolic to human feeling.” Susanne K. Langer, Feeling and Form, a Theory 

of Art developed from Philosophie, London/Oxford, 1953 
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