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“THE BEST WAY TO
PREDICT THE FUTURE
IS TO MAKE IT.”

- ALAN KAY

(The future, 2017)
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WORKING BECOMES A MATTER
OF CHOICE RATHER THAN NEED
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MEDIA CONSUMPTION
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GAMING
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GAMING
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GAMING

IN PERSPECTIVE

Global Media & sports
revenues

$620 Billion
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(The IFPI, The motion picture Association, Digital entertainment group, Newzoo 2016, AT Kearney)
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HOW WILL FUTURE GAMING TECHNOLOGIES
IMPACT THE DESIGN OF A GAMING HUB FOR
AMSTEL AREA IN 21007
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HOW WILL FUTURE GAMING TECHNOLOGIES
IMPACT THE DESIGN OF A GAMING HUB FOR
AMSTEL AREA IN 21007

5. What are the design requirements for

1. Which users will make use of the gaming hub?
Amstel 21007

2. What are the future developments in gaming? 4. What programme is required for a gaming

hub?

3. What are the spatial implication as a result
of development in gaming?






GAMING TECHNOLOGY

WHAT ARE THE FUTURE DEVELOPMENTS IN GAMING?
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GAMING TECHNOLOGY

FUTURE GAMING

- ~~

s T i mmmmm—- S
f LeToe=TIIIIITNS RN
— 2 M . - S~ ~ N
————— = 4 /,,’ \\\\ S
—— = /’ s L NS \\
e = 7 4 .~ S
= = 4 7 4 ~ N
— /,/, ’ N \\\
— ’ .
= = = A A4 AN WA Y
e— 1 1 7 AV YA Y
= 1 17 AN YA
— 1 117 AN N Y
— 1011 [SERRY
e 111 T
— ] v
— [ | LI |
—— 111 [}
— L 1
—
— LI B | LI |
g
e [} [
e [ I} L |
—
— Vv I
— AN U Y 11 1
AN WA Y 171 1
A YA 1 1 1
AN Y 4 1 0
AN Y 4 1
LS Y 4 1 0
AR Y 4 7 0
s N \\ /, (R4
\\\\ ~ , ////
~ S S s ’
N Se -~ ‘e
O P 7 .
Se oSS - -7,
N, Nt mmmn==" -

~~~~~~

6™ gen 7" gen 8™ gen
Virtual & Augmented Reality Holography Zero gravity

RESEARCH



GAMING TECHNOLOGY
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SOCIAL AND SPATIAL RELATIONS
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Traditional
End focus

End stage Proscenium stage

Thrust stage End stage + ring
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Future
AR & VR

As far as the eye reaches

Communal augmented realities Individual augmented realities
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Amsterdam

What are the design requirements for Amstel 21007

O Train stations

Metro network

1111 A10 boulevard
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Extensive reach

(P)leisure city
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SITE

Mobility

Transition
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Urban scale

High dense area

The building is situated in the densest part of the city.
With high ground prices, efficient use of the space is

needed and landscape must be preserved.

RESEARCH
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FORM GENERATION
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PROGRAMME GENERAL

DESIGN

1
Load Path Criticality
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Scheduling of doud solve for Study 7 - Shape
Optimization in test has successfully started.
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AUGEMENTED REALITY

HOLOGRAM
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ENTRANCE

OUTSIDE INSIDE
21 °C




AIR CURTAIN
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ENTRANCE

RETRACTABLE FACADE
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ENTRANCE
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DESIGN



DESIGN



CENTRAL PLAZA

TRC CONTEXT RESEARCH DESIGN
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PROGRAMME BOTTOM
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PROGRAMME BOTTOM

VIRTUAL REALITY AND
AUGMENTED REALITY GAMING ARENA

PUBLIC TRAINING MODUS

TRC CONTEXT RESEARCH DESIGN



PROGRAMME BOTTOM

VIRTUAL REALITY AND
AUGMENTED REALITY GAMING ARENA
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POLYMORPHIC BALUSTRADE
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1. WOOD COMPOSITE BALUSTRADE

2. STEEL EDGE U-BEAM

3 WOODEN FLOORING

4. STEEL STRUSS SYSTEM

5. PENDEL ANCHOR BOLTED

6. COUNTERWEIGHT

7. PIVOT BEARING

8. ELASTIC TENSION BAND

9 FLEXIBLE PIPE CONNECTION
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PROGRAMME TOP
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360 PANORAMA SKYBAR

+95400 FLOOR +3
CONTROL CENTER, RESTAURANT

+83400 FLOOR +2
DRONE PLATFORM, GAMING PLATFORM

+77400 FLOOR+1
GAMING PLATFORM, 2X ROOMS
(TRAINING, WORKSHOP, MEETING, ECT.)

+71400 MAIN LOBBY 0O
BEVERAGE & FOOD COUNTER,
PUBLIC CIRCULATION

+65400 BASEMENT - 0.5
ZERO GRAVITY ENTRANCES & RESTING AREA

+65400 BASEMENT -1
LOCKERS, TOILET ZERO,
GRAVITY MACHINE, STORGE

+61800 BASEMENT -2
TECHNICAL SPACE, PELTIER MACHINE,
HEAT EXCHANGE, HVAC
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ROUTING TOP

SLOW TRACK = SPIRAL RAMP

\\\\\\\\\\\\\\\\\\\\\\\\\\\\\\\\\\\\\\\\\\\\\\\\\\

NOOOOOOQ@@@@@QOOOOOV
W 2%
oz / 2P IORNS

7/ CISIS NN
SIS

i i~ Y00 00a 00N
t  WV/lls £J0)0/0/0/0/010 PO

7
Z

{0/0@/0/0/0@O0ENY

/A
GAAAA |

mps (Wiee T
e “ %\Q\\\@\ OZO/@/W :




PROGRAMME TOP

INFINITE ZERO GRAFVITY LOOP «

MULTIFUNCTIONAL ZERO GRAVITY ARENA

+65400 BASEMENT - 0.5
ZERO GRAVITY ENTRANCES & RESTING AREA




PROGRAMME TOP

CHANGING ROOMS & TOILETS

STORAGE

+65400 BASEMENT -1
LOCKERS, TOILET ZERO,
GRAVITY MACHINE, STORGE

+61800 BASEMENT -2
TECHNICAL SPACE, PELTIER MACHINE,

HEAT EXCHANGE, HVAC
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PROGRAMME TOP

PELTIER MACHINE & HEAT EXCHANGER

+61800 BASEMENT -2
TECHNICAL SPACE, PELTIER MACHINE,

HEAT EXCHANGE, HVAC



ROUTING TOP

SLOW TRACK = SPIRAL RAMP
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PROGRAMME TOP

MULTIFUNCTIONAL ROOMS

MULTIFUNCTIONAL ROOMS
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TECHNICAL SPACE, PELTIER MACHINE,
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PROGRAMME TOP

+83400 FLOOR +2
DRONE PLATFORM, GAMING PLATFORM
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PROGRAMME TOP
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PROGRAMME TOP

BAR AREA
+101800 FLOOR +4
360 PANORAMA SKYBAR
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CONTROL CENTER, RESTAURANT
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ZERO GRAVITY GAMING

EARTHS GRAVITY ZERO GRAVITY ENVIRONMENT
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ZERO GRAVITY GAMING
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SCHOOL WORK AND PLAY, (1981)
NEIL ARDLEY




NEW TACTICS & RULES




ZERO GRAVITY GAMING
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(semi translucent conducting mate-

1. Graphine electrode nano plates
rial used in phones)
6. Zero gravity soft impact seating

5. Wood composite floor bolted to
panel

3. Termal paste attaching interiour
main frame

Gravity Arena attached to base
and zero gravity device

4. Canopy beam bolted to main

2. HEA 600 main structure Zero
frame

7. Belt fastener

ZERO GRAVITY GAMING

INTEGRATED SEATING




ROUTING TOP

FAST TRACK = ZERO GRAVITY
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STRUCTURAL DESIGN

STEEL LIFT SHAFT

DESIGN



STRUCTURAL DESIGN

STEEL LIFT SHAFT

CONTEXT RESEARCH DESIGN



STRUCTURAL DESIGN

STEEL LIFT SHAFT

TRC CONTEXT RESEARCH DESIGN



STRUCTURAL DESIGN

STEEL LIFT SHAFT

TRC CONTEXT RESEARCH DESIGN



STRUCTURAL DESIGN

STEEL LIFT SHAFT

TRC CONTEXT RESEARCH DESIGN



STRUCTURAL DESIGN

STEEL LIFT SHAFT

TRC CONTEXT RESEARCH DESIGN



STRUCTURAL DESIGN

STEEL LIFTSHAFT BRACED BY CONCRETE STRUCTURE
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STRUCTURAL DESIGN

HIGH PEFORMANCE CONCRTE CANOPY / CRANE STRUCTURE
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STRUCTURAL DESIGN

CONCRETE FLOORSLAB

DESIGN



STRUCTURAL DESIGN

/ZERO GRAVITY STEEL STUCTURE SECURED TO FLOOR

DESIGN



STRUCTURAL DESIGN

/ZERO GRAVITY MACHINE BUILD WITH
GRAPHENE CONDUCTING NANO PLATES

Relatively Constant Electric Current cooling water current

.I capper plate

insulatar

Bitter-magnet

DESIGN



STRUCTURAL DESIGN

TWO HORIZONTAL TRUSSES
AND CROSS BEAM

DESIGN



STRUCTURAL DESIGN

VERTICAL BEAMS

DESIGN



STRUCTURAL DESIGN

HORIZONTAL FLOOR BEAMS

DESIGN



STRUCTURAL DESIGN

LIGHTWEIGHT WOODCOMPOSITE FLOOR SLABS

DESIGN



STRUCTURAL DESIGN

DIAMOND STEEL GRID FOR STABILITY AND ETFE FACADE PILLOWS

DESIGN



STRUCTURAL DESIGN

MULTIFUNCTIONAL ETFE FACADE PILLOWS
- MULTIMEDIA SCREEN
- PHOTOVOTAIC CELLS
- INSULATING AND COOLING CAPACITY







ENERGY DESIGN

SOLAR ENERGY
MULTIFUNTIONAL ETFE FACADE WITH PHOTOVOLTAIC CELLS GENERATE ELEC-
TRICITY FOR DIRECT USE AND STORAGE IN BATTERY LOCATED IN BASEMENT

} -+ -+ -+ -




ENERGY DESIGN

HEAT GENERATION
ZERO GRAVITY MACHINE IS COOLED BY COOLING LIQUID AND PELTIER ELEMENT, EX-
CESSIVE HEAT IS EXTRACTED BY HEAT EXCHANGER AND TRANSFERRED TO NEARBY
USERS

-
BUSINESES = . > RESIDENTIAL

DESICGN



CLIMATE DESIGN

SUMMER SITUATION
EXCESSIVE HEAT IS NATURALLY VENTED AWAY (MECHANICALLY WHEN DRAFT IS NOT
PROMENENT ENOUGH) AND COOL AIR IS PROVIDED BY HVAC MACHINE

OPEN HATCH

SOLAR RADIATION
ABSORBED AS ENERGY
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CLIMATE DESIGN

SUMMER SITUATION
EXCESSIVE HEAT IS NATURALLY VENTED AWAY (MECHANICALLY WHEN DRAFT IS NOT
PROMENENT ENOUGH) AND COOL AIR IS PROVIDED BY HVAC MACHINE

OPEN HATCH
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CLIMATE DESIGN

WINTER SITUATION

COLD AIR IS HEATED BY HVAC MACHINE AND VENTILATED THROUGH THE BUILDING
ETFE FACADE IS FILLED WITH HOT AIR TO MAINTAIN INTERNAL TEMPERATURE

SOLAR RADIATION
ABSORBED AS HEAT

~ CLOSED HATCH

DESIGN

AIR INTAKE



WINTER SITUATION
COLD AIR IS HEATED BY HVAC MACHINE AND VENTILATED THROUGH THE BUILDING
ETFE FACADE IS FILLED WITH HOT AIR TO MAINTAIN INTERNAL TEMPERATURE




FACADE
SUNRISE
6:00AM




FACADE
MID-DAY
12:00




FACADE
DAWN

19:00




FACADE
MIDNIGHT
11:00PM
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