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Electronic Sports or “eSports” is a form of competition that happens 
on the virtual stage with high intensity moments and visually stunning 
graphics. In recent years, eSports has garnered much success globally, 
being supported by many large sponsorships and companies. The rapid 
growth of competitive gaming can be attributed to the introduction of 
improved broadband technology, allowing for faster network speeds and 
communication, and ushering in a new age for competition.

While the eSports phenomenon has brought together young players and 
formed teams that dominate the virtual playing field, the corresponding 
architecture has been poor in supporting this. Live eSports events involve 
occupying existing arena spaces with an adaptive approach instead of a 
dedicated facility. A purpose-built space for eSports could provide more 
opportunities to younger people, and change the stigma that plagues 
gaming culture by raising awareness of the phenomenon. 

“Good Luck, Have Fun” is a research project exploring the theory of 
Feng Shui, a theory of balance to support the social structure that eSports 
brings about, as well as the programme, materiality, and structure to 
maintain the health of the players and spectators. The outcome is to 
design a facility that responds architecturally to the principles of Feng 
Shui on Auckland’s Wynyard Quarter. 

ABSTRACT



• Counter Strike: Global Offensive (CS:GO): A popular multiplayer 
shooting game. 

• Electronic Sports (eSports): A multiplayer video game played 
competitively, typically by professional gamers.

• Feng Shui: An Eastern system of rules or laws that influence spatial 
arrangement and orientation in relation to the flow of energy when 
designing buildings. 

• The Five Elements: A concept used in many traditional Chinese 
fields of study to explain a wide range of phenomena in the physical 
world. 

• Multiplayer Online Battle Arena (MOBA): A subgenre of games 
that revolve around real-time strategy and team co-ordination.

• League of Legends (LOL): The worlds most popular MOBA to 
date. Teams of five players co-ordinate with each other to win. 

• Defence Of The Ancients (DOTA or DOTA 2): Another popular 
MOBA.

• Overwatch: A popular multiplayer first-person shooter game.

• Profession players: People who are considered the best at a game at 

the competitive level. 

• Qi: Breath, or life energy that flows within animate and inanimate 
objects.

• Role Playing Game (RPG): Game where the player controls an 
avatar to explore its given universe. 

• Vomitory: An entrance through the banks of seats of a theatre or 
stadium .

• Yin-Yang: Represents balance and harmony. A symbol represented 
as a light and dark swirl within a circle, with a dot in the centre of 
each swirl of the opposite colour. 

DEFINITIONS
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1.1 Background of the Project

“To be in the right place facing the right direction, doing the right thing 
at the right time is, then, a cross between being practically efficient and 
being ritually correct. It is being in tune with the universe”1

-Stephan Feuchtwang 

Feng Shui is the ancient Chinese theory which aims at helping people live 
in harmony with the environment to achieve wealth, health and happiness. 
This theory of a balanced lifestyle first originated from China, therefore 
an understanding of how it influenced the design of traditional Chinese 
architecture is important. A feature of classical Chinese architecture is its 
attention to the concept of orientation. Since China is located north of the 
equator, it is usually cold during the winter and warm during the summer. 
By orienting buildings to face south, they benefit from the southeasterly 
winds and sun. This idea of orientation developed further into a special 
branch of art called Feng Shui. 

The concept of Feng Shui, the art of adapting a building to harmonize with 
the local environment and its climatic conditions, was based on the idea 
that people should live and work in harmonious surroundings, a principle 

1 Skinner, Stephen. Feng Shui. Boston: Tuttle Publishing, 2011, 17.

of almost universal appeal. 2 The theories and practices can split into two 
categories called the Form School and the Compass School.3 The former 
is concerned with the physical makeup of the environment, geography 
and these principles can be applied either on a macro scale, for example, 
site selection, or on a micro scale like interior layouts of a dwelling. This 
research project will focus on the Form School category owing to its 
design implications which is more appropriate and applicable within 
the context of this project. The Compass School is another school of 
thought based on the compass directions to located auspicious directions 
which within the context of architecture can be interpreted as the ideal 
orientation for the building.4

The second field of study is the global phenomena known as “eSports” 
or “electronic sports”. It is the professional video game matches where 
players compete against other players and can be played casually or 
competitively before an audience. In recent years, eSports has become 
increasingly popular as a spectator sport especially amongst the younger 
demographic where the most popular type of eSport is based on strategic 

2 Stevens, Liana., and UNITEC Institute of Technology. School of Design. 
Feng-shui. UNITEC Institute of Technology. SD. 1998, 5.
3 Michael Y. Mak, S. Thomas Ng, The art and science of Feng Shui—a study on 
architects’ perception, Building and Environment, no. 40. (2005): pp.428, http://www.
sciencedirect.com/science/article/pii/S0360132304002197.
4 Rodika Tchi, “What Is the Feng Shui Compass School?,” The Spruce, last 
modified July 4, 2007, https://www.thespruce.com/feng-shui-history-the-compass-
school-1275251.
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team-based play. This project will use the genre “Multiplayer Online 
Battle Arena” (MOBA) as the main reference and more specifically the 
game called “League of Legends” (LoL) This game sees ten player-
controlled characters appear on the screen in a virtual battle arena, where 
the objective of the game is to destroy the enemy base in a five versus 
five fomat. It draws similarities to chess from a strategic standpoint, but 
is also different in that it requires real-time responses, reflexes and strong 
team co-ordination to outperform the opposing team in order to win the 
game. 

ESports has been a target of social stigma simply due to its inherent 
existence as a video game. Gaming culture generally has a bad reputation 
and is usually seen as a form of escape, detachment from reality and 
negatively impacting youth culture. This has grown into a larger problem 
known as online toxicity and abuse.5 Anonymity on the internet can 
provide certain levels of safety but also allows extremely offensive 
behaviour and speech to go largely unpunished, and this is even more 
common in eSports than any other digital activity. This research project 
attempts to design a facility which responds to the implications that are 
outlined in Feng Shui theory, to address the underlying problems that 
exist in the eSports culture and form an architectural response. 

5 “Foul Play: Tackling Toxicity and Abuse in Online Video Games,” The 
Guardian, last modified August 24, 2018, https://www.theguardian.com/games/2018/
aug/17/tackling-toxicity-abuse-in-online-video-games-overwatch-rainbow-seige.

1.2 Project Outline

This project proposes a new dedicated eSports facility located in Auckland 
City’s Wynyard Quarter. A masterplan informed by Feng Shui qualities 
will be introduced later in this document. It is designed with a “degrees of 
intimacy” in mind, where the most intimate and private areas are closer 
to the water, and transitions into a more active and social space further 
away from the water.

1.3 Aims and Objectives of the project

The aim of this project is to create an eSports facility using the principles 
of Feng Shui to promote a healthier gaming lifestyle for the gaming 
community within Auckland, New Zealand.

The project also aims to use the concept of competitive video gaming as 
a device to raise social awareness about eSports. This can be achieved by 
utilising the principles of Feng Shui to portray this idea about a balanced 
culture. These principles can be broken into three major concepts of 
Yin-yang, the Five Elements, and Qi.6 They each represent the theory of 

6 Benjamin D. Fisher, “Mindful Architecture,” (master’s thesis, The University 
of British Columbia, 2016), https://issuu.com/bfishious/docs/mindful_architecture_
exported2. 
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duality, the physical makeup of the universe, and the ever flowing energy 
of life respectively. It is also a response to the growing eSports industry 
both globally and nationally. The social challenge is how to improve the 
view of the gaming community without causing damage to its social 
perception, whereas the architectural challenge involves designing a 
building that can elevate the live eSports experience. 

Architecturally, this will result in spaces that primarily reflect these Feng 
Shui principles and in the overall form of the building. The architecture 
is designed to enhance the experience between the players and the 
spectators, and the space they perform in. 

The objectives are to:

• Investigate the concepts of the dualistic nature shown in Yin-Yang, 
the worldly view of the Five Elements and what their spatial and 
material implications are.

• Design an arena which applies the above principles and represent 
them either/or in the spatial layout or outer form to test the application.

• Integrate the design into the urban landscape to engage the wider 
public and introduce the idea of a degree of intimacy. 

1.4 Research Question

How can the principles of Feng Shui be translated architecturally to a 
modern gaming facility?  

1.5 Scope and Limitations

The project is about using eSports as a social platform where people with 
similar interests can congregate. It represents an entertainment space 
where the community can socialise and meet new people that they played 
with online, and represent the culture to the wider public. The architecture 
and context are designed largely with the principles of Feng Shui along 
with structure and certain urban planning parameters which will inform 
crucial parts of the design.
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The scope of the research project addresses the competitive scene of 
gaming which is generally team oriented and strategy based. It is about 
creating a facility for the community, under Feng Shui theory, and should 
not be compared with traditional sports like soccer, basketball or rugby, 
etc. The project is not about replacing the idea of traditional sports but to 
enhance the experience of eSports as its own unique genre of competition. 

The limitations of the research project are that it will only follow the 
Feng Shui theory and explore its principles of balance to design a facility 
which represents these principles, and is not a combination of other 
theories to create an ideal eSports facility. Certain ideas may be limited 
in its representation of Feng Shui due to restrictions in urban planning 
or structural requirements, but most conscious decisions will largely be 
influenced by it.

Feng Shui is a very broad and deep concept and to fully understand the 
meanings of the philosophy as well as its application is out of the scope 
of this project. This research project through analysis and testing of the 
ideas that Feng Shui implies, attempts to interpret these principles into the 
design; and this will inform the architecture in several aspects including 
its envelope, spatial arrangement and materiality.

1.6 State of knowledge in the field

Gaming culture historically has been stereotyped to people who are 
unhealthy, unemployed or generally out of balance in their lifestyle. 
Gaming can be seen as an escape from the real world, and it has the 
potential to ruin people’s jobs, relationships and health through addiction 
and lack of social interaction. Through analysis and testing of the ideas 
that Feng Shui implies, this research project attempts to express this using 
architecture, as a response to the imbalance with the gaming culture. By 
utilising certain techniques in form and spaces in Feng Shui the intention 
is to encourage social interaction and a balance between having a passion 
for the game and sharing it with other people. This forms a healthier 
community where people can socialise and create a physical presence 
rather than just an online identity. 

The inception of eSports is now one of the world’s fastest growing 
industries and has been able to unite a community through their love of 
competition. It also represents the future of competition in our heavily 
digital based society where there is a new spectator sport out there, 
alongside existing forms of entertainment. 
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Figure 2: Methodology showing interpretation of Feng Shui
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Figure 3: “Five Element Framework,” n.d.https://www.tcmworld.org/what-is-tcm/five-elements/
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1.7 Methodology

The methods used in this project include the testing of the Five Elements 
of Feng Shui through making physical models to represent each element, 
drawings that show the atmosphere and interior quality of the space. Each 
element is unique and can be represented in many ways, but within the 
context of architecture, the main representations are usually: shape/form, 
colour, materiality, orientation. e.g. earth can be shown very literally, as 
earth, or it can also be represented as its respective colours of yellow. 
Water can also be literal water, or it can be represented as a pathway, 
which denotes a stream of flowing water.

General requirements to formulating the brief include: functional, 
spatial, structural and conceptual. The process will involve research into 
the principles of Feng Shui, precedents that correspond with the theory 
and drawings plus models. This process will then be repeated, with each 
experiment recorded and altered, with the aim to find an architectural 
response to the research problem. This project will test these ideas in the 
proposed site, which will be chosen appropriate to the program. 

A large part of the design process will be carried out through trial and 
error via experimentations, with models and drawings to represent the 
implications of the theories of Yin-Yang and the Five Elements, then 
evaluating its success. This is a type of “design by research” which is 
a back and forth approach to design. This process is repeated until the 

desired outcome is achieved. 

The typology of existing large scale stadiums, sports arenas, academies 
and villages are likely to be a big factor in determining the form in 
collaboration with a strong architectural response to Feng Shui. However, 
other criteria such as topography, and tectonics will also play a major role 
in the later stages of the design process of this project but may not be as 
impactful as the Feng Shui conceptual design for a starting point. For 
instance, the project may begin by studying similar building typologies, 
such as gaming houses, stadiums, etc. and attempt to draw comparisons 
between them to understand what is necessary in the design for this 
specific typology.  

The methodology will include a thorough analysis of Feng Shui, 
precedents of building typologies and comparing them to find out what 
aspects can be adapted and what needs to be improved on.  

The programs within the masterplan will be subject to evaluation and will 
be assigned an element from the Five Elements depending on its inherent 
degree of intimacy, which will then have the inverse element represented 
in its architecture to represent the quality of Yin-Yang. This ensures that 
the architectural language throughout the project remains consistent. 
The masterplan will also be arranged according to a level of intimacy. 
By using this method it promotes the dualistic nature shown in Yin and 
Yang, and incorporates the Five Elements and what they represent into 
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Figure 4: “The elemental forms of the mountains,” , n.d.https://
archnet.org/system/publications/contents/3989/original/DPT0576.
pdf?1384778037.

Figure 5: “Manifestation of the 5 Elements,” n.d.https://archnet.org/system/
publications/contents/3989/original/DPT0576.pdf?1384778037. 
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Figure 6: Diagram interpreting Feng Shui into 3 principles.
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the design. Lastly, since Qi is a constantly changing concept of energy, it 
is represented by the occupants of the building, which will influence the 
circulation design of the architecture.

The project will utilise this method for most of the design decisions. By 
following the proposed diagram, it ensures that the architectural language 
of the design is kept consistent from the micro-scale to macro-scale. 

1.8 The Manifestation of the Five Elements

Teh Tien Yong’s article “FENGSHUI: Its Application in Contemporary 
Architecture” suggests a way where Feng Shui can be localised for 
contemporary architecture, using the Five Elements as inspiration for 
architectural application.  Using this established hierarchy, it gives a 
degree of flexibility in conforming with the Five Elements of Feng Shui, 
allowing experimentation of several other options if the most preferred 
one cannot be fulfilled due to urban and planning constraints.7

7 Teh Tien Yong, “FENGSHUI: Its Application in Contemporary Architecture,” 
Archnet, accessed September 4, 2018, https://archnet.org/system/publications/
contents/3989/original/DPT0576.pdf?1384778037.
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 Origins of eSports

The eSports industry is a global cultural phenomenon. In 2018 the global 
eSports audience is expected to rise to 215.2 million in 2018 and expected 
to grow to 306 million in 2021.  In the coming year, the global eSports 
economy will grow to $906 million.8 

The first video game tournament ever was staged in 1980 by Atari, 
producer of the video game version of Space Invaders. It happened 
in New York with a television broadcast and was on newspapers with 
regional events in Los Angeles, San Francisco, Forth Worth, Chicago and 
New York City.9 Over 10,000 people participated which is similar to the 
numbers that eSports competitions are boasting today, and this pails in 
comparison when taking into account online viewership, which easily 
reaches the hundreds of thousands of unique viewers. Space Invaders 
while primitive, essentially paved the way for modern eSport events, 
such as the most popular eSports titles today like League of Legends, 
Overwatch, CS:GO and DOTA 2.

ESports arose as a product of the  conceptual models of the  rise of the 
video game industry. Arcade eSport events became an important part of 

8 Zhouxiang Lu, “From E-Heroin to E-Sports: The Development of 
Competitive Gaming in China”, The International Journal of the History of Sport, 
33:18, (2006): 2186-2206, DOI: 10.1080/09523367.2017.1358167.
9 Ibid.

2.1 CONTEXT RESEARCH 

Figure 8: Space Invaders World Championship from 1980–1981. Pioneering E-Sport:
The Experience Economy and the Marketing of Early 1980s Arcade Gaming Contests.
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the emerging economy in the early 1980’s.10

The term “eSports” or “electronic sports” are professional video game 
matches where players compete against other players in front of a 
crowd of spectators.11 In recent years, eSports has become increasingly 
popular as a spectator sport especially amongst younger viewers. The 
most popular type of eSport is based off strategic team-based play.  This 
project will use the “MOBA” genre (Multiplayer Online Battle Arena) 
as the main reference and more specifically the game called “League 
of Legends.” This game,  sees ten player-controlled characters appear 
on screen in a virtual battle arena, where the objective of the game is 
to destroy the enemy base. It is not too dissimilar from chess from a 
strategic standpoint, but also requires real-time responses and reflexes 
to outperform the opposing team and eventually win the game as seen in 
more traditional sports. 

10 Michael Borowy and Dal Yong Jin, “Pioneering ESport: The Experience 
Economy and the Marketing of Early 1980s Arcade Gaming Contests,” PhD diss., 
Simon Fraser University, 2013, International Journal of Communication 7 (June 12, 
2013).
11 Arizona Law Review, accessed October 6, 2018, http://arizonalawreview.org/
pdf/57-3/57arizlrev823.pdf.

Figure 9: Jeremy Wacker, “Professional match between two teams, live at the North 
American broadcasting studio,” , 2016, https://sports.yahoo.com/not-brief-timeline-
current-league-000000257.html.
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The Influence of live events

In a 2013-2014 study conducted by Eventbrite, they revealed new and 
interesting insights about the gaming community and the wider eSports 
industry.12 As one would expect from attending a live event, it is all about 
the electric atmosphere created from thousands of other people with a 
similar interest.  The gaming industry is seeing a cultural shift where 
rather than simply tuning in to the action alone or in smaller groups, fans 
are looking for more opportunities to come together and experience the 
event, live, with thousands of other people.13 Eventbrite found that over 
eighty-one percent of gamers attend to be part of the community and over 
sixty percent say they go to live events and tournaments to connect with 
friends that they have met and played with online.14  This is important 
because eSports begins to evolve from being an activity that is regarded 
as antisocial towards being a cultural phenomenon that has influenced 
many of the younger generation’s lives. It starts to become an important 
factor in their lives, another way of expressing ourselves to each other 
which is an important form of communication. 

12 The ESports Effect: Gamers and the Influence of Live Events, report, 2015, 
, accessed April 27, 2018, http://www.eventhosts.org/wp-content/themes/iaeh/lib/cpt/
resources/download.php?id=984.
13 Ibid.
14 The ESports Effect: Gamers and the Influence of Live Events, report, 2015, 
, accessed April 27, 2018, http://www.eventhosts.org/wp-content/themes/iaeh/lib/cpt/
resources/download.php?id=984.

Gamers also enjoy being a part of the atmosphere. According to the DNZ18 
report, sixty-six percent say that a live eSports event is an opportunity for 
them to experience games and many find the lights, sounds, screens and 
stages are all tempting reasons to attend live events, in addition to having 
the opportunity to meet the pro players themselves.15 Furthermore, a 
portion of the fans take it upon themselves to dress up for the event in 
cosplay, adding to the overall excitement for the events. 

Making live eSports events more engaging

The report also states that gamers would like to attend more events more 
often, and in more places.  They are willing to travel far and wide to 
attend these events and conventions in person, just like any other live 
event.16 Across the survey, there is evidence that suggests the participants 
want more from these live events, i.e. more exclusive opportunities that 
a gamer could only experience from the live event, or a VIP experience. 
This usually includes a meet and greet with pro-players, or seats which 
brought the spectator closer to the action. Moreover, the fans wanted 

15 Brand, J. E., Todhunter, S. & Jervis, J. (2017). Digital New Zealand 2018. 
Eveleigh, NSW: IGEA.
16 Ibid.
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Figure 10: Players explore new game experiences and ways to create with games, from Digital New Zealand 2018.
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something to do in-between games, i.e. other musical performances or a 
smaller tournament within the larger tournament.17

Taking these desires in mind presents a design opportunity to further 
test how the architecture can meet these demands to provide an overall 
enhanced live experience.

17 The ESports Effect: Gamers and the Influence of Live Events, report, 2015, 
, accessed April 27, 2018, http://www.eventhosts.org/wp-content/themes/iaeh/lib/cpt/
resources/download.php?id=984.

The people in the community

Digital New Zealand 2018 survey reports the average age of people 
within the eSports community is thirty-four years old and around forty-
six percent within the sample are female.18

Within the creative community, most players can share their passion 
of eSports by playing games with others, creating guides, and posting 
gameplay videos online. The platforms in which these are shared are 
usually on popular video streaming sites such as Twitch and YouTube. 
The following diagram also shows how others extend this engagement 
within the community by creating content to help newer players when 
first starting out or sharing their knowledge in forums and wikis. 
Furthermore, the culture leads to people dressing up as their favourite 
characters for events, often known as “cosplay” to physically represent 

18 Brand, J. E., Todhunter, S. & Jervis, J. (2017). Digital New Zealand 2018. 
Eveleigh, NSW: IGEA.
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their passion for their game.19  

League of Legends

League of Legends (LoL) is a Multiplayer Online Battle Arena (MOBA) 
developed by Riot Games on October 27th, 2009.20 

19 Brand, J. E., Todhunter, S. & Jervis, J. (2017). Digital New Zealand 2018. 
Eveleigh, NSW: IGEA.
20 Ibid.

It is a high intensity, competitive online game that focuses on working 
together with your team to bring down the enemy base.21 Two teams of 
five players each controlling unique characters with different playstyles, 
battle head-to-head with each team trying to out-strategize the other.  The 
idea of the game is like chess, in the way that a large portion of the game 
is developing a strategy to not only outplay your opponent, but to think 
ahead and to influence the game in your teams favour. 

LoL is a simple game in theory, but takes many years to master, and the 
best players in the world are revered by the fans and their popularity 
is also not something to be overlooked. Professional players are often 
younger than most athletes in other traditional sports but can earn a 
respectable amount of money for their age. 

It is by far the most popular video game in the world22, and thus will 
be the main game that will be referred to in this research project. In 
2016, the game peaked at one-hundred million monthly players  and 
this has inspired other games to follow a team-based playstyle with a 
straightforward objective seems to be the norm. 

21 “What is League of Legends?,” League of Legends, accessed September 28, 
2018, https://na.leagueoflegends.com/en/game-info/get-started/what-is-lol/.
22 “League of Legends,” Wikipedia, the Free Encyclopedia, last modified 
September 23, 2018, https://en.wikipedia.org/wiki/League_of_Legends.

Figure 11: League of Legends gameplay.
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Figure 12: Infographic from Digital New Zealand 2018,
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The atmosphere that is usually generated is like any other major sporting 
event - it is generally electric - with live commentators, sounds and the 
visually captivating gameplay to keep the audience engaged. 

Figure 13: Teams from the North Amercan League Championship Series. (NALCS)
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Feng Shui and its principles

Feng Shui translates to wind-water and together it represents harmony 
and balance. It is the Taoist belief to achieve a complete balance between 
people and their environment.23 It can be split into 3 principles: Yin-Yang 
which is the theory of duality, the Five Elements which represent the 
physical makeup of the world, and the energy that flows perpetually, also 
known as Qi.24 

The second overlapping field of this research project attempts to design 
around the idea of Feng Shui, which largely emphasises the theme of 
balance. The theories and practices can split into two categories called the 
Form School and the Compass School.25  The former is concerned with 
the physical makeup of the environment and the latter are calculations 
based on the compass directions and eight trigrams, which are related to 
the fundamental principles of reality, seen as a range of eight interrelated 
concepts. This is often represented as a compass on top of an “Eight 
Trigrams” map.

23 Feng Shui- Principles, accessed April 11, 2018, http://iml.jou.ufl.edu/projects/
Spring04/McDonald/html/principles.htm.
24 Ibid.
25 Michael Y. Mak, S. Thomas Ng, The art and science of Feng Shui—a study on 
architects’ perception, Building and Environment, no. 40. (2005): pp.428, http://www.
sciencedirect.com/science/article/pii/S0360132304002197.

Figure 14: Characters for “Feng Shui”, n.d.https://9star.net/feng-shui-master, Thomas 
Lin Yun.



22  | Jack Luo

The Compass School is named after the ancient Feng Shui compass 
called the “Luo Pan” which translates to “a bowl containing the mysteries 
of the universe”.26  The trigrams themselves are related to astronomy, 
astrology, geography, anatomy, the family, and elsewhere.27 They are one 
of the tools to examine the energy within any space which influences 
how the space should be designed. Its architectural implications are about 
the orientation of a building, which could have an interesting influence 
during the design stages. 

26 Wallace H Campbell, Earth Magnetism: A Guided Tour Through Magnetic 
Fields (San Diego: Harcourt/Academic Press, 2001).
27 Michael Y. Mak, S. Thomas Ng, The art and science of Feng Shui—a study on 
architects’ perception, Building and Environment, no. 40. (2005): pp.428, http://www.
sciencedirect.com/science/article/pii/S0360132304002197
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The Five Elements 

According to the Taoist view of the world, everything in the universe 
is comprised of either; water, wood, fire, earth and metal. These Five 
Elements are then also described as having two opposing aspects of Yin 
and Yang. 

Each element can either support, dominate, boost or destroy another 
element. There are three different cycles where this can happen, the 
productive cycle, the dominant cycle and the reductive cycle.28

Under the theory, the template of nature’s phenomena, it governs all the 
explainable physical manifestations in the world into five “elements” 
or movements found in nature. They each include categories such as 
seasons, emotions, human senses, colours, polar directions and human 
organs.29 The Five Elements then describe the relationship and balance 
within ourselves, our environment and in nature. The theory covers a 
broad spectrum and can be used to explain any physical phenomena.” 
This is the driver that has the most architectural influence on the form and 

28 Stevens, Liana., and UNITEC Institute of Technology. School of Design. 
Feng-shui. UNITEC Institute of Technology. SD. 1998,5.
29 Teh Tien Yong, “FENGSHUI: Its Application in Contemporary Architecture,” 
Archnet, accessed September 4, 2018, https://archnet.org/system/publications/
contents/3989/original/DPT0576.pdf?1384778037.

Figure 15: The Five Elements calligraphy.
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easiest to visually represent in a design. 

Using a minimum of three of the Five Elements is crucial in maintaining 
the consistency of this project. This can be achieved by literally 
interpreting the actual element for what it is (i.e. a water fountain) or 
a symbolic representation (a path on the floor that suggests a stream). 
Every element also has an associated color: wood (green), fire (red), earth 
(yellow), metal (white, neutral), and water (black), and a design should 
balance these.30

The Five Elements of the Tao are like the Greek elements of water, earth, 
fire and air; however, air is excluded, and wood and metal are included 
instead. Air is excluded due to its physical makeup of water vapour, which 
is already considered to be part of the water element.31 Wood is a symbol 
for the entire vegetation of the earth and metal represents things that are 
created or extracted from the earth. Therefore, the Chinese perspective on 
the elemental makeup of the universe is more ecologically oriented than 
the Greek model because it includes both the creation and destruction of 

30 “Are There Design Rules to Follow? | Taking Charge of Your Health & 
Wellbeing,” Taking Charge of Your Health & Wellbeing, accessed October 5, 2018, 
https://www.takingcharge.csh.umn.edu/explore-healing-practices/healing-environment/
are-there-design-rules-follow?quicktabs_2=1.
31 Ibid.

the elements.32

“Wood is understood to be all vegetation, which is fed by water, and 
swallows, covers, binds earth, is cut down by metal implements 
and ignites; water is understood to be all forms of fluid including the 
liquefaction of metal by fire, and which can be solidified by being 
staunched with earth and earth is understood to mean all mixed, impure 
and inanimate substances including the ash produced by fire.”33

32 Teh Tien Yong, “FENGSHUI: Its Application in Contemporary Architecture,” 
Archnet, accessed September 4, 2018, https://archnet.org/system/publications/
contents/3989/original/DPT0576.pdf?1384778037.
33 “Five Phases of Transformation or the Five Elements | Taking Charge of 
Your Health & Wellbeing,” Taking Charge of Your Health & Wellbeing, accessed April 
28, 2018, https://www.takingcharge.csh.umn.edu/explore-healing-practices/what-
traditional-chinese-medicine/what-qi-and-other-concepts/five-phases-t.
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Yin and Yang

Yin and Yang literally translates to “dark” and “light” often misinterpreted 
as opposites is a concept of duality, that all things have two states and that 
equilibrium between the two is the most desirable. 

 “Yin-yang theory states that all things are complementary by nature 
and will always seek to be in balance. The opposites flow in a natural 
cycle always replacing the other. Just as a wave changes from a crest to a 
trough, Yin and Yang cycles through active and passive, dark and light.”34 

From Taoist belief, the universe can be perceived as having two different 
sides; anything with mass is considered Yin, representing earth, and the 
things ethereal to be Yang, or heaven. This concept is applicable in both 
the micro and macro scale.

A design should provide balance among the elements, which leads to 
a harmonious relationship between the architecture and the occupants. 
By understanding and recognising the infinite flow of dynamics between 
complementary opposites the architecture can respond in a way which 
feels almost natural.35

34 Feng Shui- Principles, , accessed April 11, 2018, http://iml.jou.ufl.edu/
projects/Spring04/McDonald/html/principles.htm.
35 “Five Phases of Transformation or the Five Elements | Taking Charge of 
Your Health & Wellbeing,” Taking Charge of Your Health & Wellbeing, accessed April 

Figure 16: The Five Elements calligraphy, https://www.kisspng.com/png-
japanese-calligraphy-ink-brush-yin-and-yang-kanji-4649185/
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28, 2018, https://www.takingcharge.csh.umn.edu/explore-healing-practices/what-
traditional-chinese-medicine/what-qi-and-other-concepts/five-phases-t.

Qi

Qi means “breath” or the energy that flows through all things in the 
universe, animate or inanimate.36 Feng Shui teaches how to influence this 
flow of energy, to best impact daily life. 

If Qi flows smoothly around a building, its occupants are likely to be 
healthy and wealthy, however if the Qi is blocked it may cause the 
opposite. Synthetic fibres, synthetic building materials, artificial lighting 
and air conditioning are examples that can negatively impact the Qi, 
which in turn negatively impacts its occupants. Mimicking naturally 
occuring forms can be good for Qi flow.37

36 “Qi and Feng Shui: An Introduction,” Qi Encyclopedia, accessed September 
28, 2018, http://qi-encyclopedia.com/?article=Qi%20and%20Feng%20Shui:%20
An%20Introduction.
37 Ibid. 

Figure 17: “Qi” calligraphy, https://fengshuibyjen.com/tips-
educational/feng-shui-qi/
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The new age of competition

As with most forms of entertainment, video gaming has served many uses 
for a range of audiences. Traditionally, most often people play games to 
pass the time, have fun and reduce stress, but recent studies show there is 
a shift in the way players think, with more interest in social engagement 
and a lust for competition. While the report by “Digital New Zealand 
2018” (DNZ18)  showed the top motivations for playing games were 
still dominated by the former, being challenged and engaging with other 
people socially are on the rise38, suggesting a more competitive aspect. 

Do video games matter? Roland Li’s “Good Luck, Have Fun” questions 
whether athletes, actors or artists bring any real tangible contributions to 
society beyond their respective mediums and yet they are still revered 
more than other people who directly provide the food, water, and shelter 
that sustain people.39

Gameplay is of itself a social activity, despite being heavily stereotyped 
as a non-social activity. Often this is due to a misunderstanding of the 
nature of the activity, i.e. a dimly lit room with a person hunched behind a 
computer. Others may be afraid of the change in which digital technology 

38 Brand, J. E., Todhunter, S. & Jervis, J. (2017). Digital New Zealand 2018. 
Eveleigh, NSW: IGEA.
39 Roland Li, Cendese, and Alexander, Good Luck Have Fun The Rise of 
ESports (Audible Studios on Brilliance audio, 2016), xx.

has affected the lives of the youth and this fear has negatively portrayed 
the gaming community. DNZ18 reports that while seventy-five percent of 
their sample indicated that they have played games alone at some time, 
only about fourteen percent say they actively play alone.40 This means 
that about eighty-six percent of the sample play with other people when 
possible. The participants also indicated that often they would play with 
people in the same room, then online with friends, and lastly online with 
strangers. 

The words “competition” and “video gaming” are intertwined with each 
other, so much that in our current generation they are hardly thought of 
as separate concepts. New advancements in technology that lead to faster 
broadband speeds and lower latency has allowed competitive gaming to 
become ubiquitous, as suggested by Li.41  The improvements in broadband 
technology support the global phenomenon that is eSports, but the most 
important factor is the passion shown by its respective community, 
including the players, sponsorships, investors, game developers and last 
but not least the fans. They made it possible, and their flaws and struggles 
have made eSports an imperfect phenomenon.42  Nowadays eSports has 

40 Brand, J. E., Todhunter, S. & Jervis, J. (2017). Digital New Zealand 2018. 
Eveleigh, NSW: IGEA.
41 Roland Li, Cendese, and Alexander, Good Luck Have Fun The Rise of 
ESports (Audible Studios on Brilliance audio, 2016), xx.
42 Roland Li, Cendese, and Alexander, Good Luck Have Fun The Rise of 
ESports (Audible Studios on Brilliance audio, 2016), xx.

2.2 LITERATURE REVIEW
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evolved into a cultural phenomenon amongst the younger demographic 
and continues to see growth every year, with an absurd rate of growth in 
its viewership, popularity and potential. For the players and fans alike, 
eSports is a passion and the agony of defeat can be just as compelling as 
the joy of triumph. 

Professional video gaming is already taking the world by storm, with 
big titles such as League of Legends, Counter Strike, and DOTA leading 
the charge. At the highest level of play, when the best players are pitted 
against each other with everything on the line, the level of competition 
reaches new heights and makes it more entertaining for the fans of the 
game. Li explains that by evoking strong emotions, professional players 
and the games they play become worthy of attention and it engages the 
audience with their time.  

Video games as an artform

The term “arts” within this context should be regarded closely with the 
word “skill.” Martial arts, fine arts, culinary arts, etc. can be translated as: 
fighting skills, drawing/painting skills and cooking skills. The interactive 
nature of video games differentiates it from other types of art, like film or 
theatre. Playing at a high level becomes a craft when there is an inherent 

challenge that the games presents, either against the computer or other 
players. The competitive aspect of eSports allows players to demonstrate 
their skill which allows people to express themselves with their own 
signature playstyles. Roland Li suggested that games are a new medium 
where people have a new way to express themselves by taking the player 
into a new virtual place, which for some may be seen as a future detached 
from reality.43

 In high level competitive play, the best players from the region 
demonstrate their mastery over the game both individually and as a 
team, the latter of which is arguably harder to achieve. Teams can be 
formed by anyone; a group of friends, or hand picked by a coach from 
an existing organisation. Games are won and lost largely from how 
capable a team can communicate information between their members 
and perform together. Given how challenging it can be for five people to 
be in complete synergy, it can be extremely entertaining to watch a team 
succeed in that regard and that team synergy is also what makes it an art. 
In Freeman Guo and Wohn Donghee Yvette’s research “Understanding 
eSports Team Formation and Coordination” they found that for a top tier 
team to perform well they need to have a shared mental model of the task 
environment and the task itself, along with a mental model of interacting 
team members’ tasks and abilities.44 This idea of team synergy is what 

43 Ibid.
44 Guo Freeman and Donghee Y. Wohn, “Understanding eSports Team 
Formation and Coordination,” Computer Supported Cooperative Work (CSCW) 27, no. 
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separates a good team from a great team and happens to be the most 
entertaining from a spectator’s point of view. 

Gaming can be perceived as an artform in the same way a painting 
is able to evoke strong emotions. There is a beauty and aesthetic to a 
professional gamer’s movements, their knowledge and understanding of 
the game, along with the synergy a team has with each other according 
to Roland Li.  This idea is further expanded In Jonathan Pangle and 
Matthew Bridgewater’s “Can Video Games be Art?” research paper, 
stating that making something with our own hands which can then move 
the audience results in a work of art.

The film critic Roger Ebert (1942-2013) in his article “video games can 
never be art” argued that while video games had an enormous appeal 
to his sense and emotions, it could never be art.45 His claim that “no 
video gamer now living will survive long enough to experience the 
medium as an art form” is formed on the basis that he himself has never 
played a game.46 Kellee Santiago, an American video game designer and 
producer, disagrees. In her TEDx talk at USC she analogizes a prehistoric 

3-6 (2017): xx, doi:10.1007/s10606-017-9299-4.
45 Ibid.
46 Roger Ebert, “Video Games Can Never Be Art | Roger Ebert’s Journal | Roger 
Ebert,” Movie Reviews and Ratings by Film Critic Roger Ebert | Roger Ebert, accessed 
September 11, 2018, https://www.rogerebert.com/rogers-journal/video-games-can-
never-be-art.

cave painting and the painting on the ceiling of the Sistine chapel by 
Michelangelo and states that eSports is currently more akin to the cave 
painting but has the potential to evolve into a masterpiece.47

Evolution of eSports culture

The emergence of eSports as a business factor in youth culture is quite 
often described as a ubiquitous cultural phenomenon of worldwide 
importance, however the reality is that eastern and western value systems 
represent this culture differently.  In a study by Michael G Wagner 
“On the Scientific Relevance of eSports” he discovered that within the 
United States and Europe the history of competitive gaming is usually 
associated with first-person shooter games whereas eastern eSports in 
Korea preference was shown towards “Massively Multiplayer Online 
Role Playing Games” (MMORPG) and “Real-time strategy” (RTS) 
instead.48  During the mid-nineties Korean policy makers deregulated 
advanced telecom applications which caused a rapid growth of the 
Korean broadband infrastructure.49 This infrastructure allowed Korea to 
broadcast computer gaming events such as the popular “StarCraft” title 
which resulted in a gaming culture where professional players gained a 

47 Ibid.
48 Ibid.
49 “Kellee Santiago: Are Video Games Art?,” YouTube, July 29, 2010, https://
www.youtube.com/watch?v=6GjKCnPQlSw.
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similar status attributed to high profile athletes within the United States.50

 
In a 2015 report by Eventbrite “The eSports Effect: Gamers and the 
Influences of Live Events” they found that the gaming industry is seeing 
a cultural shift. Rather than watching the action at home or in smaller 
groups, people are looking for more opportunities to attend live events 
and be part of the atmosphere.51 This idea is also implied in “Space Time 
Play: Computer Games, Architecture and Urbanism: The Next Level” 
by Borries, Walz, and Bottger, where they hypothesized that playing 
in a living room is different from playing on a computer, which is also 
different from playing in a public setting such as a bar.52  To many, spaces 
dedicated to gaming may sound like an absurd idea and may be regarded 
as unimportant, but this can change the way games are being played on 
the professional level and how it is spectated.

50 Michael Wagner, “On the Scientific Relevance of eSports,” (2006), 437-442.
51 The ESports Effect: Gamers and the Influence of Live Events, report, 2015, 
, accessed April 27, 2018, http://www.eventhosts.org/wp-content/themes/iaeh/lib/cpt/
resources/download.php?id=984.
52 Friederich von Borries, Steffen P. Walz, and Matthias Böttger, Space Time 
Play: Computer Games, Architecture and Urbanism : the Next Level (Basel: Birkhäuser, 
2007), xx.

Figure 18: Diagram showing why New Zealanders play,  Digital New Zealand 2018.
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Concerns about gaming

The controversial debate about video game violence is often brought 
up within the gaming culture and is a big concern by parents for their 
children. Speculation on whether video game violence had an effect on the 
physiological desensitisation to violence in real life came into question 
and it appears that individuals who play violent video games eventually 
experience a physiological numbing towards it. This raised concerns 
towards children who are exposed to it, as the younger demographic 
make up the target audience of video games and eSports to an extent.53

In “Digital New Zealand 2018” (DNZ2018) they reported that these 
concerns have changed recently with the top of the list of concerns for 
adults being sexual predators and demeaning depictions of women. At 
the bottom of the list are sex and violence which were traditional points 
of concern for classification. 54

53 Brand, J. E., Todhunter, S. & Jervis, J. (2017). Digital New Zealand 2018. 
Eveleigh, NSW: IGEA.
54 Ibid.

Figure 19: Diagram showing concerning elements in media, Digital New Zealand 2018.
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Winning and Losing

One inevitable aspect of competitive gaming is where one team must 
emerge victorious, and the other in defeat. In eSports, whilst most would 
consider games to be strategic and require quick reflexes and a good 
amount of knowledge about the game to succeed, there is a fair amount 
of luck involved. Unlike the game of chess where luck is basically a 
non-factor because it is a strategic turn-based game, eSports adds another 
layer of complexity by having players react in real time and it is the 
execution of their strategy which makes it exciting to watch. 

A common view of winning and losing in the West are seen as separate 
and opposing categories while the Eastern view interprets these ideas as 
two parts of a whole. Without a concept of what is beautiful there can be 
no concept of what is ugly. Loss can be difficult to accept but without 
losing, there can be no winning. The meaning of each idea is defined 
relative to its opposite and is complementary to it. Rather than hard and 
fast choices like good and bad, beauty and ugliness, the eastern view 
holds that there must always have a duality of all things. This notion of 
a dynamic unity of complementary opposites is clearly expressed in the 
Chinese symbol tái-chi. The symbol comprises the archetypal female and 
male poses, yin and yang, as interlocking mirror images circling each 
other in the appearance of movement and also making up a complete 
circle, or unity. As the symbol shows, neither yin nor yang, female or 
male, exists independently of the other. They are simply two sides of the 

same whole.

Online Toxicity

While online toxicity can be found everywhere, ever since the inception of 
the internet, gaming culture is particularly guilty of this. Being anonymous 
online allows people to behave inappropriately with little repurcussions. 
This extends to racial slurs, abusive insults towards women, excessive 
swearing, talking down to people who are new to the game, etc. and can 
create an extremely unfriendly and hostile environment. This results in 
potentially discouraging people away from playing, and can cause mental 
damage towards individuals and the brand name. Game developers have 
systems that punish toxic players in the hopes that they will reform. A 
more effective approach was introducing the concept of commending 
or “honouring” players after games, and reward players who show 
good sportsmanship with in-game loot, which proved to be much more 
promising. 55

This problem of toxicity does not seem to extend to live events, i.e. 
unlike soccer fans who need to be separated to their respective teams 
they support due to the high probability of a violent outbreak. An eSports 
facility eliminates anonymity which could be a way to tackle online 

55 “Honor,” League of Legends Wiki, accessed October 4, 2018, http://
leagueoflegends.wikia.com/wiki/Honor.
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toxicity, and instead create a more respectful atmosphere. By promoting  
more live events it allows people to enjoy the competition and create 
bonds that exist outside of the virtual battlefield and ultimately improve 
the toxic nature of eSports.  

Feng Shui in Architecture

Feng Shui (literal translation is “wind, water”) is a theory of balance 
that emphasizes connections between people and the world around us. 
The ideal Feng Shui model is often closely related to good design in 
general and is speculated that Feng Shui theories may be a science that 
can be applied in architectural design. A study by Michael Y. Mak and 
S. Thomas Ng “The art and science of Feng Shui – a study on architect’s 
perception” discovered that the ideal Feng Shui model has been 
subconsciously adopted by practicing architects despite not being aware 
of such a model.56

However, the lack of clearly defined rules for Feng Shui principles and 
guidelines makes it difficult for architects to apply the knowledge of Feng 
Shui in enhancing their designs. Architecture in New Zealand built from 
Feng Shui is uncommon, rather, it is a consequence of style, economic 
influences and urban planning needs, etc. Contemporary architecture 

56 Michael Y. Mak, S. Thomas Ng, The art and science of Feng Shui—a study on 
architects’ perception, Building and Environment, no. 40. (2005): pp.427, http://www.
sciencedirect.com/science/article/pii/S0360132304002197.

utilising Feng Shui principles can offer more than just an architectural 
design guideline. Mak and Ng’s study also concluded that Feng Shui 
had an impact on the economic values of properties in Hong Kong and 
that they were tightly related, implying that these principles could be 
controlled, although to what extent it is not specified. 

The Form School and Compass School  

There are two main schools of thought and practice in Feng Shui, namely 
the Compass School and the Form School. The former analyses site in 
relation to the Five Elements, Eight Trigrams, Heavenly Stems, Earthly 
Branches and Constellations, while the latter is based off the physical 
arrangement of the land.   

Every design begins with a thorough analysis of the site. It is a highly 
important part of architecture because understanding the site conditions, 
location, orientation and physical layout ultimately defines the design of 
the building. A method of very effective site analysis may be conducted 
using the Form School, as Ng’s study shows the practice of the Form 
School examines and analyses the physical makeup of the land which 
then informs the location and orientation of the design.  This is based off 
five geological factors namely dragon, sand, water, cave and direction. 
These factors represent the topography, hills, the flow of water, the niche 
or ideal location, and orientation. 
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2.3 Precedent Review

Figure 20: Kanye West and Jay-Z – Watch the Throne arena tour, https://www.youtube.
com/watch?v=h0s6Hmw4S3c
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Head Space

“Two men at the peak of their creative powers, elevated, on thrones 
up there, we look up to them, we recognize their authority, and yet, as 
audience members we are also putting ourselves in their position. They’re 
still tiny, they’re still human-sized, they’re vulnerable, they’re exposed. 
There are predators within these giant cubes. Dangerous beasts, sharks. 
There’s no handrail up there, they’re five meters up. As an audience 
member, the design is happening as you hold those two perspectives in 
tension.”57

-Es Devlin

57 “Head Space: Es Devlin at TEDxYouth@Manchester 2012,” YouTube, 
December 3, 2012, https://www.youtube.com/watch?v=h0s6Hmw4S3c.

Wood

Wenyuan Library

“Black glazed tile roof, green glazed tile trimming, metaphorically black 
main water, water pressure fire, to secure the bookstore.”58

The one exception to the gold Imperial roofs within the Forbidden City, 
being the emperor’s library, was a black roof, and this was done for a very 
practical reason: the ancient Chinese associated the colour black with the 
water element, which the Forbidden City’s designers felt would be very 
useful in metaphorically “saving” the valuable books inside (it once held 
as many as 36,000) should a fire break out.59 The rest of the building is 
surrounded by green walls which symbolizes wood and growth and this 
can be found on the roof tiles of several buildings within the compound, 
such as the princes’ quarters or other lesser buildings.60

58 Qingxi Lou, The Architectural Art of Ancient China (Erscheinungsort Nicht 
Ermittelbar: China Intercontinental Press, 2004), 46.
59 Ibid.
60 Ibid.



36  | Jack Luo

Figure 21: WenYuan Ge exterior, https://baike.baidu.com/item/%E6%96%87%E6%B8
%8A%E9%98%81/1048836

Figure 20: WenYuan Ge, https://baike.baidu.com/item/%E6%96%87%E6
%B8%8A%E9%98%81/1048836
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Figure 22: The Forbidden City floorplan, https://www.pinterest.nz/pin/409475791089635288/?lp=true
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Earth

The Forbidden City

Located in the center of Beijing, the Forbidden City has served 24 
emperors since 1420 AD. The city is about 1005m long by 758m wide 
and the entire city was enclosed by a wall.61  Entry was forbidden to 
anyone unless they were of royal blood, or were permitted by someone 
from the royal family. The city plan was designed so that the ancestor 
worship hall was on the left and the shrine for the god of earth on the 
right.62 An example of axial planning. The use of symmetry along each 
longitudinal or horizontal line was intended to represent the nature of 
the cosmos.63 All the halls followed either of these axes in an orthogonal 
order. This orderly arrangement brought about this feeling of hierarchy in 
the space, leaving no ambiguity.

61 Laurence G Liu, Chinese Architecture (London: Academy editions, 1989), 27.
62 Ibid, 29.
63 Ibid, 30.
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Figure 23: Interior of Jewish Museum. 
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Metal

The Jewish Museum Berlin, first opened to the public in 2001, is an 
exhibition of the political and cultural history of the Jews in Germany. 
The architect Daniel Libeskind uses architecture as a tool to explicitly 
manifest the effects of the Holocaust.64 He achieves this through the 
clever use of colour, circulation, scale, and lighting design to convey the 
emotions of sadness and fear. As a result, the museum delivers a blunt, 
yet hidden symbolic meaning. 

Daniel Libeskind’s design, which was created a year before the Berlin 
Wall came down, was based on three insights: understanding the history 
of Berlin through the efforts of the Jewish people, the meaning of the 
Holocaust integrated into the consciousness and memory of the city, 
and to move forward by acknowledging the erasure of Jewish life in its 
history.65 

The entrance to the new museum is through the Baroque edifice. After 
the initial descent, the extension is organised into three symbolic paths. 
These lines intersect, and delineate separate architectural experiences 
that follow the narrative of the hidden Jewish identity.66 

64 “Jewish Museum Berlin,” Libeskind, accessed April 29, 2018, https://
libeskind.com/work/jewish-museum-berlin/.
65 Ibid.
66 Ibid.

The first axis leads to the Holocaust tower; a 24-meter-tall concrete void. 
The space, unconditioned through the seasons has a single light source 
from a small gap in the roof. The darkness is synonymous with fear and 
anxiety. The scale of the space makes the user feel small, with a very 
small sliver of hope, represented by the single line of light.
The second axis connects the museum to the garden of exile. With its tilted 
foundation and grid of 49 pillars, the experience is meant to disorient and 
help the visitor understand the plight of being uprooted during the second 
world war. From within the labyrinth, a feeling of solitude predominates.  
Views of the fractured façade are maintained, but visitors are confined to 
the gardens and must leave by the way they entered. 

The third axis “Continuity” connects the submerged paths to the 
exhibitions above.67 A continuum of Jewish history is presented within 
a series of disjointed spaces along the zig-zagging structure. Details of 
Jewish life and prosperity and presented as well as reactions against 
discrimination throughout history through numerous interactive exhibits 
and displays. The starkness and intensity of Libeskind’s spaces promote 
an atmospheric experience and an emotional connection with the stories 
told throughout the museum. In this way, the visitor leaves with a 
comprehensive understanding, and impression of the history of Jewish 
life within Germany and beyond.68

67 Ibid.
68 “Jewish Museum Berlin,” Libeskind, accessed April 29, 2018, https://
libeskind.com/work/jewish-museum-berlin/.
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Figure 24: The Gardens of SuZhou. 
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Water

Song Dyanasty Royal Gardens

The SuZhou gardens, part of the UNESCO World Heritage List are a 
breathtaking place and unparalleled in their beauty. These gardens were 
built during a time when the position of intellectuals in the Song dynasty 
were ranked higher than in any other time, and thus led to the appreciation 
of art and expressing beautiful things in nature through architecture and 
delicate landscape planning. The gardens were developed from imitating 
the landscapes moutains and rivers to removing the mountain and filling 
up the sea. This way it created a more artistic landscape which would 
be an example for future garden designs. Many intellectuals personally 
participated in building gardens, adding poetic and artistic touches.69 

69 Ron Henderson, The gardens of Suzhou (Philadelphia: University of 
Pennsylvania Press, 2013), xx.

The interior and exterior spaces were not just a space that flowed from the 
inside to the outside, but a space where one is immersed in a density of 
sequential experiences.70 The idea is that every view within the gardens 
is picturesque from any angle. The integration between the water, green 
spaces, and architecture is harmonious to the viewer and gives a soothing 
feeling. 

70 Ibid, .
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Figure 25: Theatre Agora
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Fire

Theatre Agora

Fire is the element of life, and it resides in the heart. It is associated 
with liveliness and activity, and Theatre Agora is most expressive of this 
quality. The archetype of theatres, arenas and general performance spaces 
involve many people in a room, and this can abstractly be interpreted as 
energy within an enclosure. The reactions and intense moments given by 
the audience, usually through their roars and cheers create an atmosphere 
like no other. The architecture’s role then, is a tool that can elevate and 
enhance experiences that people share through their performances. 

Theatre Agora in Lelystad, Netherlands, designed by UNstudio is an 
extremely colourful and vibrant building, sporting warm colours such 
as red, orange and yellow. The architect’s intention was to revitalize the 
post- war Dutch town centre by using a theatre typology.71 Theatres reveal 
a world which the audience can explore, get lost in and blurs the line 
between fantasy and reality. The geometry in this building compliments 
this idea, utilising non-uniform geometry in the walls and roofs, providing 
a kaleidoscopic experience which is an extension of the stage itself.72 
Performances are not limited to the stage inside at night, but extend to the 
outdoors during the day. 

71 “Theatre Agora / UNStudio,” ArchDaily, last modified January 3, 2011, https://
www.archdaily.com/100224/theatre-agora-unstudio.
72 Ibid.
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The Colosseum 

 
The Colosseum in Rome, Italy is one of the earliest arenas ever built 
and was used for entertainment for spectators. The activities held inside 
the arena were gladiator fights, animal hunting, and public executions.73 
The aspects to focus on are the materials of quarried limestone, brick, 
concrete and volcanic rock as well as its elliptical form. The form allows 
the building to acommodate the most spectators without compromising 
another’s view. Most contemporary stadiums also follow this trend, 
sometimes varying slightly in shape between a circular form to an ovular 
form, or a slightly elongated circle like a racecourse. This research project 
will analyse the typology closely and compare them to other existing 
buildings with similar typologies to see how they work, and why a certain 
form i.e an oval is more prominent then, say for example an octagon.  

Local precedents

SkyCity’s International Convention Centre (NZICC)

73 Wikipedia, the Free Encyclopedia “Colosseum,” (2018), accessed October 7, 
2018, https://en.wikipedia.org/wiki/Colosseum.

Figure 26: Analysis of The Colosseum.
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Most recently, SkyCity has partnered with Let’s Play Live Media 
(LPLM), which is currently in development of New Zealand’s first 
purpose-built eSports broadcasting studio which is expected to be 
completed in mid-2019.74 Upon analysis we can see that they have opted 
for a rather traditional approach for a theatre, but the space is also able to 
be reconfigured to suit larger entertainment events. In terms of typology 
this proposed design is unlikely to serve more than a few thousand live 
spectators.
 
The stage unlike sport arenas require huge spaces to play in, i.e. the size 
of a soccer field is approximately between 64 metres to 75 metres wide 
by 100 metres to 110 metres long. But because the players on stage are 
not running around, the area of play can be reduced significantly which 
allows more space for audience seating. The stage is often accompanied 
with large displays for the audience, usually several are set up ,giving a 
much wider view range for the audience, so this may affect the design 
decision by allocating more space for the audience rather than the players.  
The one proposed in the NZICC implies a traditional flat screen display 
in a typical theatre setup which may be a result of the smaller floor area 
to work with.  

74 NZICC - New Zealand International Convention Centre | Auckland, accessed 
October 6, 2018, https://www.nzicc.co.nz.

Figure 27: Analysis of a Call of Duty stage.
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Figure 28: “Championship Zed”
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3.1 CHOSEN SITE

Figure 29: Map of New Zealand, showing chosen site. 

The Wynyard Quarter is a 
reclaimed piece of land on the 
Waitematā Harbour at the western 
edge of the Auckland waterfront, 
New Zealand.
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3.1 SITE ANALYSIS

Figure 30: Photo of Wynyard Quarter, from Google 2016.



Site |  51

Figure 31: Analysis of potential sites.
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Figure 32: Map of chosen site, Geomaps.

CHOSEN SITE
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SITE AND CONTEXT

Figure 33: Map of Auckland City’s waterfront, Geomaps.
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4.0 | DESIGN PROCESS



Figure 34: “Project Ashe”
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Concept 1 Concept 2 Concept 3

Figure 35: Initial concepts



58  | Jack Luo

4.1 Initial concepts

There were a few approaches that could have been taken which could 
improve the gaming culture in New Zealand. Three concepts were 
drawn up at an early stage of the project which focused on the aim of 
improving gaming culture but had different objectives to achieve the 
aim.

Concept 1: Gaming academy

This concept revolves around the teaching of the game in a school 
environment. The idea is like an internet café. (VOX has a good video 
explaining a school in Taiwan.) It would be a place where people 
who wished to enter the professional scene would go to practice and 
hone their mechanical skills as well as increasing their knowledge and 
understanding of the game(s). 

Concept 2: Cyberarena/eSports stadium

A cyberarena is an eSports stadium that is designed around the 
requirements of competitive eSports. The advantage of a dedicated 
eSports arena is that it is already set up with all the appropriate 
equipment, reducing the amount of time and costs involved in moving 
bulk equipment. This may include computers and related technologies, 
rigging, visual and audio equipment, etc.

Concept 3: ESports village

A design by the architecture company POPULOUS proposed the idea of 
a gaming village – a place which functions carnival-like i.e. Rainbows 
End. This is a more futuristic representation of what eSports could 
become within the next couple years. 

The chosen design is a combination of the three concepts, taking the 
best parts from each one. Each had their own way of creating awareness 
about eSports. An arena provides higher potential to engage with the 
wider public, as an arena can create an atmosphere that cannot be 
experienced elsewhere, essentially capturing the essence of eSports, the 
displays of mechanical skill, the aim to achieve the highest. Moreover, 
the concept of an academy is good for creating more skilled players 
locally and provides opportunities for people to enter the competitive 
scene as a potential career choice. The concept of a gaming village is 
also a likely direction for the future of eSports. 
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4.2 Design Brief

The proposed programme is an eSports cyberarena located at 
Auckland’s waterfront. It is an arena for professional eSports players 
to compete in allowing the wider gaming community to better engage 
with these players. It is a form of visual entertainment for spectators 
and needs to actively be aware that the architecture exists to improve 
the social aspect of eSports. The design will be informed by Feng Shui 
principles to address the underlying social issues and stigma related to 
the gaming phenomenon. The design incorporates a degree of intimacy, 
separating public communal spaces from semi-public spaces and then 
from semi-private spaces.

The buildings spatial requirements are influenced by a fusion of the 
programme and the Five Elements theory with Yin-Yang theory. 
Other activities are added to site needs. As a response to this theory 
the program includes a main arena, gamers hub building, refreshment 
shops, water courtyards, merchandise and gallery spaces.
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4.3 Programme 

Public area:
• Carparking

Semi-public area:
• Main stage 
• Concourse
• Audience seating 
• Main lobby
• VIP area/Skybox
• Reception/ticketing office
• Gallery 
• Refreshments and food stalls
• Merchandise spaces

Semi-private area:
• Training rooms
• Meeting room and Kitchen 
• Backstage

Private area:
• Toilets
• Changing rooms
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The End Stage

Pros: Good for smaller presentations, gives everyone a near equally 
good view of what is happening on stage. 
Cons: Lacks the closer relationship between the actors and audience 
members

Also called a proscenium stage, it is essentially a window which 
frames the event on stage. it gives everyone an equally good view 
because the event only happens from one side so the actors only 
need to focus on what is in front of them. This type of stage allows 
for other props, actors, equipment, etc. to be hidden from view and 
is relatively easy to manage. Anything that needs to happen off-stage 
can be done to the side of the frame but this also results in a poor 
relationship between the performers and audience. 

The Wide Fan arrangement

Pros: Provides a closer experience between the performer and 
audience. 
Cons: Sound reliant performances are limited.

The wide fan setup caps at a cone of 130 degrees from a central 
point behind the stage. This type of stage is suitable for short films 
or presentations and it brings the audience closer to the stage, but 

anything which extends beyond this angle will be limited, especially 
speech-based performances. 

THEATRE TYPES

Figure 36: End stage

Figure 37: Wide fan stage
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The ¾ Arena

Pros: Offers better visual and audio engagement between the audience and performers. 
Cons: Film presentation is basically non-existant.

This type of stage dates back to the ancient Greek amphitheatre where they 
performed outdoor plays. This design typically takes a 180 degree to 270 degree 
form, and improves visuals and engagement with the audience. Film presentations 
are impossible since viewing angles extend too far to be viewable. Often several 
screens would have to be installed to overcome this problem. 

360 Degree Stage

Pros: A full theatre-in the round, allows for the maximum visual capability and 
engagement with the audience. 
Cons: The physical layout of this stage limits any expansion or additions. 

A full 360 degree layout is the ideal viewing experience for any spectator, as the 
stage is fully exposed and the audience can see exactly what the performer is doing, 
at every angle, but the performer will only be able to face one side of the audience 
at a time, and have their back to the opposite side. This creates a problem where 
some members of the audience will end up having a better view of the event than 
others. Furthermore, physical restrictions in this typology always takes some form of 
a circle, or an ellipse, which may limit certain design intentions.

Figure 38: 3/4 stage

Figure 39: 360 degree stage
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Challenges with light

For the audience to spectate with minimal disturbance, the ideal 
environment is a dark space with controlled lighting. This allows the 
digital screens to project images much more effectively. This limitation 
will influence the architecture in controlling how the natural light will be 
controlled.  

The following diagram shows a typical light shelf idea, where natural 
light is reflected off the top of the light shelf and reflected again from the 
top of the ceiling. This idea may be explored further in the project as it is 
a passive way to make use of natural light but not so much that it disturbs 
the programme from functioning. 

The experiments undertaken involve exploring different variations of the 
light shelf and testing its applicability to the development of the design. 

During nightfall it is not so much a problem, as the dark works in the 
favour of the programme. 

Figure 40: Diagram of light shelf

Figure 41: Variation of light shelf
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Experiment 1

Aim: 
To investigate the qualities of daylighting in the roof/ceiling and how it 
can be used to create a suitable gaming environment. By reducing the use 
of artificial lighting and replacing it with natural lighting 

Hypothesis:
An ambient atmosphere can be achieved through a recessed ceiling which 
is an iteration of the light shelf idea. Using daylighting to create this 
atmosphere is part of achieving good energy flow around the building 
rather than using artificial lighting. 

Methodology:
A model was made with cutouts for the ceiling at a scale of 1:100 and was 
first tested outside with natural daylighting. In a second test, controlled 
lighting was used to simulate the sun in a dark room to better see the 
quality of the atmosphere produced.  

Findings:
The recessed ceiling seemed to work better with the flashlight in the 
darker room, simulating intense sunlight. The effect of using natural 
daylighting representing a regular cloudy day seemed to produce less 
noticeable results. 

Conclusion:
This idea would work well during the summer where the sun is more 
intense but would be less effective during the winter where the sun is less 
visible.  

Figure 42: Model showing light shelf concept
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Experiment 2

Aim: 
• To investigate the qualities of daylighting in the roof/ceiling and how 

it can be used to create a suitable gaming environment.
• To investigate a typology of the eSports stage and the spectator 

seating.

Hypothesis:
The use of a variation of a sawtooth roof to admit light into the building 
to reduce the reliance on artifical lighting during the day, which reduces 
energy consumption and reflects the balance of Yin and Yang by bringing 
more natural light into the building. 

Methodology:
Model at a scale of 1:200 was made to test the feasibility of the saw roof 
in a controlled lighting situation. 

Findings:
The saw roof which curves behind the stage where the players are 
performing/playing created an interesting atmosphere where it can draw 
the audience’s attention towards the back of the stage, even if sitting from 
further back. 
This typology allows for a clear view for the audience to see the main 
screen at any given angle. 

Conclusion:
The sawtooth roof is a good substitute for artificial lighting, providing 
natural lighting into the building without being too intrusive. More 
research needs to be taken so that the light does not cause glare to the 
players screen while creating this ambient atmosphere. 

4.4 DEVELOPMENT: 
STAGE 1

Figure 43: Model showing a sawtooth roof in an eSports end stage.
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Figure 44: Close-up interior view showing light distribution at the stadium back
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Experiment 3

Aim:
• To investigate the typology and to test the feasibility of the stage 

relative to the programme.

Hypothesis:
The stage itself is a screen, showing what is happening in the game. Can 
be a good way to engage the audience. 

Methodology:
Model at scale 1:200, arena is arranged in a square where the playing 
stage is in the centre with the audience surrounding on every side. Stage 
is slightly raised to emphasize its importance.

Findings:
Raised stage is somewhat too high at given scale, seems slightly awkward. 
Spectators closer to the stage will not be able to see the stage. 

Conclusion:
This typology allows for the audience to spectate from 4 different sides 
given that it is a square shape. An interactive stage could be unique to the 
programme, and perhaps exploration into more parts of the architecture 
that could be interactive should be undertaken. 

Figure 45: Variant of the 360 degree stage, utilizing four main quadrants.
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Experiment 4

Aim:
• To investigate the qualities of daylighting in the roof/ceiling and how 

it can be used to create a suitable gaming environment.
• Using traditional Chinese architectural principles of axial planning, 

enclosure, symmetry and a North – South orientation to test its 
effectiveness relative to the programme. 

Hypothesis:
Traditional Chinese architecture was strongly humanistic, orientating 
buildings due north maximised the amount of light and ventilation gained 
which benefitted the health of the occupants.
 
Methodology: 
Model at scale 1:200, and the building is orientated towards the north, 
with a solar study. 

Findings:
Raised stage is somewhat too high at given scale, seems slightly awkward. 
Spectators closer to the stage will not be able to see the stage. 

Conclusion:
The buildings symmetry combined with its orientation gives a very strong 
sense of axis, but is not entirely useful in assisting the programme. 

Figure 46: Model showing variant of a sawtooth roof. 

Figure 47: Perspective of a sawtooth roof.
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Alternative to the Screen

It is important to understand that the digital age has brought about a very 
powerful tool known as broadcasting. Nowadays most people have few 
incentives to attend live events just to participate in something that can 
be enjoyed to a similar degree – within the comfort of one’s own home. It 
then presents a challenge for designer to come up with a new spectacle, a 
new reason for people to attend. One idea was to utilize an idea known as 
the peppers ghost is one that has been extensively tested and reimagined 
to be a viable upgrade over existing technology.

How do you motivate people to visit the arena? Why do people go to 
watch live games? What is the difference between watching a live game 
at home and watching a live game with other people?
What is the environment like inside (explosive, high energy, very social)?

Pepper’s Ghost

Pepper’s ghost is an illusion technique used in the theatre, amusement 
parks, museums, television, and concerts. It is named after John 
Henry Pepper (1821-1900), a scientist who popularized the effect in 
a demonstration in 1862.1  Modern examples of the technique were 

77 Wikipedia, the Free Encyclopedia “Pepper’s Ghost,” (2018), accessed October 
6, 2018, https://en.wikipedia.org/wiki/Pepper%27s_ghost. 

Figure 48: Michael Jackson, https://www.billboard.com/articles/news/7263758/michael-
jackson-hologram-dispute-settled

Figure 49: Snoop Dogg (left) and hologram of passed away rapper Tupac (right).



70  | Jack Luo

Figure 50: Peppers Ghost explanation, https://en.wikipedia.org/wiki/Pepper%27s_ghost

displayed in Michael Jackson’s performance during the 2015 Billboard 
Music Awards and the 2012 Coachella Valley Music and Arts Festival.2 
The technique is simple, yet it creates an incredibly spectacular illusion 
that  has captivated people in the past. It is a core driver for the design of 
the project for its “wow!” factor. It is also the spectacle that gives people 
a reason to attend live eSport events. 

The Pepper’s Ghost is not an actual hologram, but it creates the illusion 
of one. An image is projected onto a thin transparent surface at a given 
angle. The depth perception of the reflected image is a basic law of optics 
which is why the image appears to float inside the pyramid. 

78 Wikipedia, the Free Encyclopedia “Pepper’s Ghost,” (2018), accessed October 
6, 2018, https://en.wikipedia.org/wiki/Pepper%27s_ghost. 



Design process |  71

Figure 51: Model of the pyramid hologram.
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Pyramid Hologram (4 faces)

Pros:
• The base design for the pyramid hologram consists of four uniform 

trapezoidal faces and together they allow for a convincing “hologram” 
to be generated from a projection from either the top or bottom.

• The basic design sports a good ratio between image width and 
number of faces. 

Cons: 
• As with all the hologram designs, they require controlled lighting to 

function at its best. 

Design outcomes:
The design decisions with this involved how to utilize the technology for 
a eSports competition. By investigating the ideal viewing angles, it was 
found that the hologram was seen clearly from almost every angle along 
the x-axis other than directly facing the corner areas, but along the y-axis 
there was more discrepancy at higher angles. A solution to this can be 
simply placing another pyramid on the top of the first one, to allow for 
improved viewing angles. Figure 52: Model of the pyramid hologram (2).
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Single panel hologram

Pros: Good for exhibition displays, and is generally a very simple 
setup, only requiring a single panel of glass. Can be used to the same 
effectiveness as a traditional screen. 

Cons: Does not allow for multiple viewing angles. Limited to audiences 
only from one side. 

Design outcomes: 
A single panel hologram that uses only one side to project video from 
another projector or screen. Can be ideal for exhibition or display 
purposes, but its singular angle is limiting for larger functions. Figure 53: Single panel hologram.

Figure 54: Single panel hologram (2).
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Pyramid Hologram (6 faces)

Pros:
• Allows for a greater number of screens for increased viewing angles. 
Cons:
• The actual size of each screen is reduced which makes it harder to 

view the image. 

Design outcomes:
It was decided that it was more effective to have 4 projections which were 
of a decent size as opposed to having three or less, or more than five. 
Using three faces was creating too much wasted space in the hologram, 
and upwards of five lead to screens being too small to be useful. As a 
result, a clear design decision was made to keep the pyramid hologram at 
4 faces as it was a good balance between the amount of space used and 
the viewing availability for the audience. 

The use of multiple screens increases the angles where the hologram 
can be viewed, but by increasing the number of screens available the 
cost is that each screen size is greatly reduced, which lowers the overall 
usefulness of the screens as the projected image will be much smaller. 

Figure 55: Six face pyramid hologram.

Figure 56: Six face pyramid hologram (2).
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Adaptations of the hologram

Concept 1

After extensive testing of various shapes and sizes, the following pros 
and cons of each iteration were noted down. 

Pros:
• The pyramid works best at its ideal angle. The hologram is clear and 

brightness dependant on the brightness of the screen. 
• The pyramid can work if slightly raised from the screen, however the 

effect is weakened as this distance increases. 
• Anything happening in the centre will not disturb the image.
• It works very well in the dark.

Cons: 
• The corner areas provide a slightly worse view than a direct view 

perpendicular from each of the faces. 
• Image cannot be seen from directly above, and viewing angle is 

limited at a higher position. 
• The base of the pyramid takes up a lot of volume for larger variants, 

so it may be a limiting factor when considering the height of the 
design. 

Figure 55: Six face pyramid hologram.

Figure 56: Six face pyramid hologram (2).

Figure 57: Front view of concept 1. (Top)
Figure 58: Elevation of concept 2. (Left)
Figure 59: Plan view of concept 3. (Right)
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Concept 2

Pros: 
This setup works well in an end-stage format. Since the players face the 
audience in a single direction, the audience has a clear view of all the 
action.  

Cons: 
This setup does not utilise the pyramid concept very well, because if the 
pyramid is only viewed in one direction, the “holographic” experience is 
reduced by not being a 360-degree arena. 

It cannot work for a wide fan arrangement because the player booths 
block the view of the pyramid from the sides. The player booths on each 
side will not work for a 360-degree arena because they block spectator 
views on at least two major sides, as shown in the photo. 

Outcomes:
The decision to put an inverted pyramid on the top of an existing pyramid 
lead to an interesting aesthetic that would be explored in the later stages of 
development. It allows for the hologram to be better utilised since there is 
a height factor which makes more room vertically. The player booths will 
need to be re-evaluated on how to best preserve the “diamond” structure 
without blocking crucial views.  

Figure 60: Front view of concept 2. (Top)
Figure 61: Elevation of concept 2. (Bottom)
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Concept 3

Pros:
The players are no longer a distraction from the action to the audience. 

Cons:
The column system is too distracting in terms of views. A suspension 
system is likely to be less distracting.

Outcome: The players sit in the middle between the two pyramids, and 
the upper pyramid is rotated 45 degrees. This was to attempt to make the 
corner spaces more useful on the upper levels, and to explore alternate 
spaces for the players. 

Figure 62: Front view of concept 3. (Top)
Figure 63: Plan view of concept 3. (Bottom)
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Figure 64: Gaming Hub building

The gaming hub concept is a building dedicated 
for gamers to hang out and meet new people. This 
building is adjacent to the main arena and includes 
spaces such as classrooms for learning about 
strategies in-game, pro-player meet and greets and a 
general breakout space. 



80  | Jack Luo

This drawing shows that there are two teams competing, as implied by 
them facing each other. The larger-than life depictions of characters 
in-game also support this idea. It attempts to portray the feelings of 
excitement and hype that is generated within the atmosphere and the 
general aim for this building. 

Figure 65: Authors portrayal of the eSports atmosphere.
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Initial ideas about the masterplan 
included 

4.5 DEVELOPMENT:
STAGE 2

Figure 66: Site model with conceptual model.
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Developing from the earlier models, the polygonal facades that make 
up the envelope represent the diverse people that form the eSports 
community from different backgrounds coming together. Inspiration was 
taken from the Federation Square building in Melbourne. 

Figure 67: Elevation of black polygonal model (1). Figure 69: Elevation of black polygonal model (3).

Figure 68: Elevation of black polygonal model (2).
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This design was done according to the decreasing order of perception, as 
show in the following diagram.

Using the established methodology, the main arena represents a fire 
element, and as a way to show the dualistic nature that is implied within 
the yin-yang concept, the architecture represents the opposite element 
of water. Water’s colour is black as stated in the Feng Shui principles and 
thus was the design decision for the colour of the model. 

Figure 70: Diagram showing design method used.
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Figure 71: Model showing ground perspective. Figure 72: Model showing level one perspective.
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There were several design decisions that had to be made quickly. First the 
pyramid hologram is best utilised in a 360-degree arena format, essentially 
being a theatre in the round, however it is possible to use less faces on the 
pyramid for smaller audiences. The chosen design for the hologram is 
the one which has the base pyramid, and another stacked on top is an 
inverted pyramid. This creates an overall more aesthetic approach as the 
“diamond” shape gives a more seamless look. 

The players from each team enter through the vomitory from the various 
entrances around the building. They then approach the playing field and 
are carried up towards the platform via a lift built into the ground. Each 
player then takes their seat and the game will begin, the hologram will 
light up and each team’s respective emblems will glow onto the glass box.

The arena has approximately 3000 seats with a maximum capacity of 
approximately 3500, including people around the concourse areas and 
ground floor areas where food and beverages are served. 
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Figure 73: Section showing relationsihp between spectator and player.
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Figure 74: Interior sketch of polygonal model. 
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Figure 75: Top down view of polygonal model. 
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Figure 76: Floorplan of polygonal model. 
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9.2 

4.6 DEVELOPMENT:
STAGE 3

Figure 77: White polygonal model with surrounding ramp access. 
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Testing the relationship between the internal pyramid faces with the 
diffused lighting, and how much it affects the hologram quality, if at all. 
Continuing from the initial design, this iteration mainly explores more 
in depth how natural light could be utilised in a program that ultimately 
rejects light, as it disturbs the experience. However, an attempt was made 
to challenge that idea, and instead try to utilise it to further the design. 
Hence the idea of recessed panels was explored using a variation of a light 
shelf/saw roof. The logic behind this setup was so that natural light could 
be reflected off the top of the recessed panel and then reflected once more  
off the ceiling of an interior panel, creating an ambient glow. 

Figure 78: White polygonal model with level 1 main entrance. 
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Model investigating the quality of interior 
spaces that are a result of the diffused lighting 
from the envelope.

Figure 79: Showing close-up entrance and space underneath. 



Design process |  93

Figure 80: Interior atmosphere and showing pyramid hologram in use. 
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Figure 81: Interior atmosphere and showing pyramid hologram in use. (2)
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Figure 82: Exterior top-down view of model. 
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Figure 83: Masterplan with white polygonal model on site. 
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Figure 84: Interpretation of the model on site in perspective view. 
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Observations on initial development:

An attempt was made to translate the architectural language of the 
polygonal panels across the entire design to keep its consistency. 
A major difficulty in the design process was to keep its coherency with the 
Feng Shui principles. It was designed according to the decreasing degrees 
of perception as highlighted previously.
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Masterplan concept 2 

New masterplan concept shows the degree 
of intimacy – which also follows the yin-
yang concept. the spaces closer towards 
the city are more social, which gradually 
changes to more private as you approach the 
water’s edge. This is shown also by the Five 
Elements- which manifest in the masterplan 
used for different functions. The orientation 
was changed to face North, influenced by the 
previous experimental models. 

4.7 DEVELOPMENT: 
STAGE 4

Figure 85: Masterplan concept 2 
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Figure 86: Site model with developed model 3
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Figure 87: Perspective showing interior of arena.
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Figure 88: Perspective showing interior of arena.(2)
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Figure 89: Perspective drawing of building’s relationship to ground. 
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Figure 90: Perspective drawing of building’s relationship to ground. 
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Basic Principles

The two main goals in circulation are to ensure the safety and comfort of 
the occupants. Spectators should be able to easily find their way to their 
seats without getting lost, and should be able to navigate through the 
building with minimal trouble. 

In the case of a fire or violent outbreak, the building is designed to 
encourage people to find the nearest exit. The gently curved ribbon direct 
people towards the stairs located at opposite ends of the stadium and then 
to the congregation area on ground level. 

The flowing language of the exterior facade is a way to engage the public 
as they walk around the ribbons of the architecture. The design decision to 
separate the pyramid hologram structure was to allow people meandering 
around the first level to be able to see the players in the middle of the 
structure.

Development involved changing the envelope of the arena to something 
which better represents the element of water. The approach taken towards 
the form was based on the idea of the shapes that were included in the 
mountain forms, and where water is highlighted as a long wavy form. 

CIRCULATION
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Figure 91: Model showing the main front entrance. Figure 92: Model showing vomitory entrance. 
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Zoning

Zone 1: The playing field - usually the centre of the arena

Zone 2: The spectator viewing areas including gangways

Zone 3: The internal circulation area - concourses

Zone 4: The external circulation area- surrounding the stadium but within 
the perimeter fence

Zone 5: Area outside perimeter fence. This includes loading areas and 
carparking. 

The purpose of zoning is to allow occupants to escape the premises as 
quickly as possible during a fire or other emergency. The goal is to get 
people from zone 2 to either zones 1, 3 or 4 which provide temporary 
safety from immediate danger and zone 5 which is permanent safety. 

Figure 93: Diagram of zone controls
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Figure 94: Floorplan of the arena with 
zone controls 
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Figure 95: Section A-A’ of the arena 
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Figure 96: Section B-B’ of the arena 
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The decision to split the “diamond” form was made in order to allow 
spectators to better see the players on stage. The previous design created 
a problem where when the players were high above the projections. This 
made it difficult to view them for spectators on the ground level. By 
moving them towards the centre, it allows people who are circulating 
around the concourse to be able to see them and also brings them closer 
towards the fans. 

Entrance to the building for the players involves walking into the vomitory 
and entering an elavator which takes them right up to the centre. The idea 
is that while the players physically rise up from the ground, they are also 
metaphorically elevated from the stigma that plagues the gaming culture. 
It attempts to show a similar scene that was previously described by Es 
Devlins “Head Spaces.”1 Professional gaming, once ridiculed, can now 
be viewed as an opportunity for many young people.

1 
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Figure 97: Model showing the entrances and congregation spaces
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Figure 98: Model showing the entrances and congregation spaces (2)



114  | Jack Luo

Figure 99: Top-down view on arena.
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Figure 100: Elevation of arena.
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Figure 101: Elevation of arena (2).
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Exploring a dome shaped structure. An initial thought where the main 
aim was to investigate how the structure would shape the envelope. 
Early decisions considered the positions of the player booths and the 
relationship to the audience. Pragmatic decision making included not 
blocking lines of sight. 

STRUCTURE

A second iteration on the structure. The idea was to emulate the diamond 
geometry from the inside of the arena. The seating was positioned closer 
together in order to allow the audience to be closer to the action. 

Figure 102: Curved space-frame structure of arena Figure 103: Straight space-frame structure of arena.
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Primary Structure
Primary structure involves a laminated LVL portal frame system 
that spans 75-80 metres across the octagonal floor plan forming 
a birdcage-like structure which is connected at each end with 
structural columns to the ground. The curved portal frames are 
800mm x 300mm and connect to a steel ring at the peak.

Secondary Structure
The secondary structure consists of the exterior “ribbons” made 
from lightweight timber and is braced towards the frames, 
transferring the load to ground. The first ribbon that rests on 
ground level is made from reinforced concrete. 

Fire stairs 
Concrete shear wall between stairs and the arena - leads directly to 
congregation spaces on ground level. 

Foundations
Piles driven down towards bedrock. 

Figure 104: Primary structure supporting secondary structure
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Figure 105: “Azir, The Emperor of the Sands” 
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The aim of this research project was to explore how Feng Shui could 
influence the architectural design decisions in an eSports facility, to 
improve the social structure. The addition of a dedicated eSports facility 
can provide many opportunities for the gaming culture to grow socially, 
allow the community to spectate professional players live, and improve 
the condition that gaming culture is plagued with.

Research was done on the Feng Shui principles to better understand how 
they could be best represented architecturally. Precedents were studied 
and analysed so that parallels and qualities from each could be extracted 
to be integrated into the desired design. Analysis into the literature of 
Feng Shui and eSports allowed for a method to be established that reflects 
the principles to be informed in the design responses. Many experimental 
drawings and models were tested against the research , and this was done 
repeatedly in a cyclic process until a desired outcome was achieved. 
The site for the testing of the architecture was on Auckland’s Wynyard 
Quarter near the waterfront, suitable for its proximity to other events and 
transport options.

The building responds to Feng Shui most notably in its form. This was 
achieved through several iterations using the established methodology 
consistent throughout the project. The challenge was to first break down 
Feng Shui into its main components and identify which were most relevant 
with respect to eSports. A masterplan was developed which helped to 
map out the areas on the site which would be suitable for the degrees of 

intimacy, identifying the transition between more intimate spaces from 
less intimate spaces. This allowed the theory’s implications to not only 
influence the building but was also applied to the wider context to give 
a more holistic overview. Experimentations in hologram technology was 
a core driver of the project, this provided the spectacle that spectators 
could be attracted to. It was the architectural solution to give more people 
an incentive to attend live events, by providing them an experience that 
could not be matched within the comfort of their own homes. 

Good Luck, Have Fun is a research project exploring the theory of Feng 
Shui, a theory of balance to support eSports culture, programme, and 
structure to maintain the health of the players and spectators. It explores 
how architecture can be used to elevate the social platform from which 
gaming culture sits on while also raising awareness about the activity. True 
solutions may go beyond what architecture can provide, but architecture 
is able to assist in supporting the eSports social network and wellbeing 
using principles and implied in Feng Shui theory.

The title of this research project “Good Luck, Have Fun” is a reference 
to what players say to each other during the start of each game, and just 
the like the start, with the end of every game, it is customary to say good 
game, well played!
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Theatre Arrangements
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General design parameters
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Wynyard Quarter future 
proposals
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