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ABSTRACT 
The basis for this research is an ongoing exploration about 
enhancing street art using the framework of Place-Specific 
Computing (PSC) – a perspective on mobile and ubiquitous 
computing, and augmented reality (AR). Using place as a social 
construct with situated interactions, it is an exploration of the 
creation and collaboration processes of the highly localized art 
form through the lens of interaction design, mobile and ubiquitous 
computing. The goal of the research is to enable the creation and 
collaboration of street art digitally, and with the possibility of 
providing the additional experience of a network of digital street 
art over the built environment viewable through AR. 

Categories and Subject Descriptors 
J.6 [Computer-Aided Engineering]: Computer-Aided Design 
(CAD)  – applications in virtual environments using mobile 
technology. 

General Terms 
Design, Experimentation, Human Factors  

Keywords 
Context-aware, Place-Specific, Mobile, Interaction Design, 
Ubiquitous computing, Social software, Creative tools, position 
paper, locative media 

1. INTRODUCTION 
Street art is the interplay between artists and the built urban 
environment, giving rise to creative expression, social 
commentary, protest, conquest of space, and public memory7. It 
evolves in a specific location, a place, or a space that has or is 
being divested with social and culture meaning. Hence Place 
Specific Computing (PSC) is a natural design framework to begin 
from, a design methodology that is “inherently grounded in and 
emanating from the social and cultural practices of a particular 
place” (Messeter, 2009)9. The goal of the research is to enable the 
creation and collaboration of street art digitally i.e. the possibility 
of collaborating on a street art piece without being physically 
present, the ability to create alternate street art in one location 
without removing existing art and the ability to physically 
experience the multiple street art pieces that might exist, 
physically or digitally, in one location. 
Building upon existing technologies like Microsoft Photosynth10 
and Google StreetView5, and existing research, technical 
possibilities were scoped out. Zamir et al (2010)11 create accurate 

image group localization using Google Street View. Perhaps the 
closest study is Second Surface, by Kasahara et al (2012)6, which 
proposes a system of using AR to enable users to post content in 
physical spaces. The goal of my exploration, however, is to enable 
a virtual creation and collaboration workflow for artists. 
 

1.1 The Importance of Place 
“Place’ is used here as a “broadened view on context” (Messeter, 
2009), where context is, not only the time, place and location, but 
also one’s engagement with it, and the interactions that occur 
within it (McCullough, 2004)5. Within space and context, 
McCullough builds “a typology of situated interactions,” which is 
essentially a set of patterns of how we inhabit spaces. Street art 
has been called transformative because of its interaction with the 
built environment. When approached from this perspective, any 
location that has been cased for street art contains a number of 
social and physical constructs that impact the creation and the 
experience of the art.  
 

1.2 Concepts of Place in Street Art 
In general, artists “case” a location by evaluating (1) the physical 
constructs of the location, the light conditions over the day and the 
point of view of the spectator; (2) the social constructs i.e. the 
general use of the location, and how it changes over the day. 
When street art needs to communicate a definite message, the 
usage and the point of view of the spectator become significant.  
In traditional design processes it is customary to identify the users 
and work from there. However PSC deals with locations where 
scale is of utmost importance, and provides the framework of 
situated contexts in place rather than users and personas e.g. the 
customary practices at the place. 

 

1.3 Possible Requirements 
As it exists today, the creation of street art takes place by one or 
more artists being physically co-located, or one or more artists 
being physically present at the location at different times. We 
want to enable the creation of a street art through virtual 
collaboration i.e. some of the artists can be in different physical 
locations, and still participate in the art at real time, or at different 
times. In the first phase of the study, field research and empirical 
studies were carried out and the following factors were identified:  
Capturing hyper-location: The process of creating street art 
begins with casing out locations as mentioned earlier. Additional 
to latitude and longitude and the hyper-position on maps, location 
can also signifies the spatial coordinates in three dimensions.  
Capturing environment conditions: Ambient light and time of day 
can sometimes play a role in the art piece. The relief of the surface 
and the textures of the space are important factors as well. 
Enhancing production materials: While most of street art is still 
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produced with tangible materials, they essentially use digital 
creative tools in some stages of the process. There are also 
communities that work with digital materials like projections and 
holography.  
Capturing place memory4: Street art often has a temporary nature, 
either being removed by authorities or other artists. The digital 
presence of a physical place therefore could contain all the 
tangible and digital art at that place. A cumulative record of art 
that ever existed at a particular location would be a particularly 
rich experience.  
Capturing the spectator’s point of view: Like all areas of art and 
communication, the role of the viewer in street art is very 
important, and more so, during virtual collaboration.  
 

1.4 Consumption in the Built Environment 
For consumption of the tangible and digital street art, we make 
use of mobility to envision the experience. How would the 
presence of these physically and virtually created street art impact 
the experience of walking through the street – and the ability to 
access the art through a device, either portable or fixed at that 
location. How would these devices initiate collaboration among 
viewers who are physically present? Here possible scenarios are 
identified: 

Experience of digital street art at a physical location, or multiple 
street art at the same location: A viewer can see the art that has 
been created and is present only virtually through augmented 
reality. 

Display of the place memory of a place: A viewer might also be 
able to experience the entire street art that that ever been present 
at a place, that are absent in the physical space. The impact of the 
place memory would also add to the public memory of the place 
and thus be transformative.  

Transfer of location data in a virtual manner: Other artists might 
want to access the information mentioned in 1.2 to collaborate 
with the place. How would this data be transferred to enable 
collaboration among artists?  

1.5 In the Virtual Environment 
A virtual environment would be available on the Internet for 
viewers to experience the tangible street art as well as the digital 
art online. There are already communities where artists share their 
art and stories and get to know each other, in the manner of 
Web2.0. The role of this environment would to build upon this 
existing behavior. Artists wishing to collaborate on a place or an 
existing art piece would be able to access the location data to 
collaborate at that place through digital tools. 

2.  Scope of this study 
A great advantage of the study would be the virtual collaboration 
among artists separated by geographical distances – this is a need 
that already exists. It would be interesting to see if the virtual 
collaboration would enhance the creativity or take away from the 
essentially local nature of the art form. 
Though street art is the beginning of the study, broadening the 
scope to create digital art for a place is an innovative concept for 
the creative community. At a time when screens are growing 
bigger, the digital street provides as large a canvas as possible in 
human scale.  

Places themselves could commission art augmenting their built 
environment e.g. visitors to the Golden Gate in San Francisco 

would be able to see previous street art as well as new digital art 
created using AR. 

Not only artists, but if the process is simple to use, everyone could 
use digital tools on mobile devices to create a digital annotation 
on the built environment of their choice, and therefor create a 
storytelling layer over the built environment. 
 

3. Conclusion 
In this project, we try to bridge the gaps between the physical 
distances of the creative community, between the physical and 
digital location of a place, and between physical and digital 
interfaces. In doing so, a parallel creative layer is envisioned over 
the built environment – little collections of street art where artistic 
sensibilities across the world would accumulate at certain physical 
locations. 
This parallel layer of art would be invisible to the naked eye - 
little waterfalls of creative expressions below the surface. They 
could contribute to transform the urban built environment, giving 
a new meaning to the term “subterranean”.  
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