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ABSTRACT 
If we notice that the space is electronically and informationally 
extends beyond the usual physical and geometric borders, then it 
begins to represent a challenge for contemporary architecture that 
must be seriously understood and taken into account. 
Therefore, in this paper, changes in spatial relations and 
perception of architectural and urban space emerged from the use 
of augmented reality applications and what it means for the future 
urban planning and design are discussed.  
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1. INTRODUCTION 
As architecture now embraces “the play of digital information in 
space” and not only that of “masses in light” , the traditional 
understanding of space and perception of the physical 
environment in which we move and operate, as well as our 
relation to physical space and user interaction in it are forever 
shaken. Any-time-anywhere access to information influences our 
daily experience of urban space and creates places of “hybrid 
reality”. This emerging infinitely changeable world does not 
correspond with any existing plan, it is completely left to instinct, 
actions and creativity of its users. This paper is a small part of 
research that centers on the change of urban space utilization and 
perception and that of user experience in it caused by pervasive 
information and technology. 

2. AMBIGUOUS ZONES  
Charm of augmented reality definitely lies in the overlapping of 
real and virtual world, and for all those involved in architecture 
the most exciting is the way in which these two worlds 
intertwined. If we consider the AR application there is an 
increasing interest in issues related to how and in what manner 
resulting relationship between technology, design, AR 
applications and its use affect the concepts of space and time in 
architectural design. 

Addressing this issue in an essay for the book "Space, time, play", 
Lev Manovich called this new environment augmented spaces. He 

defines them as physical spaces covered with dynamically 
changing information which is likely to be in multimedia form 
and is often localized for each user.[1] 

The concept of adding additional information to the physical 
environment is not new, it concerns the overall aesthetic 
paradigm. But, what makes space understood through the AR 
application different is the uniqueness of its electronic 
augmentation to be dynamic and interactive, to change over time, 
personal, tailored to each user individually and is visible through 
an interactive multimedia interface.  

Manovich also states that, regardless of the form of added layers 
of information, whether we understand a situation or not depends 
on how we understand the idea of expansion, “we may add new 
information to our experience or we may add an altogether 
different experience”. [1] 

3. AUGMENTED REALITY AS AN 
ARCHITECTURAL PROBLM  
If the new media, such as AR, is bringing new forms of 
participation in an urban environment, which results in creating 
new relations with it, then it has to be considered as an 
architectural problem as well. Observing the space through AR, 
changes in it occur simply by downloading the data from the 
phone or the ability to locate other familiar people. A dynamically 
fluctuating interactive narratives occur in space as a product of 
new technology and media. W.J. Mitchell believes that narratives, 
like those in novels, make the city understandable, that the 
resulting interactive narratives create a new relationship between 
the city and its users, calling them "spatial fiction".[2] Today, 
these narratives can be found in a number of cities, in various 
forms, through virtual street museum or tour guides, through the 
different types of services or attractions. However, when we see a 
group of people in the city using an AR application, or are 
participants of some AR attractions, we see people referring to 
something virtual. They are adjusting to something they do not 
see to get the overall performance as a result, and all that, for us as 
observers, in the seemingly empty space. Then we realize that 
interactive narratives are primarily bringing new challenges to 
overcome, master and conquer in such mediated space, new 
challenges of space perceptions and even the challenges of new 
user behavior.  
 

As we speak of urban narratives in the contest of AR than we 
have to pay attention to what it implies. Perception of urban space 
embraces a variety of layers. It can be discussed in many different 
ways: physical, social, temporal.  And when it comes to 
envisioning new opportunities and challenges for creating more 
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inclusive, creative and motivating interactions through new urban 
narratives and AR we have to consider all these layers.  

If we consider, for example, social layer, social online and AR 
networking, we can see our friends who are near us, where they 
are, who to meet up with in the vicinity, but we can also see 
locations of unknown people with the same interests and 
ambitions, same taste in music or sport, meet and speak with them 
in real life. Scenario like this may foresee different concept of 
urban distribution, it makes us wonder towards which social and 
special organization we are heading to, to what extent will this 
influence existing daily city life and how to plan our urban 
environments with the assumptions like this.  

Besides urban narratives that capture the inherent cultural and 
informational characteristics of a city, interactive AR applications, 
through our personal choices of services and activities, allow us to 
create completely personal narratives. Although still insufficiently 
developed, this option leads to the individualization of urban 
space, allowing for personal experiences of urban space to be 
shaped according to user’s own choices and needs. In addition, 
Zhou et al. suggest an algorithm for discovering and defining 
user’s personally meaningful places which uses personal data 
emerged from location-aware applications. [3] Concepts like these 
may open new resources to construct urban space to user’s 
“meaningful places” and to their liking, leading to different 
dynamics of urban environment.   
 

4. CONCLUSION 
Although, new technologies and overlaid information often 
suggests creating a new space that would support them, the new 
interactive narratives also makes us to rethink the existing places 
before building new ones.   

New forms of visualization overlay move digital tools from the 
abstract to give them qualities of scale, context and human 
perspective. All this means that to understand the impact of 
pervasive information and technology on urban spaces, on its 
formation and utilization, we have to go much further from 
questions how do we navigate through digitally augmented urban 
spaces and how we experience it and to see what are the 
consequences of this new navigation and spatial and social 
experience and to use those information in future urban planning. 
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