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Experiencing Urban Design through 3D Modeling and Gamification
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G‘ame-Based Learning Fostering teamwork and creativity through shared 3D design
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WHY YOU SHOULD PLAY AND DESIGN VIDEO GAMES TO BECOME A BETTER ARCHITECT
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First step in understanding the site
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Emphasizes active engagement with the designed environment
Group walk with site photography and analysis Location proposal
Participants explore the site together, Kanagawa, Yokohama, Nishi Ward
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Run around the space where assets In this mode, assets cannot The purpose is to explore and enjoy the Viewpoint movement
have been placed using a character be placed or edited designed space from a user's point of view (rotation and zoom)
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Google Maps satellite imagery as the floor texture Adding and editing 3D assets on the base model
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PHASE 5 : QUESTIONNAIRE AND REFLECTION
Assess outcomes and refine the design for improvement
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