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New Ubiquitous Icon

The project is located in the DMC(Digital Media City)in Seoul and is physically connected with
the DMS(Digital Media Street).Playing a role as a representative facility, meeting a vision of
global digital media and its content, it is a supplemental facility to further develop the DMC. It is
also intended to reflect the ever changing nature of the region.

The program area is 72 000m2 consisting of an IT center, cultural contents center media center,
experience information center, U-EXPO, digital theaters, digital amusement arena, multi-
purpose hall and JOY museum.

The plan is to promote the policies of Seoul by creating a landmark building that is integrated
with its surroundings. It is intended to harmonizes with adjacent projects through program
similarity while using its physical presence as a differentiator. Its symbolism, expressed through
a ubiquitous architectural manifestation, should represent a unique image of SITC for the DMC.

The design team proposed three alternatives for the client of which one was taken forward as a
final turn-key submission.

The building emerges from beneath the street from some unknown origin, The skin bends upon
itself creating energy lines at the folds like electronic signals bouncing information between
satellites and Earth, Random patterns gradually become more controlled as the skin culminates
on the formal east fagade, It is now intricately designed, The composition, shaped by human
hands, is an evolution of traditional facade design, Evolved through modern technologies, it
physically make possible this new world view, It is not rational but neo-expressionism, a futurist
exploration of the 21st century.

Design Narrative

The building footprint is compact, liberating significant site area for Seoul Plaza. This enhances
public engagement from the street, acknowledging the vibrancy and connectivity to the DMS,
An auto drop-off is located to the north, It expands as a staging ground for servicing production
studios, The main lobby is accessed from the drop-off and multiple pedestrian entry points. It
contains an IT lounge and coffee shop with open air access to B1 level and the mezzanine.
These locations, containing JOY museum, ubi-Seoul, exhibition space and E-sports, reinforce
public engagement by creating exciting entertainment venues that are easily accessed from
Seoul Plaza. Multiple elevator cores located at both the north and south create flexibility
for public and private functions. They operate simultaneously serving a range of distinctly
differentiated programs, culminating with theatres, digital showrooms and a restaurant at the top
of the building. This also allows for dramatic open space and flexibility for a variety of offices,
production studios and entertainment venues that have distinct spatial needs. This, coupled
with the need for structural efficiency, due to long span concerns over theaters and broadcast
studios, contributes to a challenging design highlighting diverse program components within a
unifying and singular vision.

With experiences including

Exhibition, E-sports and JOY museum, SITC plays a major role in attracting young people to the
DMC. It is seen as an activation zone for tourism responding to the needs of a rapidly changing
world.

The popularity of IT and cultural content is reflected in each sector by planning concepts that
enhance specific function. Consideration is given to inter-sector connectivity and integration.
The plan is mutually connected with public service and specialty functions that enable Seoul
City to execute its role as a place of sharing SITC’s image with the public as an IT center.

Today the energy of a single person can be connected instantaneously with anyone else on the
planet. Frequency is the invisible signal that allows omnipresence. It is the morphology for the
physical manifestation of the design.

The building is an amalgamation of multiple complex programs arranged logically based
on functional constraints. This leads to dramatic spatial juxtapositions. The program is
then wrapped with a ubiquitous skin that represents the interface between humans and
information technology. Spatial frequency, occurring at regular intervals, generates unexpected
environments. Whether programmed of resultant, these spaces stimulate thinking about the
possibilities of IT.
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