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BACKGROUND
Japan and its people have been at the forefront of a digital revolution since the past four or five decades. 
The country has long existed between two realms. On the one hand, we have the traditional “old world” 
of temples, tea ceremonies and calligraphic cherry blossoms. On the other hand, there shines a futuristic 
“new” world of bullet trains, AI dogs, anime pilgrimages, 2.5-dimension theatres, digital currency like J-coin 
and receptive gaming consoles. Japan has been a place of fascination throughout the years, particularly to 
those interested in media and popular culture, business, science and technology, and other related areas 
such as transport and tourism.

Experts are debating the effects of ‘obsessive’ digitization in the country which is isolating the people from 
one another. A high percentage of Japanese people are aging while the younger people are staying away 
from interacting with one another. Contemporary Japan and the whole set of its younger population are 
immersed in high speed internet and mobile-app culture. With almost everything available to people virtually 
on the internet and a click away on the mobile applications, people in Japan are the most exposed to a digital 
culture than most of their contemporaries in the world. Psychologists may debate the adverse sociological 
effects of digitization on the Japanese culture, but it has made the country a curious case study and example 
for futuristic models of digitization. Whether it is futuristic mechabots stomping on the ancient slopes of 
Mount Fuji, J-Pop stars shimmering like plastic dolls in silk kimonos or the electronic sushi, there are some 
extraordinary examples of Japanese digital revolution.

The digital revolution stands out from its predecessors in a critical way: rather than making it easier for 
humans to use their surroundings more effectively for their own benefit, technology is displacing humans in 
the workplace. While no human will be able to compete with intelligent machines when it comes to reciting 
facts or performing formulaic calculations, human ingenuity and creativity remain unmatched. Digitization 
has the power to both reform the age-old education setup and even to destroy the ethics of the prevalent 
system. But its impact on the human institutions and functionalities can never be ignored.

The onset of digital revolution has questioned the existence of many institutions and technologies around 
the world. High speed internet and communication systems have made available a large pool of data online. 
It is easier than ever for any person to gain, share and spread knowledge on the internet than through 
traditional methods and institutions. Libraries have been considered as the ‘Temples of learning and 
knowledge’ through ages. Libraries are knowledge-dispersion centerswith a large pool of books, documents, 
manuscripts, papers and what not.” Because people so often identify libraries with physical books, new 
digital information and communication technologies have spawned speculation whether libraries, as such, 
are obsolete. Digitization creates new challenges and opportunities, however, forcing libraries to both take 
on new roles and perform traditional roles in new ways.



MISSION STATEMENT
The aim of the competition is to create an iconic 21st century ‘public library’ in the 
city of Tokyo, Japan and debate its role in a ‘digital age’. The proposal must aim to 
become a solution to the frequently questioned vitality of a library by enhancing and 
transforming its capabilities as a ‘knowledge sharing and research prototype’ that 
will become a model for the future libraries of the world.

Define the purpose and outlook of a public library in a tech-obsessed 
setup and context.
The participants must strive to create the ‘right’ model for a library in the digital 
city of Tokyo. They must aim to justify the validity and viability of either a traditional 
library, a futuristic digital library or a ‘hybrid’ in a changing world. The participants are 
free to create their own interpretation of a library which should be more than just a 
‘space to collect and store knowledge’. They are free to tweak the existing program 
of a library and make space for new spaces and technologies that will give a more 
holistic outlook to a public library. The participants can alter the basics of a library 
building, preserve their traditional elements or even create a new way that would 
make libraries a knowledge sharing space rather than just a knowledge gathering 
unit. The participants are free to add, eliminate or create a balance between physical 
sources (books) and digital sources(internet) within a library depending upon their 
model for a public library.

Create a new response for a ‘public library’ through architecture.
As the roles of libraries change, so will the physical buildings they occupy. A library that 
lets people eat, drink, and converse while they share information could be “a strong 
mission statement” for a new-age library. A library building should aim to become 
more open, dynamic and permeable architecturally so that it could attract more and 
more people. The participants must aim to break down the rigidity of traditional library 
space and create an informal learning environment for the end users. A library needs 
to become a new hub for social life among the local community. Programatically, the 
libraries should aim to become much less formal, much less guarded and much more 
inviting. Libraries should move towards a model that encourages readers to stay 
and linger, instead of their original function as spaces for collecting and lending out 
books. Libraries should reinterpret themselves to promote social exchange between 
users, much like community centers and aim to be a ‘public space’ in true sense.



Creating an icon that will have enrich and contribute to the culture of 
the city of Tokyo.
Tokyo is a megapolis that is taking gigantic steps to become the city of the future. 
The library should become an icon and an important landmark for the city where 
people could converge and exchange knowledge. The impact of the library should 
be prolific, intense and symbolic that should reflect the contemporary nature of the 
city. The participants must aim to create some drama within the volume of the built 
form; that could be achieved by the factor of height, innovative structural systems, 
intriguing facades, interesting volumes and shapes, the art of contrast and material 
juxtaposition, interactive spaces, symbolic value etc.



The site for the intervention is located at an edge of Kabukicho district and against the 
railways coming from Shinjuku station. The site faces the Yasukuni Dori promenade which 
runs adjacent to it providing easy access and visual access from multiple locations in the 
vicinity.

Google Earth: Latitude: 35°41’38”N  Longitude: 139°42’01”E
Site Area: 1064 sq. meters 
Max built area: 10,000 sq. meters

Following are the programmatical features that are to be provided in the proposal for the 
library. The size, proportions and number of facilities are left to the participant’s discretion 
and imagination. Competitors are encouraged to design and propose any kind of innovative 
and intuitive program or function in addition and extension to the following list of functions, 
but with an argumentized necessity. Keeping in mind the paucity of space in today’s times, 
explore the possibility of designing multifunctional and dynamic spaces. Here is a list of 
some exemplary spaces that the participants can follow:

Literary Section: Browsing space, Stack Area, Book collection and reading spaces, Research 
area, Digital reading areas and labs, Circulation and reference desk etc.

Storage Section: Main Storage Facility, Bookbinding, Restoration, Conservation, Archive etc.

Workspaces: Administrative offices, Librarian’s office, Acquisition section, Cataloguing and 
processing section, Copier section, Conference rooms, Expert consultancy etc.

Miscellaneous: Open Air reading, Reception space and waiting area, Arts and media centers, 
Book and souvenir shop, Cloakrooms and lockers etc.

*Note- All these are exemplary areas for participants’ clarity. The programming should be 
done under these broad categories, but they are free to adhere, ignore, add or subtract to any 
one of the specific functions with a valid argument based on their theme and design.

- There are no height restrictions for the new intervention. 
- The intervention can go underground upto 6 meters deep. 
- Participants need not provide any parking space within the site.
 

SITE & PROGRAM

SITE



SChEDUlE

• Start of Competition and Early Registration: 1st May 2018

• Early Registration ends: 30th June 2018

• Standard Registration starts: 1st July 2018

• Standard Registration ends: 30th July 2018

• Closing day for Submissions: 31st July 2018

• Announcement of Winners: 25th August 2018

*Note: All deadlines are 11:59 pm - 00:00 IST (India).

PARTICIPATION

Architects, Architecture Graduates, Students or Engineers are eligible 
to participate. Interdisciplinary teams are also encouraged to enter the 
Competition.

Submissions can be the work of an individual or a group of up to 3 members.

There is no age limit, however, entrants under 18 years of age must be lead or 
entered by someone over the age of 18.

AwARDS

Winning participants will receive prizes totaling INR 2,00,000 with the 
distribution as follows:

First prize- INR 1,00,000/- + Certificate 
Second prize- INR 60,000/- + Certificate
Third prize- INR 40,000/- + Certificate
10 Honorable mentions

Winners and honorable mentions will be published on archasm’s website and 
several international architecture magazines and websites partnered by us.

fEES

EArLy rEGISTrATIoN:
From 1st May to 30th June 2018
• For Indian nationals- INR 1500 (per team)
• For Foreign nationals- EUR 60 (per team)

STANdArd rEGISTrATIoN:
From 1st July to 30th July 2018
• For Indian nationals- INR 1800 (per team)
• For Foreign nationals- EUR 80 (per team)

Entrants may register by filling the registration form and submitting it with 
the appropriate payment through our secure gateway on our website www.
archasm.in.

The participants will receive their TEAMCODE within 24 hours of completing 
their payment successfully.

TEAMCODE will be sent primarily to the email address provided ito PAYUMONEY/
PAYPAL while completing the transaction.



DISCOUNT

Group discounts apply for a minimum of 5 teams from one particular 
architecture school/university as our initiative to promote more participation 
from students.
Send us the following details at queries@archasm.in to avail the offer.
- Names of all the participating teams members and their respective team 
leaders.
- Name of the university.
- School ID proofs of the team leader.

REGUlATIONS

- It will not be possible to amend or update any information relating to your 
registration including the names of team members once validated.
- Participant teams will be disqualified if any of the competition rules 
or submission requirements are not considered. Participation assumes 
acceptance of the regulations.
- Team code is the only means of identification of a team as it is an anonymous 
competition.
- The official language of the competition is English.
- The registration fee is non-refundable.
- Contacting the Jury is prohibited.
- Archasm as the competition organizer, reserves the right to modify the 
competition schedule if deemed necessary.

TErMS ANd CoNdITIoNS
Please see the terms and conditions section on www.archasm.in.

CoMpETITIoN proJECT dISCLAIMEr 
This is an open international competition hosted by archasm to generate 
progressive design ideas. There are no plans for the library to be built. The 
competition is organized for education purpose only.

SUBMISSION REqUIREMENTS

- Proposal to be presented on oNE LANdSCApE orIENTEd A1 SHEET.

- TEAMCodE to be mentioned on the Top rIGHT-HANd CorNEr of the sheet.

- Proposal MUST NoT include ANy INForMATIoN (Name, Organisation, School etc.) 
that may give away your identity.

- All text must be in ENGLISH, with a MAXIMUM of 250 WordS for project explanation. 
Proposal may be presented using any technique of your choice (sketches, diagrams, 
3D visualizations, model photos, CAD drawings, etc.).

SUbMISSIoN ForMAT

- JPEG of your project must be submitted  via email to: submission@archasm.in 

- TEAMCODE must be the subject of the email. 

- MAXIMUM FILE SIZE : 8MB 

- NAME OF THE FILE : TeamCode.jpeg

qUERIES AND qUESTIONS

In case you still have questions related to the briefs and the competition, please send 
them to queries@archasm.in with ‘FAQ’ as the subject. 
We highly recommend our participants to check the FAQ section on the archasm 
website as this will provide additional vital information from time to time. 
All queries regarding registration process, fees or payment should be sent on the 
same email address with ‘ENQUIRY’ as the subject.



OUR PARTNERS

CONTACT US

Website: www.archasm.in
Facebook: www.facebook.com/atarchasm
Instagram: www.instagram.com/archasm_competitions


