
Reports6 Citygreen #20

Introduction 

Today, the landscape architecture profession is 
uniquely positioned at the intersection of creative 
thinking and scientific knowledge, two ostensibly 
opposed realms. This has been enabled by the 
development of digital technologies, a critical 
medium to effectively, sophistically, and intelligently 
bridge the long-standing divide. 

When computer-aided design began to emerge 
in the 1980s, the use of geographical information 
systems (GIS) was one of the domain’s first forays 
into digitising the landscape. Since then, a host 
of digital tools and a range of techniques have 
been developed by various disciplines and are 
ready for landscape architects to explore. These 
include digital measurements and survey methods, 
3D representations and information modelling, 
parametric/algorithmic design and analysis, 
dynamic and responsive simulations, and even 
digital-based teaching and learning of landscape 
architecture.

The use of these digital tools and techniques can 
be simplified and expressed as “digital landscape 
architecture”. While some worry it will strip the 
profession of its creative nature, digital landscape 
architecture is not focused on replacing everything 
we know with sterile digital platforms and formats. 
Nor is the focus on the realistic representation of 
designed landscapes. Rather, digital landscape 
architecture seeks to understand how we can 
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use tools and techniques to leverage ourselves, 
allowing us to put more of our creative time and 
energy into designing and building increasingly 
complex landscapes. Once we let the software, 
algorithms, and machines do the mundane heavy 
lifting, we can be free to explore more creative 
options previously thought impossible.

To understand what this new digital future holds 
for us as landscape architects, we interviewed 
four digital landscape architectural scholars (three 
from Korea and one from Singapore) who are 
championing the use of technology in the field of 
landscape architecture in academia and practice. 
This article is a consolidation of their responses 
to questions on the efficacy and challenges of 
digital landscape architecture, cumulating in 
key takeaways on how we can move towards 
hybridising the organic nature of our work with a 
digital counterpart to create “bionic landscapes”. 
Such landscapes are informed, shaped, and 
evaluated based on data and algorithms prior to 
construction and then monitored, maintained, and 
changed over time using embedded technology 
within the completed project.

We asked our respondents seven questions in our 
bid to identify the challenges and the potential of 
digital landscape architecture. While the responses 
varied slightly, we found interesting similarities, as 
highlighted in the concluding paragraphs.

Digital landscape architecture is not focused on replacing 
everything we know with sterile digital platforms and formats.

Q1: One of the biggest challenges we 
face in both practice and academia is 
that there is no single software platform 
suitable to cover all aspects of landscape 
architecture. This often results in 
inefficiencies and complications when 
students and practitioners alike are forced 
to juggle different software environments 
or simply ignore some that might be of 
use. In your experience, how have you 
worked towards streamlining this, and what 
software platforms or workflows would you 
recommend?

Ervine: Here in NUS, in my teaching I personally 
focus a fair amount of attention on Rhinoceros and, 
more specifically, Grasshopper as a visual scripting 
extension of it. I do so because—despite its very 
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Fig 1. 
An example of student output after a module focusing on using 
digital tools and techniques to create form and, more importantly, 
to evaluate and test the various designed scenarios for a host of 
potential effects, here topographical modifications are linked to flood 
modelling simulations. (Chang et al. 2021 – Student assignment)

steep learning curve—the flexibility of Grasshopper, 
as well as the community built around it, opens 
multiple doors in the realm of digital landscape 
architecture. Students often fall into the trap of 
thinking that learning Grasshopper allows them 
to model parametrically. While that is indeed true, 
it’s probably one of the most superficial objectives 
among a plethora of other opportunities. 
At the Masters level, we’ve started to introduce 
performative testing to our students using 
Grasshopper as an intermediary channel between 
design and simulations (Fig. 1) in the hope that 
landscape architects of the future will have the 
knowledge and tools, and more importantly, the 
desire, to scrutinize their designs for a variety of  
aspects and thus steer away from purely designing 
for aesthetics. 


