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ARCH 1210
Design Foundations II



6  lab/studio hours, 3 credits
COURSE DESCRIPTION
Design Foundations II is the second course in the one year foundation sequence which increases the student’s ability to perceive visual cues, create visual design, formulate concepts, and render ideas in two or three dimensions. Students will use a combination of hand and digital skills to aid in the creation and interpretation of three dimensional objects and space, and the delineation of the same using standard projection systems
COURSE CONTEXT
This is a required course in the design sequence
PREREQUISITES
ARCH 1110 Architectural Design I: Foundations and ARCH 1191 Visual Studies I both with grades of C or higher
REQUIRED READINGS
The following articles will be provided to the students

1. Hannah, Gail Greet. Elements of Design: Rowena Reed Kostellow and the Structure of Visual Relationships, pp.58-65.

2. Theil, Philip. Visual Awareness and Design: An Introductory Program in Conceptual Awareness, Perceptual Sensitivity, and Basic Design Skills. pp. 168-175.

3. Lupton, Ellen and Jennifer Cole Phillips. Graphic Design: The New Basics, pp. 70-83.

4.  Theil, Philip. Visual Awareness and Design: An Introductory Program in Conceptual Awareness, Perceptual Sensitivity, and Basic Design Skills. pp. 204-213.

5. Solids and Cavities in Architecture, S.E. Rasmussen, pp. 35-55.


6. The Roots of Architecture Invention, LIMITED SITES, David Leatherbarrow, MIT Press, 1993, pp. 7-17.
7. Precedents in Architecture - Analytic Diagrams, Formative Ideas, and Partis, pp. 1-7.

8. Frank Lloyd Wright and the Destruction of the Box, University of California Press

9. Experience of Color, Herman Miller
ATTENDANCE POLICY
No more than 10% absences are permitted during the semester. For the purposes of record, two latenesses are considered as one absence. Exceeding this limit will expose the student to failing at the discretion of the instructor.

COURSE STRUCTURE
This course is a design studio which will include lectures, student presentations, guest critics, in-class workshops, and charrettes.  The students will be given sequential weeks. Each problem will involve a cyclical iteration of the design process in which new skills in a variety of media will be acquired. Students will give verbal and graphic presentations of their designs which will demonstrate agility with vocabulary, concepts, and result in a critical class discussion to assess quality of the work.  Work will be completed both in and outside of class.  Written evaluation for each week will be provided by the professor and fellow classmates.  Students should keep record of their own progress in a spreadsheet.


A review of students’ Process Folio of work will occur at the middle and end of the semester.
GRADING

Weekly Sketches
                10%

Projects

                80%
Process Folio

  5%
Class Participation
  5%
FILE NAMING

Professor_Last_Name_SP13_Project_Name_Student_Name_(Image Number)
ACADEMIC INTEGRITY
Students and all others who work with information, ideas, texts, images, music, inventions and other intellectual property owe their audience and sources accuracy and honesty in using, crediting and citation of sources.  As a community of intellectual and professional workers, the college recognizes its responsibility for providing instruction in information literacy and academic integrity, offering models of good practice, and responding vigilantly and appropriately to infractions of academic integrity.  Accordingly, academic dishonesty is prohibited in The City University of New York and is punishable by penalties, including failing grades, suspension and expulsion.
LEARNING OBJECTIVES
Upon successful completion of this course, the student will:

1. Implement an iterative design process from problem identification, information gathering, solution generation and evaluation, implementation, presentation, and overall project evaluation. (Knowledge)

2. Incorporate design concepts and vocabulary into design process and presentations. (Knowledge)

3. Distinguish between media and determine the appropriate method and media required to complete a drawing or model. (Gen Ed)

4. Communicate ideas and information both verbally and through writing. (Gen Ed) 
5. Develop and apply professional vocabulary. (Gen Ed)

6. Produce orthographic, axonometric, perspective, and architectural vignette drawings. (Skill)

7. Utilize analogue and digital media to create drawings and models. (Skill)

8. Incorporate color and materials into designs and presentations. (Skill)

9. Represent human scale and proportion in design drawings. (Skill)

ASSESSMENT
To evaluate the students’ achievement of the learning objectives, the professor will do the following:

1. Review students’ creative process (initial sketches through to the final project) by means of frequent pin-ups.

2. Assess the students’ use of professional vocabulary during oral presentations.

3. Review students’ written descriptions of design work and feedback.
ARCHITECTURE TECHNOLOGY RESEARCH



http://library.citytech.cuny.edu/services/faculty/scholarship/pdf/QuickTipsArchTechF10.pdf

WEEKLY SKETCHES
A total of 10 weekly sketches will be completed per semester as homework.  Each sketch has a clearly defined focus and method such as blind contour form study, positive and negative space, shade and shadow, texture, light, depth, perspective, and scale.  Sketches will explore a variety of paper and drawing media.  Thumbnail study sketches should be completed in a sketchbook prior to preparing the final sketch on 8½”x11” paper.  Hand letter on the back of each sketch the intention, time it took to complete, and the location.

COURSE OUTLINE

WEEK 01 – 02 ------------------------------------------------------------------------------------------------------------------
ADDITIVE & SUBTRACTIVE CUBES IN A LANDSCAPE
DESCRIPTION
This project will challenge students to create relationships between objects of various sizes and material in a landscape.  A total of 4 cubes will be conceptualized, designed, and crafted using both additive and subtractive modeling techniques.  Two preliminary cubes will be created the first week and two final versions during week 2.  In order to develop a conceptual catalyst for the cubes, students will use language to define complimentary and/or contradictory sets.  The topographic site will then be modified/designed in order to enhance relationships between the various cubes, and to further reinforce overall ideas.

WORD LIST
Push/Pull  

[image: image1.jpg]Words describing colors: emerald pearly

amber flesh pink
amethyst flushed plum

aqua fuchsia poppy
aquamarine garnet primrose
avocado gay puce

azure glassy purple
bistre gold red

black green rose

blue grizzly ruby

brass henna ruddy
bright indigo rust
brilliant iridescent sable
brindle ivory saffron
bronze jade salmon
buff jet sapphire
burgundy khaki scarlet
canary lake sepia
carmine lavender shimmering
carnelian lemon sienna
cerise light silver
charcoal lilac slate
chartreuse lime smoky
chestnut magenta snowy
chocolate mahogany sooty
chrome maize spruce
citrine maroon tan

claret mauve topaz

clear milky translucent
cobalt mint transparent
copper mustard turquoise
coral navy twinkling
cordovan obsidian ultramarine
cream ocher umber
crimson olive vermilion
crystalline onyx violet

cyan opaque walnut
dark orange white

drab orchid wine

dull pale yellow

dun peach

ebony pearl



Solid/Void

Fast/Slow

Thick/Thin

Hard/Soft

Flexible/Rigid

Smooth/Rough

Fragile/Tuff

Prickly/Flat

Static/Active

Expand/Contract

Full/Empty

Turbulent/Still

Extrude/Intrude


Concave/Convex

Inflated/Deflated

Reflect/Absorb

GOALS
The goal of this project is to expose students to two techniques for defining volumes and space by using opposing words to guide the creation process.  Two models will be created representing each word by using additive and subtractive techniques.  Students will also learn how to manipulate contours and how the site plays an integral role in the design of place.

READING
Solids and Cavities in Architecture, S.E. Rasmussen, pp. 35-55.
LANDSCAPE
Careful consideration should also be given to the 12”x12” site to enhance the relationship between the two models.  Also, it is up to each student to define the scale of the contours which can assist in enhancing the relationship of the models.  Consider the material of the site, chipboard will result in the creation of a gently slope while foam core will create a much steeper landscape.
PROCESS
Cubes: Select two words that have either a complimentary or contradictory relationship.  For example “explode/implode” have a contradictory relationship.  Start by making two study models for each word, each model is limited to a size of 3”x3”x3”.  At the same time create a preliminary site that works with the two models.  After refining your study models and site, you are ready to make your final set in bass wood. 
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Site: The site can be made out of chipboard or foam core. Using the topographical plan cut the contours by hand.  Note that the material you choose will determine the overall scale for your project.  You should make a scale figure person to help you imagine how one would interact with your two models.  Cut into your site, or add material to your site in order to further define the relationship between the objects and the landscape.

Draw: The final step is to document the design work. 

1. Site plan

2. Two elevations

3. One section

4. One perspectives

5. One exploded axonometric of one of your cubes.  

Thoughtfully scale and place these drawings on a 24”x36” sheet of double matte mylar (sometimes called drafting film).  Drawings should be drawn in black ink and should use a variety of lineweights and linetypes.  Include a graphic title, your name, the course name, course number, semester, and professor’s name.  Each drawing should also be titled and scaled using architectural lettering.
MODEL SUPPLIES
1. Blue foam or Styrofoam 

2. Chipboard, foam core

3. white glue
4. Bass Wood (sheets, dowels etc.)
SCHEDULE

Week 1
In-Class: Introduction to project & tools, demonstration of model making techniques

Homework: Define two complimentary/contradictory words to use as the basis of your design.  Build a study model of each set of words.  The additive models should be made of chipboard.  The subtractive models should be cut from Styrofoam or blue foam.   Also start work on a preliminary site.
Week 2


Due at Beginning of Class: 2 revised study models.

In-Class: Review of study models and drawings required.  Start work on creation of final models and site.
Homework: Creation of final models, site and 24x36 presentation board.
WEEK 03 ------------------------------------------------------------------------------------------------------------------------
DYNAMIC BALANCE
OBJECTIVE

Students will learn to identify an axis in curvilinear forms and to recognize hierarchy

between volumes based on proportion. This identification and understanding will then be

reinforced and demonstrated through 2-D and 3-D drawings. Drawings should communicate

depth and the relationship between parts.

DESCRIPTION

Through a series of 3-D “sketches” made in clay, you will practice the art of

generating form. However, form creation should not be a random and unevaluated act. The

process of creating, testing, and revising form will be used to train the eye to recognize

successful proportions and relationships between objects. A successful grouping will create both interesting positive and negative space and will be lively.

In this exercise, vocabulary will become increasingly important as you are now producing

geometric form and then evaluating and describing its’ properties. Through this process you will learn to identify primary and secondary axis; dominant, subdominant, and subordinate forms; and articulate proportional relationships within a single volume and between objects.

LECTURE
DYNAMIC BALANCE: Discuss how we can create dynamic and complex groupings of curvilinear volumes based on hierarchy, proportion, and dominance while achieving structural stability.

PROCESS

CURVILINEAR FORM

1. Using white clay, make 12 curvilinear volumes (sphere, cone, cylinder, ovoid, and slices

of any of these) no larger than 6” in any dimension.

2. These volumes should be brought together to create visually balanced, harmonious, and

compelling groupings of three. A total of four groupings should be completed in clay.

Within each grouping, the dominant, subdominant, and subordinate part should be

identified as described in Elements of Design by Gail Greet Hannah.

3. Take a digital photograph against a black background. Print each photograph to fit on an

8 ½” x 11” sheet of paper. On tracing paper, outline the grouping and identify the axis and

hierarchy. Also identify the inherent, comparative, and overall proportions as a ratio length

to width. This should be a diagram explaining the underlying geometric structure of your

groupings.

4. Assemble groupings of 3 curvilinear volumes (a total of 4 groupings) and secure to a ½”

thick foam-core base.

READING

Hannah, Gail Greet. Elements of Design: Rowena Reed Kostellow and the Structure of

Visual Relationships, pp.58-65.

SKILLS


Modeling in clay, measuring with ruler, composition, cutting sheet material (foam core),

introduce sketching assignments
WEEK 04 ------------------------------------------------------------------------------------------------------------------------

COLOR BASICS
OBJECTIVE

Students will learn how to work with color models.

DESCRIPTION

Up to this point, students have worked primarily in either a duotone or grayscale

mode in their analog work. It is important for students to learn how to handle color and create a pleasing palette.

PROCESS

Using a Munsell Color chart and a corresponding envelope of color chips, arrange the chips so
that the values and chromas are arranged in the proper order.

1. From the list of words describing colors, choose twelve and pick the colors from the

Munsell charts that correspond. (word list can be found on the next page)

2. Create a color collage where different color samples (paper, cloth, metal, foil, tree bark, cardboard, paint samples, leather, and others are all cut to the same size and assembled according to the Munsell chart.

3. Duplicate one of the Munsell Color charts digitally (Adobe Photoshop) in RGB and CMYK.

4. Use Adobe InDesign to design a page documenting the assignment.

READING

Theil, Philip. Visual Awareness and Design: An Introductory Program in Conceptual

Awareness, Perceptual Sensitivity, and Basic Design Skills. pp. 168-175.

SKILLS


color vocabulary, using digital color model
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WEEK 05 ------------------------------------------------------------------------------------------------------------------------

COLOR HAS EFFECT
OBJECTIVE

Students will learn how to work with color models.

LECTURE
COLOR HAS EFFECT: Discuss how to create a 2-D composition and apply primary, complimentary, and analogous colors in order to create a desired effect.
ASSIGNMNENT



1. Generate a 2-D pattern on 11x17 bond paper by using geometric shapes like triangles, circles, squares and rectangles to design a repetitive pattern.  On an 11x17 sheet show how your pattern was developed.  Start with one shape and gradually add other elements showing the growth pattern of your design.
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2. Color the 11x17 composition with colored pencils or markers using 3 analogous colors.  

3. Repeat same pattern, but color with 3 complimentary colors.

4. Repeat same pattern, but color with 2 sets of analogous colors that are compliments.

5. Digitize your pattern, and color with 2 sets of analogous colors that are compliments (Adobe Illustrator).

6. Assess and write the goal and outcome of each study.

READING

Lupton, Ellen and Jennifer Cole Phillips. Graphic Design: The New Basics, pp. 70-83.
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WEEK 06 ------------------------------------------------------------------------------------------------------------------------

COLOR HAS EFFECT, PAVILION
OBJECTIVE

Students will learn how to work with color models.

LECTURE
COLOR HAS EFFECT: Rendering with color
ASSIGNMNENT
In architecture color rendering is a powerful media which can be used in the development of a design or to express the atmosphere of a space.  In the early stages of a project a designer will rely heavily on hand sketching to represent his ideas to an audience.  However sketching doesn’t always capture the qualities of the space.  For this reason color can be used to represent materials, natural elements, express moods, or even the interaction between light and shadow.
1. On an 11x17 piece of paper sketch a view of the Pavilion you are currently working in 1291 (Visual Studies II)  Make a precise black and white sketch showing an eye level view.  Do not add any shading to your sketch, only create a pencil outline.
2. Once the drawing is complete, the next step will be to render it in color.
3. Start by selecting one season from the list below to influence your rendering.  Your color rendering has to express the qualities of the season.  Take some time to imagine each season, and determine how the quality of light and colors can express each one.

WORD LIST

Spring





Summer





Autumn





Winter

4. Write a brief paragraph explaining your use of colors and how they express the season selected.
READING

Experience of Color, Herman Miller
WEEK 07 ------------------------------------------------------------------------------------------------------------------------

COLOR EXPRESSION
OBJECTIVE

Students will learn how to work with color models.

LECTURE
COLOR EXPRESSIONS IN SPACE: Discuss how we can use color to evoke a strong emotion.
ASSIGNMNENT



1. Draw a 1-point black and white interior perspective of a given space.  Use the same drawing that was assigned as part of your weekly sketch assignment.  The selected space should have a strong contrast between interior and exterior.  This can be achieved by selecting a space where direct light in entering through some opening.

2. Once complete, scan your drawing at 300dpi and open it in Photoshop.

3. Select two contradictory emotions and select colors which relate to these feelings.

4. In Photoshop use a series of small images representing the emotions of your colors to cover your drawing.  As you cover the wall, ceiling and floor, consider the pattern created by your images.  Do not use one single image to cover an entire section, but use a variation of similar images with similar color to create an area of similar color composition.

5. Your choice in colors should achieve a set of objectives such as: color “Temperature feeling”: warm, neutral, or cool; color “mood feeling”.

READING
Reading: Theil, Philip. Visual Awareness and Design: An Introductory Program in Conceptual Awareness, Perceptual Sensitivity, and Basic Design Skills. pp. 204-213.
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WEEK 08 ------------------------------------------------------------------------------------------------------------------------
ARCHITECTURE PALEONTOLOGY RESEARCH

OBJECTIVE

The goal of this project is to introduce students to research as an integral part of

the design process, which catalyzes creativity. This research will be communicated through 2D graphic presentations prepared digitally, and eventually in the crafting of a 3-D model of the existing building. Students will be introduced to architectural theory and history through this process and will begin to understand how architecture represents technology, philosophy, materials, and social issues of its time.

DESCRIPTION

This project requires the design of an architectural object that identifies a
personal interpretation of an existing building and its place in history. An effective method of

approaching design is to begin with a period of research. Accordingly, we will begin our process by researching and analyzing a building, its' architect, and its' moment in time.

RESEARCH
Select a house to document, analyze, and build from the following list. Your research will include thematically associated artists, as well as furniture and designed objects from the same era. These forces will help to shape your point of departure for choosing an appropriate manner in which to render the final model and its context:

PROCESS
Research a renowned architect’s work and philosophy. In parallel research the context of their work in terms of art, culture, technology, zeitgeist, and other design fields. Create a compelling 2-D presentation of your findings.  Choose an architect from a list below. The list will also make suggestions for other related areas of research in culture, technology, social issues, engineering, and industrial design.

READING
The Roots of Architecture Invention, LIMITED SITES, David Leatherbarrow, MIT Press, 1993, pp. 7-17.
HOUSES
1)
SCHROEDER HOUSE, Gerrit Rietveld, 1924

Artwork:  New York City, 3, Piet Mondrian, 1941; 



Maison Particuliere, Theo van Doesburg, 1923


Design:  
Red-Blue Chair, Gerrit Rietveld, 1917                         
2)  
VILLA SAVOYE, Le Corbusier, 1928

Artwork:  Three Women (Le Grand Dejeuner), Ferdinand Leger, 1921


Design:  
Citroen AC4, 1930 model car; Eileen Gray: ‘Non-Conformist 1926 chair; S Chair 1932, 
Adjustable Table, 1927; Screen:block, 1925.
3)
RIVERA/KAHLO HOUSE, Juan O’Gorman, 1931


Artwork:  Dream of a Sunday Afternoon in Alameda Park, Diego Rivera, 1947



Self Portait, Frida Kahlo, 1932


Design:
Prouve furniture; Eileen Gray lamps

4)  
VILLA MAIREA, Alvar Aalto, 1939

Artwork:  Radiating World, Kurt Schwitters, 1920

Design:
Aalto Furniture and Design Objects


5)  
KAUFMANN DESERT HOUSE, Richard Neutra, 1946


Artwork:
No. 20, Mark Rothko, 1949

Design:
George Nelson furniture, George Nelson lamps

6)  
EAMES HOUSE and STUDIO (Case Study House Number #8), Charles and Ray Eames, 1946

Artwork:  200 Soup Cans, Andy Warhol, 1962

Design: 
Eames Furniture, Fiestaware

7)  
HOUSE IN CANOAS, Oscar Niemeyer, 1953

Artwork:
Voyage, Robert Motherwell, 1949

Design:
Garden Design Duque de Caxias Square, Roberto Burle Marx, 1948



Saarinen Tulip Chair, Bertoia wire chair, Noguchi table

8)  BAVINGER HOUSE, Bruce Goff, 1955

Artwork: 
Pelvis with the Distance, Georgia O’Keefe, 1943

Design:
Prouve furniture, Eva Zeisel, Hallcraft / Tomorrow’s Classic China, 1952



Lockheed Super Constellation aircraft
9) 
MILAM HOUSE, Paul Rudolph, 1962

Artwork:  Smaragd, Red, and Germinating Yellow, Hans Hoffman, 1959


Design:  
Massimo Vignelli Stacking Dinnerware, 1964; Vernon Panton Stacking Chair, 1959-60



Boeing 707 aircraft

10)
MALIN RESIDENCE (CHEMOSPHERE), John Lautner, 1967

Artwork:
Majuscule, Lee Krasner, 1971


Design:
Luv Me Poster, c. 1967; Hille Hexagon Seating, P. Murdoch, 1967



Arco Lamp, Achille & Pier Giacomo Castiglioni, 1962; Boeing 747 Aircraft

11)
SAN CRISTOBAL, Luis Barragan, 1968


Artwork:
Man Radiant with Happiness, 1968, Three Personages, 1970; Rufino Tamayo

Design:
Braniff Airlines design work (Alexander Girard, Emilio Pucci, Calder), 


Emilio Pucci prints

12)
FISHER HOUSE, Louis Kahn, 1973


Artwork:
Graded Exposure, Kenneth Noland, 1967


Design:
Rodolfo Bonetto Melaina chair, 1970; 


Massimo Vignelli subway map for New York, 1972;  DC-10 Aircraft

13)
CAPSULE HOUSE K, Kisho Kurakawa, 1974


Artwork:
Helix City, Floating City, Kisho Kurakawa, 1961


Design:
Leisure Capsule, 1972, Buckminster Fuller Dymaxion Car, Airstream

14)
GEHRY HOUSE, Frank Gehry, 1978


Artwork:
Ocean Park #54, Richard Diebenkorn, 1972


Design:
Studio 65 Bocca sofa

15)
MAGNEY HOUSE, Glenn Murcutt, 1985


Artwork:
The Wall that Went for a Walk + Various other works, Andy Goldsworthy

Design:
Boeing 757 aircraft, Delorean car
16)
VILLA DALL’AVA, Rem Koolhaas, 1991


Artwork:
Water Tower, Rachel Whiteread, 1999

Design:
Airbus A320 aircraft

17)
MOBIUS HOUSE, Ben van Berkel and Caroline Bos, 1998


Artwork:
Betwixt the Torus and the Sphere, Richard Serra, 2001

Design:
United Noble: Mobius shoe, 

18)
FLOATING HOUSE, MOS, 2007


Artwork:
Untitled, 2003 Tara Donovan

Design:
Phillippe Stark Hudson Chair, Airbus A380
2. Write 500 words which explain the concept of your house, with cited references on your research.

ANALYSIS 
Analyze the histories, characteristics, patterns, flows, and narratives specific to the building, architect, design philosophies, and socio-political trends relevant to the era.  Generate a series of four (4) presentation plates in 11x17 format (landscape or portrait orientation) to present their research and original graphics to represent their analysis.  Upon completion of the presentation model, students will complete one additional plate formatted to match their research plates.

· PLATE 1: BUILDING & ARCHTECT


Includes history, site, climate/countries of origin, details, etc…. of the building as well as information describing the architect and philosophy.  The plate should include images, text, graphics, and diagrams as necessary.

· PLATE 2: ART & ARTIST 

Includes a brief historical overview, definition, media, technique, methods, etc…  The plate should include an image of the artwork, as well as text graphics and an abstract diagrammatic interpretation of the painting itself. 

· PLATE 3: DESIGN OF THE ERA 

Includes designed objects, books, film, fashion, furniture, patterns, colors, etc.  The plate should include images that support an overall notion of the mood and memory of the era, the zeitgeist.

· PLATE 4: SOCIO-POLITICAL THEMES 

Includes social, political, and cultural themes including manifestos, etc.  The plate should include images that support an overall notion of the mood and memory of the era from a social and political perspective.

WEEK 09 ------------------------------------------------------------------------------------------------------------------------

ARCHITECTURE PALEONTOLOGY, A CLOSER LOOK

DESCRIPTION
Discuss how research in the basis for design continued.  Focusing on one house designed by your architect from the previous exercise, prepare scaled multi-view drawings and drawings of the work.  Consider your previous research as input for how you choose to portray the work.

HOMEWORK
1. Find plans, elevations, and sections of your architect’s house design.  Scale these plans, elevation, and sections and draw over them in 2-D vector drafting software (AutoCad).  
2. Refine your drawings to include doors, windows, and furniture.  Use line weights, poche, and hatching to enhance the drawings.  
READING

Scale and Proportion S.E. Rasmussen, pp. 104 – 126.
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WEEK 10 ------------------------------------------------------------------------------------------------------------------------

ARCHITECTURE PALEONTOLOGY, DIAGRAMING
DESCRIPTION
Discuss the importance of diagraming in architecture and its use in expressing design concepts.  In class create two 2-D diagrams of the plan or elevation which extract the underlying geometry and program arrangement.
HOMEWORK
Create diagrams which explain the massing, geometry, circulation, hierarchy, structure and natural lighting of your house.

READING
Precedents in Architecture – Analytic Diagrams, Formative Ideas, and Partis.
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WEEK 11 – 12 ------------------------------------------------------------------------------------------------------------------
ARCHITECTURE PALEONTOLOGY, EXPRESSED

DESCRIPTION
Build a physical model of an existing building which uses expressive materials and modifications to the architecture in order to emphasize the building’s conceptual intent.
1. Print your plans, sections, and elevations from the previous exercise at 1/8”-1’-0” scale.

2. Determine a size and method for constructing your model base.  Use this as an opportunity to exaggerate site attributes, or to integrate graphics in the model.  Construct the base.

3. Determine the attributes of the architecture which are fundamental and then determine a creative method of building which highlights them.  This is the concept for your model.

4. Select materials, color, textures, entourage, and foliage in relation to your concept.  At least one element of the model should be laser cut.

5. Import 2-D drawings and extrude your plan to create a digital 3-D massing model.

6. Construct a plan oblique drawing of your house by printing your digital 3-D massing model and drawing over it on tracing paper.  Add detail, line weights, and shading by hand.

7. Use the same graphic style as the previous exercise, and format your digital and hand drawings onto a series of 11”x17” plates.
READING
Precedents in Architecture - Analytic Diagrams, Formative Ideas, and Partis, pp. 1-7.
WEEK 13 – 14 ------------------------------------------------------------------------------------------------------------------
ARCHITECTURE PALEONTOLOGY, PERSONAL CONCEPTS

DESCRIPTION
Now that we have researched, drawn, modeled and analyzed each of our houses, the next is to create our own interpretation of the house.
1. Start by analyzing the geometric qualities of your house.  Once these have been determined use diagrams to explain how the house can be redesigned.  

2. Create a new house that still relates to the original one.  Think of this house more as a Pavilion and look at how the house interacts between interior and exterior spaces.  Look at all the opening created and determine how they can be used to frame views, connect to another space or allow for natural lighting.

3. Create diagrams that explain how you will deconstruct the house and rebuilt it.  Also, create preliminary models that reinforce your design for the house.  These will be reviewed by you professor the following class.
-------------------------------------------------------------------------------------------------------------------------------------

WEEKLY SKETCHING
INTRODUCTION
Designers and architects draw to record their thoughts, what they have learned and what they have seen. They draw to sort out ideas and to communicate them to others, be they professional colleagues, employers or clients, examiners for code and zoning compliance, contractors for bidding and construction, and perhaps editors for publication of their work. Architects and designers often keep drawing journals or visual diaries.  Practice and assimilation of many techniques improves their success and the value of their work.

While some drawing tools lend themselves to detail and precision, others are useful to express broad intentions. Few are equally good at both hence we explore a range of media and techniques. Success and originality stem from mastery and from deployment of appropriate tools for the task at hand. The results will often be hybrid, that is, combinations of hand and digital drawing and photomontage.
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-------------------------------------------------------------------------------------------------------------------------------------
WEEK 01

Free-hand projection – section

SKETCH ASSIGNMENT 01

Description
In the first week you will be exploring the process of designing a cube through subtractive and additive forces.  In order to assist in the design process, create a series of three free-hand sections for each cube.  These sections will be used to analyze the forces creating each cube and the proportion of spaces created inside and out.  As you sketch each section, define a scale and include a person in each one.  The scale figure will assist in imagining the experience of the space.  Finally, define a light over each cube in order to study the creation of light and shadow.  

Make sure to use line weights to show areas being cut and lines behind the cuts.  Also, hatch within the cut lines in a 45 degree cross pattern to enhance the contrast between solid and void.  Use a solid hatch to show the contract of light and shadow.
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-------------------------------------------------------------------------------------------------------------------------------------
WEEK 02

Looking Through – Space to Space
SKETCH ASSIGNMENT 02
Description
As we move through the world we experience spaces in sequence as they unfold over time in relationship to our movement. The sequential experience often includes the perception of several spaces at once. We see both the space we are in and the space we are approaching,

we are looking from one space into another.

The other spaces we see are often framed by nearer elements such as a door, window, columns, walls, etc. The frame establishes a fore ground that draws you into the space.

The goal of this drawing is to capture the experience of looking through a frame into a space and/or from one space into another.

Subject: Architectural Space.

Media: Prismacolor pencils, pens and/or Art Stix.

Material: White paper.

Graphic Language: The drawing should be predominantly tonal.

Value Patterns: Broad Range (white to black and everything in between).
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-------------------------------------------------------------------------------------------------------------------------------------
WEEK 03

Light Entering a Space
SKETCH ASSIGNMENT 03
Description
Kahn said that the sun did not know how great it was until it fell on a wall. Sunlight makes visible, renders and animates architecture. Its entry into a building brings the space alive and creates a mood. The goal of this drawing is to capture the affect light as its transforms the experiential quality of a space.




Subject: Architectural Space.

Media: Open.

Material: White paper.

Graphic Language: The drawing should be pre dominantly tonal.

Value Patterns: Open.
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-------------------------------------------------------------------------------------------------------------------------------------
WEEK 04

Space Defined by Light
SKETCH ASSIGNMENT 04
Description
This is an opportunity to draw light instead of shadow. The dark paper provides the shadows and your task is to draw the light as it falls on the surfaces that define form and space. This is a drawing that is best made at night taking advantage of artificial light. The goal of this drawing is to capture the affect light as it makes visible the surfaces and affect its experiential quality of architecture.

Subject: Architectural Space.

Media: Prismacolor Pencils and/or Art Stix.

Material: A dark colored paper.

Graphic Language: The drawing should be pre dominantly tonal.

Value Patterns: Open.
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-------------------------------------------------------------------------------------------------------------------------------------
WEEK 05

Color of Many Colors

SKETCH ASSIGNMENT 05
Description
Although we call a surface red it is in reality com posed of all colors. It is called red because that color dominates. A colorist approach to drawing acknowledges the rich ness of the color we see by creating it with multiple layers of many colors. The goal of this drawing is to capture the many colors that con tribute the richness of the surfaces we perceive.  Subject: An object or architectural detail.

Sketchbook: Three compositional alternatives.

Media: Prismacolor pencils and/or Art Stix.

Material: White paper.

Graphic Language: The drawing should use only continuous tones. There should be no lines—edges are defined by changes in value. The brightest surfaces should be left very light.
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-------------------------------------------------------------------------------------------------------------------------------------
WEEK 06

Rendering with Color

SKETCH ASSIGNMENT 06
Description
On an 11x17 piece of paper sketch a view of the Pavilion you are currently working in 1291 (Visual Studies II)  Make a precise black and white sketch showing an eye level view.  Do not add any shading to your sketch, only create a pencil outline.





Once the drawing is complete, the next step will be to render it in color.
Start by selecting one season from the list below to influence your rendering.  Your color rendering has to express the qualities of the season.  Take some time to imagine each season, and determine how the quality of light and colors can express each one.

WORD LIST

Spring





Summer





Autumn





Winter

Subject: 1291 Pavilion
Media: Prismacolor Pencils and/or Art Stix.

Material: A dark colored paper.

Graphic Language: The drawing should be pre dominantly tonal.

Value Patterns: Open.
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-------------------------------------------------------------------------------------------------------------------------------------
WEEK 07

Joining Material

SKETCH ASSIGNMENT 07
Description
Architecture is enriched by the quality of materials. The nature of the materials provides color, texture and pattern to architectural surfaces. The coming together of several surfaces com posed of different materials is a common occurrence in architecture. How these surfaces and their properties connect, contrast and complement each other enhances the visual and tactile richness of our experience. The subject of this drawing is the coming together of several materials and planes. The goal is to capture the coming together of materials and their expressive impact.

Subject: Architectural detail.

Sketchbook: Three compositional alternatives.

Material: White paper.

Media: Prismacolor Pencil, Marker, Art Stix & Pen.

Graphic Language: The drawing should use only continuous tones. There should be no lines—edges are defined by changes in value. The brightest surfaces should be left very light.

Value Patterns: Full Range (white to black).
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-------------------------------------------------------------------------------------------------------------------------------------
WEEK 08

Organic Things

SKETCH ASSIGNMENT 08
Description
The hard surfaces that typify architecture are balanced by the soft surfaces that plants possess.  Leaves and flowers have unique forms and color that vary drastically with the lighting conditions. Direct versus diff use, front lit versus back lit and strong versus weak light each can affect our perception of a plant’s color, transparency and texture. The goal of this drawing captures some unique quality that a plant possesses.

Subject: Plants.

Sketchbook: Three compositional alternatives.

Material: White Paper.

Media: Colored Pencil (Pen optional).

Graphic Language: The drawing should use only continuous tones. There should be no lines—edges are defined by changes in value. The brightest surfaces should be left very light.

Value Patterns: Full Range (white to black).

Composition: All drawings must contain a frame that is different from the limits of the subject or dramatically edits the subject.
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-------------------------------------------------------------------------------------------------------------------------------------
WEEK 09

Reflection / Transparency

SKETCH ASSIGNMENT 09
Description
Smooth and lustrous surfaces reflect their surroundings. These reflections add to the visual richness of the surface. Transparent material allows spaces to flow through it and provides views to others worlds. Transparent and reflective surfaces often mediate our visual experience of the world. The goal of this drawing is to communicate the presence of reflective and/or transparent material. The drawing should include both things mediated and unmediated buy the reflective and/or transparent material. There should be a clear difference between the two conditions. Finally, there should be a sense of space that is enhanced by the reflective and/or transparent material.

Subject: Window in a Building.

Sketchbook: Three compositional alternatives.

Media: Prismacolor pencils and/or Art Stix.

Material: White paper.

Graphic Language: The drawing should use only continuous tones. There should be no lines—edges are defined by changes in value. The brightest surfaces should be left very light.

Value Patterns: Full Range (white to black).
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-------------------------------------------------------------------------------------------------------------------------------------

WEEK 10

Space Defined by Material

SKETCH ASSIGNMENT 10
Description
Architecture is enriched by quality of materials. The nature of the materials provides color, texture and pattern to architectural surfaces. In addition, the design of how materials come together and join is an important decision that affects both functional and aesthetic issues.

The goal of this drawing is to capture the experiential impact of materials as they come together to support the expressive impact of architectural space.

Subject: Architectural Space.

Material: Open.

Media: Open.

Graphic Language: Open.

Value Patterns: Open.
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-------------------------------------------------------------------------------------------------------------------------------------

WEEK 11

Architecture

SKETCH ASSIGNMENT 11
Description
You may do any kind of drawing you choose. The goal is to capture the essential spirit and form of some aspect of a work of architecture. This is an opportunity for you to demonstrate what you have learned in the service of ex pressing some quality that a work of architecture

possesses. It is an opportunity to try a new technique or media or revisit on you like. Let the choice of media and technique be in sympathy with your goals for the drawing.

Subject: Architecture.

Material: Open.

Media: Open.

Graphic Language: Open.

Value Patterns: Open.
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