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6 Week Project
WEEK 08 - 15
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.
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.

SCHEDULE

WEEK 08
In-Class: ARCHITECURE PALEONTOLOGY RESEARCH: Introduction to project, slideshow of houses and artwork, demonstration of digital tools to complete the plates. 
Homework: Research your house, architect, artwork, and design object.  Start your research on-line but quickly move to printed work as you can often still find a more in-depth analysis and explanation of the work in print.   Prepare 4 plates as described above.  Print 11x17 color pages of your documented research.  Write 500 words which explain the concept of your house, with cited references on your research.
WEEK 09
In-Class: ARCHITECURE PALEONTOLOGY, A CLOSER LOOK: 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.  
WEEK 10
In-Class: ARCHITECURE PALEONTOLOGY, DIAGRAMING: 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.

WEEK 11
In-Class: ARCHITECURE PALEONTOLOGY, EXPRESSED: 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.

WEEK 12

In-Class: ARCHITECURE PALEONTOLOGY, EXPRESSED: (continued)
1. Discuss revised plates, presentation of drawings which will be used to complete model.
2. Finish construction of model
WEEK 13

In-Class: ARCHITECURE PALEONTOLOGY, PERSONAL CONCEPTS:
1. Now that we have researched, drawn, modeled and analyzed each of our houses, the next is to create our own interpretation of the house.

2. Start by analyzing the geometric qualities of your house.  Once these have been determined use diagrams to explain how the house can be redesigned.  
3. 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.
Homework: 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.
WEEK 14

In-Class: ARCHITECURE PALEONTOLOGY, PERSONAL CONCEPTS: (continued)

1. Create a 3d model of your house and analyze how light changes from sunrise to evening.

2. Start preparing final drawings, diagrams and models
Homework: Prepare all your palenatology work for presentation the following class to a jury.
WEEK 15

Final Review
NAME


__________________________________________________________________________

EVALUATION
Your grade will be based on accuracy, care and craftsmanship employed in the construction of the model.  Projects are evaluated based on their level of quality.  A grade of “A” indicates an excellent level of quality.  A grade of “A/B” and “B” indicate a good level of quality.  A grade of “B/C” and “C” indicates a fair level of quality which is acceptable, but not notable.  A grade of “D” indicates a poor level of quality which is unacceptable.  A grade of “F” indicates a poor level of quality and an incomplete project.

PROJECT WEIGHT
30% of Final Grade
ON-TIME

Preliminary Submittals
wk 2
wk 3
wk 4
Final Submittal

wk 5


PLATES (50%)

CRAFT (20%)

A   B   C D F
Graphic Presentation Quality
[image: image1.emf] 

 

All/Most/Some/None presentation is clean, sharp, and precisely assembled

Contains 5 Plates: Architect, Art & Artist, Design, Socio-Political, Reflect
Graphic decisions create a clear visual hierarchy
DESIGN (30%)

A   B   C D F
Achieves Design Excellence
[image: image2.png]Graphic decisions reinforce ideas represented in Plates

Graphic decisions present an insight into the research

The graphics are artistic and exhibit a pleasing quality

MODEL (50%)

CRAFT (20%)

A   B   C D F
Model Quality & Accuracy
[image: image3.emf] 

 

Volumes are free of excess glue

Edges are cut straight and cleanly

Dimensions are precise

Textures, color, and forms are deliberate and well executed

DESIGN (30%)

A   B   C D F
Meets Problem Constraints and Goals
Utilizes given constructs to create a model and base
Appropriate building materials are used

A   B   C D F
Achieves Design Excellence
The model exhibits creativity and intention based on research

The model makes a commentary on the design of the house in relation to its’ time period
The design decisions utilized in the model exhibit a clear and pleasing quality
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