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III. CATALOG DESCRIITION
Introduction to architectural concepts and principles through 2-D and 3-D design projects. Focus
is on issues, requirements and objectives related to visual perception of fOlm and space,
architectural meaning, spatial experiences, as these relate to the human condition.

IV. MAJOR LEARNING OUrCOMES
Upon completion of this course a student will be able to:

A. Create architectonic solutions to a set of abstract problems;
B. Evaluate a proposed architectonic solution against the problem requirements;
C. Analyze and communicate designs visually, orally, and in writing and model using an

architectural vocabulary;
D. Apply a visual language that is two- and three-dimensionally responsive to form, space,

and context;
E. Examine how architects and interior designers create sets of functionally and aesthetically

expressive solutions.

V.CONTENTS
A. Architecture and Interior Design Biases
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1. Design is concept-based and evolves critically over time through iteration.
2. Design is thoughtfully crafted rather than hastily thro\vn together.
3. Design is readable to others and is not purely a personal expression.
4. Design has the capacity to be fabricated in multiples rather than to be a one-of-a-kind

product.
5. Design is innovative and avoids the obvious.
6. Design tends to\vards the abstract over the literal.
7. Design embraces both the symmetrical and asymmetrical.
8. Design tends to\vards open and expandable qualities over closed ones.
9. Design embraces both the simple and the complex.

10. Design is hierarchical and layered in composition and comprised minimally of primary,
secondary, and tertiary aspects.

B. Design Vocabulary
1. Abstract
2. Architectonic
3. Complexity
4. Hierarchy
5. Readability
6. Strategy
7. Transformation

c. Design Process
1. Inspiration

a. Sources of inspiration
b. Strategies for becoming inspired

2. Identification
a. Framing the problem
b. Responding to provocations

3. Constraints, such as:
a. Specifics of culture, place, and time
b. Human scale and dimension
c. Material and assembly

4. C:onceptualization and Ideation
a. Research of precedence
b. C~reating relationships bet\veen abstract ideas and physical representations using

brainstorming, similes, metaphors, and analogies
c. Ciesture studies and isolating essential expressive qualities
d. C~larifying hierarchical aspects of the design
e. Analysis: critiquing the ideas and \vork of both one's o\vn and that of others
f. Visualization and representation

5. Exploration and Refinement
a. Iterative studies: Transformations of refinement over time
b. Design language

1. Written narrative
2. Analog and digital representations
3. Three-dimensional architectonic constluctions

c. Dialogue
1. Facts
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2. Opinions
3. C:oncerns
4. Needs

d. C:ollaboration
1. Cooperate to overcome design fixations
2. Work jointly to develop innovative responsive solutions.

e. Reflection and Evaluation
1. Strengths
2 . Weaknesses
3. Issues
4. Possibilities

f. Design Presentation
1. Verbal presentation to others
2. Graphic presentation of a physical design

VI. INSTRlJC:TIONAL METHODOLOGY
A. Assignments - all assignments have components of in-class and out-of-class \vork, unless

other\vise noted
1. Simple and short-terlnexercise meant to stimulate design thinking and/or collaboration;

such as:
a. C:onstruct a three-dimensional form inspired by an abstract painting from an

instluctor-provided list
b. C:onstruct a small scaled artifact that appears to have a function, but does not
c. C:onstruct a device synthesized from found objects that activates a COIner of a room

2. T\vo-dimensional iterative problem based exercises such as:
a. Ciround + Sky/Earth + Heaven
b. Here + There: the Notion of Home
c. Natural + Synthetic/Nature + (Wo)Man-Made

3. Three-dimensional iterative problem-based exercises; such as:
a. Design and fabricate an ergonomically \vearable body extension that abstractly

reveals or promotes something other\vise unseen in the student/designer's life
b. Design and fabricate a body "extension" that expresses added functionality to the

human body, that it presently does not possess
4. In-class collaboration (optional); such as:

a. Trading student \vork to identify new approaches, interpretations, and responses;
b. Breaking fixations

5. In-class role-playing (optional); such as explaining and presenting another student's
\vork as if it \vere your o\vn

6. Learning portfolio (in and out-of-class)
a. In-class note taking
b. Writing assignments (such as "one-minute papers", evaluations of one's own \vork

as \vell as that of others)
c. Reflections on learning, decision-making, identification of issues
d. C:hronological documentation of one's evolving design process (in-class and

out-of-class) through one's \vork
7. In-class discussions and critiques (optional): Proposing a compelling counterpoint \vith

verbal and visual support of point-of-vie\v, positions, hypotheses, and conclusions,
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such as:
a. Readability and relevance to the problem frame\vork of student \vork being

discussed
b. Feelings and/or experiences being conveyed
c. Solution responses to problem constraints
d. Alternative approaches satisfying problem needs

8. Out-of-class reading assignments provided by faculty, such as:
a. Revie\vs of exemplary "vork by architects and interior designers
b. Articles related to processes and techniques used by architects and interior designers

B. Evaluation
1. Daily insttuctor critique of ne\v student \vork;
2. Written assignments such as research papers, critiques, evaluations and collaborative

assessment;
3. Class participation in discussions, debates, and critiques;
4. Instructor assessment of each student's use of a architectonic vocabulary used in

in-class discussions, debates, and critiques;
5. Instructor revie\v of each student's learning portfolio;
6. Juried critique of each student's final presentation of \vork.

C~. Optional Textbooks and other insttuctional material, such as:
1. Aspelund, Karl. The Design Process. Ne\v York: Fairchild Publications, Inc., 2006.
2. Bra\vne, Michael. Architectural Thought: The Design Process and the Expectant Eye.

Princeton: Architectural Press, 2004.
3. Ro\ve, Peter G. Design Thinking. Cambridge, MA: MIT Press, 1991.
4. Instructor-selected articles and published excerpts
5. Library resources

a. Books
b. Periodicals

6. Online resources, such as:
a. course \vebsite - Yahoo Group, Insight, or similar
b. Archinect.com
c. BustIer .com
d. Ted.com
e. Fora.tv
f. YouTube

7. C:omputer resources
a. C:omputers
b. Scanners
c. Printers
d. Soft\vare

VII. TITLE 5 CLASSIHCATION
C:REDIT/DEGREE APPLIC:ABLE (meets all standards of Title 5. Section 55002(a)).
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