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Urban culture has entered a digital age where technology allows 
us to live, barely setting foot outside. People can now work, shop 
and order groceries to be delivered to their homes without having 
to engage with another person face to face. This technology is 
constantly creating reminders of how “connected” we are without 
us realising “when we open our computers it’s our doors we shut” 
(Gary Turk, 2014). People are becoming too consumed in online 
life and connections being made through “online communities”, 
without realising the physical community in which we live in is 
becoming increasingly non-existent.

Looking to new ideas regarding the boundaries between urban 
and interior spaces, this research explores how applying 
interior strategies to an urban context, through the use of abstract 
design thinking can offer more opportunities for creative design 
decisions. The research focuses on Nelson City, exploring how 
an architectural intervention will attract people back into the city’s 
CBD, encouraging a sense of community to be reinstalled.

Design led research is applied to explore how an architectural 
intervention may be used to revitalise a sense of community 
within Nelson City. This research has a strong focus on the 
creative exploration of the design process, differing from 
traditional cases where the end product is often decided upon in 
the beginning of the project and design work applied from there. 

The idea of physical disconnection due to increased online 
connection is a growing problem in today’s urban society. 
Dynamic and relevant public space within cities is what keeps 
physical communities alive. It is important that designers explore 
new techniques for revitalising city centres to ensure physical 
connection is not completely lost in today’s prevailing digital world.

ABSTRACT
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01. Overview
This chapter introduces the research 
project, defining the scope, research 
question, aims and objectives. 
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INTRODUCTION

Throughout the seven chapters of this research, the design 
process is thoroughly documented and explained, as it is 
exploring an unconventional approach to design. Chapter Two of 
this thesis analyses the methodology followed as a guideline for 
the design led research, focussing on the different research 
strategies, the importance of the double diamond research 
method and the methodology process followed for this thesis 
research.

The third chapter of this research critically analyses and reflects 
on a selection of literature outlining the current issues surrounding 
the reasons for empty CBDs in New Zealand and abroad. It also 
looks closely at Nelson City, understanding what is currently on 
offer for both locals and tourists in terms of community events as 
well as recommended attractions. This chapter also delves into 
the direct site, proposed for the architectural intervention and the 
factors that affect and enhance this decision.

The fourth chapter creates a foundation for the design process, by 
introducing the idea of urban interiority, exploring the potential 
applying interior architecture techniques to urban spaces has 
in creating a design led investigation. The first abstract design 
ideas are explored, investigating the connection between urban 
and interior space. Work by Frank Gehry is analysed to enable 
a view on how trusting a design process to create a final form is 
achieved.

The fifth chapter builds on ideas touched upon in Chapter Four, 
exploring an abstract design approach involving, modelling, 
drawings and 3D testing. The process is detailed and explained 
through a series of iterations, with the ‘design’ being constantly 
tested for spatial and placemaking qualities in an unconventional 
way.

Chapter Six presents the final design proposal for Nelson City, 
explaining the design decisions and how the structure enhances 
both Rutherford Park and Nelson City’s CBD.

The seventh and final chapter reflects on the success of the thesis 
investigation. Answering the initial research question regarding 
how effective the abstract design approach was in exploring 
potential design opportunities for an architectural intervention in 
Nelson City.

When considering architecture one can often get caught up in the 
aesthetics of how a structure will appear, rather than how it will 
interact with inhabitants. Architecture is considered to be a form 
of art, not only for the way it looks but for thinking and planning 
behind every building, space and urban layout. Architecture often 
acts as a tool for isolation, creating a physical barrier between 
one another and the urban environment, houses, workplaces and 
hotels are just a few examples of how this occurs. Architecture 
of this kind is a necessity in today’s society, as everyone has the 
right to privacy in their own home and security in their workplace, 
however, we are unintentionally spending more and more time 
indoors, and experiencing the outside world through computer, 
television and phone screens. Are we making up for this by bring-
ing plants into our homes? Would it be more beneficial if 
architecture was designed in a way that allowed urban and interior 
spaces to cross over in a more natural way.

Technology is an amazing thing, the rapid development in online 
services means that we can now order restaurant meals, clothes, 
and even groceries to our doorsteps without setting foot outside. 
However, paired with issues such as urban sprawl, this recent 
technological development is having a huge impact on provincial 
towns in New Zealand and abroad. Store owners are struggling 
with a decrease in foot traffic, resulting in locals losing the 
important aspect of community. This thesis investigation focuses 
on Nelson City, and its struggling city centre, exploring how an 
architectural intervention in the CBD could attract people back into 
the city to encourage a sense of community. A mixed-use 
community focused design will be explored and proposed, by
applying interior architecture techniques to an urban space,
opening up new opportunities for user-friendly design, with a 
strong focus on community.

01. Overview
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Scope

This thesis begins by exploring the potential a permanent market 
venue located in Rutherford Park has in encouraging people back 
into the CBD of Nelson City. This research focuses on the 
connection between urban and interior spaces, and challenges 
where one finishes and another begins. From here an abstract 
design approach is introduced to further explore how design can 
be informed without traditional architectural strategy constraints. 
The topics are structured into three sections, site exploration, 
design context and design process, which are then combined to 
create the framework used to propose a final design.  At each 
stage of the design process, the iterations will be reviewed upon 
to develop the design research. Due to the exploratory nature of 
the research, the final design will not be documented and detailed 
for build, as the focus is on testing the success of the creative 
design approach to reach a final outcome.

Can the use of abstract design methods better inform how interior 
architecture techniques are applied to urban spaces, in order to 
create successful mixed use community areas?

Research Question

Aims

• The principle aim of this thesis investigation is to test the 
success of a creative abstract design approach, in the 
development of a permanent market venue located in Rutherford 
Park, Nelson, New Zealand. 

• Another aim of this investigation is to explore the relationship 
between urban and interior spaces, testing the boundaries 
regarding where interior ends and urban begins.

Objectives

• Establish a creative process that explores multiple design op-
portunities, resulting in a community focussed design intervention 
that strengthens social connection.

• To explore, test and push the existing barrier between urban and 
interior spaces, in order to enhance the ‘forgotten’ urban spaces 
in Nelson’s CBD.

• To explore and apply placemaking qualities in an unconventional 
way.
 

01. Overview
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02. Methodology
This chapter explores the various research 
methods used in architectural research and 
discusses which methodology was used for this 
research project, how it was selected and why it 
was most relevant. 

< LEFT
Figure 2.01
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There are many different ways in which research can be explored 
and documented. However, the seven most common strategies 
(Groat & Wang, 2013) used in research projects are;

Historical Research; Is where contextual evidence about the 
artefact under study is provided by cultural factors and information 
gathered from that particular era. (Groat & Wang, 2013).”

Qualitative Research; Is the assessment of whole objects, as well 
as selected elements, in architecture this would include zones, 
internal and external spaces, but most importantly it provides an 
opportunity for users opinions. Most commonly used in the 
planning and programming of space. (Fross, 2015).

Correlational Research; studies and clarifies patterns in the rela-
tionship between two or more variables included in a study (Groat 
& Wang, 2002)”.

Experimental and Quasi- Experimental Research; explores the 
comparability among units in specific test groups. The important 
difference between the two methods depends on the scenario in 
which the units, (people, test cells etc) are selected. 
However, comparability is more precisely established in experi-
mental research, due to random assignment, quasi-experimental 
is often used in field settings where units cannot be randomly 
assigned for ethical or practical reasons.  
(Groat & Wang, 2002).

Simulation Research; is very common in research, as it can be 
applied to a broad range of topics. It involves the use of computer 
technology that relies on statistical data to create a simulation, in 
architecture, this might involve testing how natural light impacts 
on an internal space. 
(Groat & Wang, 2013).

Logical Argumentation; takes a set of disparate factors, and 
interconnects them to generate a framework that has significant, 
sometimes novel explanatory power. It tends to be an innovative 
method, if it is successful it can provide a new way of looking at 
existing facts, and has the potential to shape traditional design 
practice (Groat & Wang, 2013).

Case Studies and Combined Strategies; is an observational 
inquiry that investigates a phenomenon in its real life setting, 
allowing for the inclusion of historic phenomena (Groat & Wang, 
2013).

S.01.1 Explanation of the methods used in architectural research

02. Methodology



11 12

The Art of Connectivity

When referring to architectural research, the methodologies listed  
are used to explore ideas under either Design Led Research or 
Research Led Design. Design Led Research allows for a more 
‘free’ approach to architectural design, with a heavy emphasis on 
trusting the process, the design process is explored with research 
applied along the way to finalise and influence design decisions, 
for example a public square may be designed to have seating 
on the outer perimeter, when research is applied it is found that 
seating works best in the centre, resulting in 
iterations combining the research with the design to work out what 
best works in the area. Research Led Design is a more controlled 
approach to design, the research heavily influences each 
design decision, for example, research might reveal that a gallery 
space works best with all artificial lighting so when it comes to 
design iterations there will be no time wasted on the incorporation 
of natural lighting through inclusion of windows. Both methods 
have their strengths and weaknesses but the use of one over the 
other depends entirely on the designers style of work and project 
requirements.

S.01.2 Double diamond research method
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DISCOVER

DEFINE

DEVELOP

DELIVER
CHALLENGE Outcome

METHODS  
    BANK

Explore • Shape • Build

   Design 
Principles

1. Be people centred
2. Communication
3. Collaborate
4. Iterate, Iterate, Iterate

Engagement
Connecting the dots and 
building relationships between 
different citizens, stakeholders 
and partners.

Leadership
Creating the conditions that 
allow innovation, including 
culture change, skills and 
mindset.

REFINE
OUTCOME

Both Design Led Research and Research Led Design follow the 
design councils methodology involving the Double Diamond, 
“a clear, comprehensive and visual description of the design 
process. Launched in 2004, the Double Diamond has become 
world-renowned with millions of references to it on the web” 
(Design Council, 2015).

The process is broken down into four key stages;
Discover; helps the researcher to understand rather than assume 
what the ‘issue’ is, involving speaking to and spending time with 
those who are affected
Define; Insight and ideas gathered from the first stage are 
analysed to define the projects scope
Develop; The second diamond (phase) is to explore different 
answers to the problem, using inspiration from a range of sources 
(people, case studies)
Deliver; The final stage involves the testing of different solutions, 
iterating, resolving and improving solutions that will work and 
rejecting ones that will not.

S.01.3 Research led design methodology map

The research methodology for this thesis investigation began as 
Research Led Design, with the methodology mapping out the 
research that would take place before any design ideas were to 
be explored. However, the first review revealed that following a 
Research Led Design methodology was incredibly restrictive in 
terms of explorative design thinking regarding the abstract nature 
of the project, meaning that design thinking was not being 
explored to its full potential.  

02. Methodology

^ ABOVE
Figure 2.02
Double Diamond Research
Image collected from 
designcouncil.org.uk and
interpreted by author
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S.01.4 Design led research methodology map 

Following the review, work was undertaken to adapt the process 
to a Design Led Research methodology, falling under the Logical 
Argumentation category. Using Frank Gehry’s creative process 
as an example, led into taking inspiration from visual research, 
exploring abstract ideas and applying architectural qualities to 
the explored form, this is further discussed in chapter five. This 
methodology process has been broken into the double diamond 
stages, discover/define and develop/deliver. Although the method 
followed is quite abstract, the research falls into six key categories 
listed below;

• Initial Research
• Site Exploration
• Visual Research
• Abstract exploration
• Design testing
• Final conceptual outcome 

Design methods including physical modelling, digital collages 
and Revit modelling were used throughout the iterative stages to 
explore and offer opportunity for critical reflection and directional 
decision making.

02. Methodology
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03. RESEARCH     
CONTEXT
This chapter analyses and reflects upon a se-
lection of literature regarding how factors such 
as increasing technology and urban sprawl are 
impacting cities in New Zealand and abroad. It 
also analyses Nelson as a potential site. 

< LEFT
Figure 3.01
Maitai River, Rutherford Park
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S.02.1 Literature review

“I can’t stand to hear the silence, of a busy commuter train, when 
no one wants to talk through the fear of looking insane. We’re be-
coming unsocial, it no longer satisfies to engage with one another, 
and look into someone’s eyes”  (Gary Turk, 2014).

In his spoken poetry, Gary Turk observes the increasing issue of 
physical disconnection through online connection, this literature 
review examines concerns raised regarding the issue of 
disconnectedness within today’s society, with a focus on Nelson, 
a small New Zealand town. The review focuses on sources from 
both New Zealand and abroad, which outline the three main 
factors that are contributing to the issue of social isolation in 
physical communities, including the importance of community, the 
issue of disconnected communities, increasing technology and 
urban sprawl, the importance of placemaking and the current 
issues with urban design methods.

03. Research Context

< LEFT
Figure 3.02
Maitai River, Rutherford Park
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The importance of community
When author Frances Moore Lappé was asked what the word 
community meant to her she responded “Community means to 
me, “nurturing human connection” it is our survival. We humans 
wither outside of community. It isn’t a luxury, a nice thing, 
community is essential to our well-being” (Moore Lappé, 2005). 
Humans are a species that thrive when working together in 
harmony. We are social beings that have been ‘biologically wired’ 
to live and work in relationships, and family networks within 
communities (Dent, 2016). President of the Ontario Association of 
Architects Toon Dreessen states that “communities are comprised 
of a diverse mix of people, functions and uses. The built form that 
we give to communities helps to foster connections and communi-
cation: it becomes the stage for our culture” (Dreessen, 2015). As 
technology advances and the population increases, it is important 
that the sense of physical community connectedness within soci-
ety remains intact for generations to come, leading onto the issue 
of disconnected communities.

The issue of disconnected communities
During his 2017 TED talk, Architect and Urban Planner Peter 
Calthorpe mentioned “Community was all about small local shops 
and local services, walking and interacting with your neighbours, 
it may sound utopian but it’s not.” (Calthorpe, 2017). The keyword 
in this statement being ‘was’. Nowadays the word community has 
taken on a completely different meaning. As Peter stated above, 
community was considered as a group of people who lived in a 
close proximity, interacted and helped one another. This concept 
of community is quickly being forgotten with today’s society now 
referring to a community as a group of people who share similar 
interests on digital platforms, who may not live in the same area 
or even be aware of each other’s existence (Nemeth, 2016). 
Factors such as increasing technology, sprawl and poor urban 
planning are adding to the growing issue of disconnected physical 
communities in today’s society. Urban Planner Steve Price states 
that “humans are social, yet this primary fact of life is oddly absent 
as a core consideration in modern urban development regulations 
that separate uses and housing” (Steuteville, 2017).

Issue of increasing technology
Further, Price states that “healthy, well-functioning communities 
need face to face meeting, interaction, and communication among 
their members, something that electronic ‘social media’ cannot 
replace” (Price, 2016).  The rapid advances in today’s technology 
have normalised people staying constantly ‘connected’, making 
checking smartphones and social media the first priority in the 
morning, throughout the day and before bed at night.

This developing digital world has its positive benefits such as 
access to information at the push of a button and connecting with 
friends and family who live far away, however, the overall impact 
that this ‘smart’ technology is having on society’s physical 
connections is not all positive. In his spoken poetry Gary Turk 
further comments; 

“I have 422 friends, yet I am lonely. I speak to all of them every 
day, yet none of them really know me… this media we call social, 
is anything but, when we open our computers, and it’s our doors 
we shut” (Gary Turk, 2014). 

The problem of isolation through digital technologies is starting 
in our homes and spreading into our communities as it is easier 
to send a quick message than it is to make a visit (Brownstein, 
2015). This attitude is having a serious impact on the 
younger generations, with Steve Price claiming that “teens today 
are retreating into the world of smartphones as a social 
alternative. It desensitizes them in a deep way to the real, 
physical basis of human interaction, to the subtle emotional 
signals of the human face” (Price, 2016). It appears young people 
today find it easier to communicate via devices than they do face 
to face, with online communities taking priority over physical 
communities. Ved Sen, a Digital Evangelist claims that “we are 
shaping the physical world to map the digital. Whereas previously 
we tried to replicate real life experience on a website, this is now 
reversed and we are actually trying to mirror the digital 
experience in the everyday world” (Sen, 2014). With online 
shopping becoming more and more popular, we can now order 
groceries, takeaways and clothes to our front doorstep, without 
setting foot outside or speaking to another person face to face. 
This is a growing concern for the future of physical communities, 
in that today’s children will think that it’s normal to live life through 
technology and will not have the chance to experience neigh-
borhood play, as they are too consumed in games and YouTube 
videos to notice what is going on outside their bedroom windows. 
Author Maggie Dent explains that our children “now play less for 
many reasons and we need to realise that ‘play codes’ and emo-
tional awareness are built with hours of real play, not virtual play” 
(Dent, 2016). Leading onto the issue regarding urban sprawl.

Issue of sprawl
Urban sprawl is the result of poorly planned urban development, 
which puts huge distance between destination points such as 
work, school, shops and homes for local citizens (Tsiattalos, 
2013). Urban sprawl is adding to the cause of vacant stores, 
business closures, and traffic congestion, to name a few.

03. Research Context
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Author Robert Steuteville states that “streets that are too wide, 
with fast moving traffic, divide us. So, do zoning codes that 
separate uses and housing types. Berms, buffers, setbacks, 
limited-access highways, and massive parking lots, when used 
routinely, put barriers and distance between people” (Steuteville, 
2017). This style of urban expansion is resulting in vehicle 
dominated cities divided into destination points and community 
disconnectedness. Toon Dreessen, President of the Ontario 
Association of Architects explains “Single destination buildings 
serve a single function, obviously, so they become like a single 
experience, rather than a layered multiplicity of experiences. 
Think about a shopping mall on the edge of town. When the 
stores open, this mall becomes a destination. However when the 
mall is closed, there is no life and no purpose to the destination” 
(Dreessen, 2015). As Dreessen states, due to cities destination 
points being so spread out, the sense of community is almost 
non-existent as there is little to no physical overlap between work, 
home and recreation making it hard to gain a sense of connect-
edness due to the distance travelled between places and lack of 
opportunity for casual conversation.

An example of urban sprawl is also occurring in small town New 
Zealand, with constant shop closures in the CBD of Nelson City. 
Local reporter Jess Pullar explains that Nelson “landlords are 
charging rent for what the foot counts used to be, but we just 
aren’t seeing that volume of people anymore” (Pullar, 2015). Due 
to large stores on the outskirts of the city such as Mitre10 Mega 
and the Richmond Mall, Nelson locals are “not supportive enough 
towards local retail businesses to keep them going” (Pullar, 
2015). With more and more shop closures in the CBD it appears 
shop owners would rather pay $30,000 to rent on the outskirts of 
the city, compared to the $70,000 in the CBD, and due to urban 
sprawl creating a more car orientated lifestyle, it makes sense for 
these businesses to move to the outskirts, but the sad reality is 
that these cities CBDs are slowly dying. Sustainability Professor 
Mark Swilling stresses that “while the population of the worlds 
cities will likely double in size between now and 2050, rising oil 
prices and carbon constraints make urban sprawl increasingly 
untenable. Eradicating it in favour of livable, accessible, multi-cen-
tred, high-density cities should become a shared global commit-
ment” (Swilling, 2016). Which touches on the issue of current 
urban design methods.

Issue of current urban design methods

 “Many a street has been buffed up with decorative street lamps 
and banners, trees, bike racks, street furniture, landscaping and 
the like, yet remains socially dead” (Price, 2016). 

An urban design intervention that is successful in one city or place 
will not necessarily be successful when placed in another city. 
Urban design is currently dominated by cars, with cities being built 
for cars and not people, Professor Mark Swilling states “building 
more highways for cars, then introducing trains and busses in 
the hope they will be financially viable, simply does not work” 
(Swilling, 2016). Urban design and the interventions that come 
with it have lost focus of the place, the people and stories within 
it. “For ten thousand years we lived in settlements that brought 
us together in ways that allowed culture and collective memory 
to flourish. Traditional communities generated innovation, ideas 
and new technologies, among other benefits. For the last three 
generations, we abandoned the time tested patterns of building in 
favour of physically divided subdivisions and commercial strips” 
(Steuteville, 2017). Current urban design methods are being used 
to separate us, rather than bring us together. Recycled or rubber 
stamped design ideas are resulting in “every place looking like 
every place else” (Steuteville, 2017). Cities are losing their sense 
of identity in favour of designing for cars. Urban design methods 
need to be applied in a way that is people orientated and unique 
to site, meaning that each site has a different story to tell and local 
communities can take pride in their cities unique design and gain 
a sense of community connectedness due to people orientated 
design methods, highlighting the importance of ‘placemaking’ 
when it comes to urban design in communities.

The importance of place making
Described in an article published by the organisation Project 
For Public Spaces, place making is a process where designers 
pay close attention to the physical, cultural, social identities and 
people that define a particular place or space (Project for Public 
Spaces, 2007). Place making has a huge focus on participatory 
design, ensuring that the local community is included throughout 
the whole design to build process, incorporating their ideas and 
voices from the start. . Successful urban planner Amanda Burden 
believes that “design is not just how something looks, it’s how 
your body feels on that seat in that space” (Burden, 2014).

03. Research Context
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Place making focuses on design that directly relates to a 
specific site, it cannot be copied and moved to different sites, it 
is unique. “When you build and revitalise mixed-use main streets 
and focus on place making, the unique qualities of community 
are enhanced” (Steuteville, 2017). Placemaking is the future of 
successful urban design. Applying the same methods and design 
strategies to multiple public spaces in different cities has been 
tried, tested and proved to fail (Price, 2016). Amanda Burden 
stresses that “public spaces are what make cities come alive” 
(Burden, 2014), so in order to enhance a sense of community 
within a city, it is important that well planned public spaces that 
appeal to everyone are being designed in today’s cities. Steve 
Price believes, “creative urban design can revive a forgotten main 
street or convert a dead shopping centre into a walkable town 
centre. Every community, whether new or historic, needs to 
proactively take charge of its own social destiny by developing 
plans for new walkable social spaces and safeguarding its historic 
centres” (Price, 2016).

Conclusions drawn

“walkable urban environments are a prerequisite for civic life. 
Spatial qualities of the in-between mediate relationships that 
occur within and around buildings, neighborhoods, streets, and 
people. Stressing this point further, we believe that collaboration 
may be the sincerest way to highlight the importance of life activity 
that happens between these spaces, and how, as designers, 
partnering with local residents might meaningfully help explore 
ways in which we may further transform spaces to promote 
positive interactions within them” (Bilbao, 2017).

Technology, sprawl and current urban design methods are all 
contributing to the issue of disconnected communities in today’s 
society. Designers and city planners are now realising that urban 
interventions in order to be successful need to be unique to the 
specific site or town. As Toon Dreessen says, “architecture is be-
coming a tool to bring people together through design” (Dreessen, 
2015). Technology is constantly developing, how as designers 
can we incorporate it and use it to our advantage when it comes 
to bringing people together in a physical community setting? As 
the population increases, so will urban sprawl. . This needs to be 
acknowledged and tackled using smart urban planning methods, 
ensuring there are appealing and people friendly areas in more 
than just one area of a city may be a start. Current urban planning 
issues are slowly being replaced by the idea of place making and 
the potential it has for revitalising a sense of community pride in 
towns and cities.

Moving forward for the future
Moving forward for the future, design Firm Director Kate Hanisian 
proposes that in order for the success of future urban design 
interventions “today’s social designers should pay as close 
attention to participatory processes as they do to the end design 
deliverables. When the design process is open and inclusive, we 
can decrease divisiveness, increase understanding, and generate 
approaches to complex social challenges that are rooted in true 
human understanding” (Hanisian, 2017). People are what make a 
city, and in order to keep todays cities alive we need to be 
designing in the most people friendly way possible. Function must 
always trump form so a space cannot rely on physical attributes 
alone. In order to generate a sense of connectedness within a 
community, a successful urban space or intervention must appeal 
to people of all ages, backgrounds and abilities. However, 
creating a sense of community connectedness cannot rely on 
design interventions and public spaces solely. As author Maggie 
Dent explains, it’s down to us to take back our cities and 
communities “let’s reach out and meet our neighbors and make 
time to volunteer in our schools and clubs to ensure we lift the 
sense of belonging that builds linkages and social capital. 
Everybody matters – no matter what” (Dent, 2016).

03. Research Context
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S.02.2: Site overview

This section looks into the demographics of Nelson City and 
analyses what attractions are currently on offer for both locals and 
tourists.

03. Research Context

< LEFT
Figure 3.03
Maitai River, empty seating
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< LEFT
Figure 3.04
Map of Nelson City showing the 
locations of Rutherford Park, I-Site, 
Council Building, Cathedral and 
Suter Art Gallery
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+

48%

52%

Total Population: 46,437

Females outnumbered 
males in all age groups 
over the age of 25 years. 
This was most 
pronounced in the oldest 
age groups. Of those 
aged 85 years and over, 
63 percent were female.

Age Range
Median age is 42.5 years

63.7%
Age 15 - 64

17.5%
Age 65+

18.8%
Age 0 - 15

89%

09%

04%

02%

New Zealand European 

New Zealand Maori 

Asian 

Pacific Islands

Note: The percentages do not sum up to 100 as people have stated they belong to 
more than one ethnic group.

73% 9.6% 8.7%
of Nelsonians drive to 
and from work

of Nelsonians walk to 
and from work

of Nelsonians cycle to 
and from work

Note: The percentages do not sum up to 100 as people have stated multiple transport methods, depending on different factors.

29% 71%
of Nelsonians live in one 
person households

of Nelsonians live in 
two or more person 
households

Note: One person households make up a higher share of households in Nelson than 
the average for New Zealand.

Summer Autumn Winter Spring
Average Temperature

High 22
Low 12

Average Temperature

High 16
Low  6

Average Temperature

High 14
Low  4

Average Temperature

High 19
Low  9

The name Nelson is often used to describe both the city of Nelson 
and “Greater Nelson” region within the Marlborough province 
including Richmond and surrounding areas that have merged 
together with population growth over many years. For the pur-
poses of this study, “Nelson” is used to describe the city, within its 
geographical boundaries, unless otherwise stated. 
Located at the top of the South Island of New Zealand, Nelson 
is New Zealand’s second oldest settled city (Renner, 2014) and 
has a growing population of approximately 48,500 people (Nelson 
City Council, 2013). Nelson acts as a gateway town as it lies in 
between two large tourist attractions, the Abel Tasman great walk, 
and the wineries in Blenheim, each 1 ½ hours drive from Nelson, 
with the new and updated airport making travel in and out of 
Nelson convenient for tourists. However, due to these large 
attractions being out of town, Nelson’s local businesses are 
struggling, leading to multiple shop closures (Pullar, 2015) 
resulting in a ‘dying’ city centre. Bigger shopping centres, such as 
Richmond Mall, Mitre 10 Mega, Kmart and Bunnings being built 
on the outskirts of the city, has meant that there is little reason 
for locals to travel into the city centre, as everything they need is 
catered for on the outskirts of the city, therefore, contributing to 
the increasing issue of shop closures.
Nelson is a town that appeals to people with young families, and 
people who are interested in “the great outdoors”, due to 
being located on the edge of the Nelson Lakes, Abel Tasman and 
Kahurangi National Parks as well as being near Golden Bay, a 
desirable holiday and weekend location. The majority of Nelson’s 
population (63.7%) is made of up people aged between 15 and 
64 years (Nelson City Council, 2013). It is also interesting to note 
that Nelson is dominated by cars, with the census revealing that 
73% of Nelsonians drive to and from work daily, with just 20% 
either walking or cycling (Nelson City Council, 2013) (note the 
percentages do not add up to 100, as people have stated multiple 
transport methods). Having a private vehicle dominated city 
centre, discourages foot traffic between destinations therefore 
adding to the increasing number of shop closures resulting in a 
dying city centre. The census also revealed that 29% of 
Nelsonians lived in isolated one person households, which is 
higher than the average for New Zealand (Nelson City Council, 
2013). This last statistic raises an interesting question regarding 
whether we are relying too much on technology as a means of 
social interaction in today’s society.

Should architecture be designed in a way to connect us to 
one another and our immediate surroundings, encouraging 
us to be more present in the moment?

03. Research Context
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Age Group 0-15 Age Group 15-64 Age Group 65+

Having looked into the age demographics of Nelson, a selection 
of activities and attractions available in Nelson were gathered and 
mapped into the age appropriate sections based on the infor-
mation regarding ages collected from the Nelson City Council 
Census;

Age Group 65+ 
-Café and Restaurant
-Suter Art Gallery
-State Cinema Six (movies)
-Probus
-Volunteer Work
-Museum

Age Group 15 – 64
-Tahunanui Beach
-State Cinema Six (movies)
-Café and Restaurants
-Work
-Sports
-School/ Polytechnic

Age Group 0 – 15
-Tahunanui Beach
-State Cinema Six (movies)
-Skate Park
-Sports
-School
-Playgrounds
-Parks
-Richmond Mall
-Aquatic Centre

From just a small range of activities, that were generalised into 
age group interest (very broad example, as every person has 
different interests and abilities) it became clear to see that 
activities that appeared in all age groups were often ones that 
involved little to no interaction, such as State Cinema Six. From 
here the next step was to look into Nelson’s ‘Top 10’ 
recommended attractions and decide whether they appealed to 
more than one age group.

03. Research Context
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Abel Tasman National Park
          

Centre Of New Zealand
            

        World of Wearable Arts
    

                    Suter Art Gallery
                  

Tahunanui Beach Trafalgar Steps/ Cathedral

                   Queens Gardens         Founders Heritage 
Park
    

Nelson Provincial Museum Nelson Saturday Market

Each of the attractions have a different appeal to different peo-
ple, however, the Abel Tasman National Park is 1 ½ hours out of 
Nelson, so is not technically considered an attraction for Nelson 
itself. The World of Wearable Arts Museum, although interesting, 
is located on the outskirts of town, so is less accessible for tour-
ists or locals without a car, and again encourages people into the 
outskirts of town where they are more inclined to stay. Tahunanui 
Beach, appeals to a certain type of audience and offers kayak and 
paddle board hire. Although a family friendly destination, a car is 
needed for access and it is located out of the city’s centre. 
Founders Heritage Park, is a collection of historic buildings, with 
some set up with objects from the original time. Located on the 
edge of the city, it is a decent walk, but more accessible by car. 
People are encouraged to walk around and look at the buildings 
which are laid out as a small town. There is a small café that is 
open on certain days which is said to be a destination by some of 
the locals. However, there is a $7 entry fee so will mostly appeal 
to those interested in that sort of attraction. Nelson Provincial 
Museum is located on the main street of the city, it is a smaller 
museum that has more reading rather than interactive appeal. 
However, it has a heavy focus on Nelson and its history, so again 
will appeal to the right audience, but locals would be unlikely to 
travel into town to regularly visit the museum. The Centre of New 
Zealand, is a short walk located on the edge of the city. It is a 
popular destination for both locals and tourists. However, due to 
the steep incline of the walk, it is not suitable for everyone. The 
Suter Art Gallery is located just off the main street and the café 
caters for all ages acting as a destination for locals, and the 
gallery an attraction for certain tourists. The Cathedral and 
Trafalgar steps located at the top of the main street, are what 
most people remember Nelson for as it is the most dominant 
landmark in the city. Although the Cathedral attracts certain 
tourists, many locals and tourists enjoy sitting on the Trafalgar 
Steps and looking out over the city. Queens Gardens is the 
biggest park in Nelson City, it is an attraction due the Suter Art 
Gallery café that looks over the pond. The park is a good 
summertime activity, especially for young families. It also hosts 
certain annual events such as the Lantern celebration, Teddy 
bears picnic and the Art Exhibition. Finally, people travel to visit 
the Nelson Saturday Markets, which brings Nelson to life on a 
Saturday morning. The market is currently located in Montgomery 
Square, a carpark in the centre of Nelson. 
It is interesting that out of the top ten suggested places to visit in 
Nelson, only half are located within reasonable walking distance 
of the city’s centre. Visitors and locals must have access to a car 
in order to visit the other five attractions. 

How could an intervention using interior strategies aid in the 
revitalisation of Nelson’s City Centre?

At this point it became clear, that to be successful in attracting 
people back into the centre, an architectural intervention in Nel-
son’s City Centre, would need to be an all-inclusive experience, 
appealing to all ages, abilities and interests.

03. Research Context

< LEFT
Figure 3.05
Images of suggested Top 10  
places to see when visiting 
Nelson
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S.02.3: Why Nelson has been chosen as a site

This section looks into why Nelson has been chosen as a site, 
what current plans are in place for the revitalisation of the city and 
what central location would best suit an architectural intervention.

< LEFT
Figure 3.06
Refinery Art Gallery, Nelson
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“Renewal of Nelson’s Saturday Market  
contract draws ire and support”

“New Playground for Rutherford Park”

“Nelson playground to be entertaining 
for adults and children”

“Nelson closures reflect tough retail 
market”

“Nelson City Council proposes 
$600,000 for a playground in 
Rutherford Park”

01 - News article written by Skara Bohny published by stuff.co.nz on March 08 2019
02 - News article written by Nelson Weekly published by Nelson Weekly newspaper on April 18 2015
03 - News article written by Anna Bradley-Smith published by stuff.co.nz on April 28 2015
04 - News article written by Jess Pullar published by stuff.co.nz on February 26 2015
05 - News article written by Anna Bradley-Smith published by stuff.co.nz on September 26 2015

03. Research Context

As briefly discussed previously, Nelson is a small New Zealand 
town which is struggling with multiple, and ongoing shop closures 
(Pullar, 2015), resulting in a dying city centre. Local news articles 
indicate that Nelson City Council is working to come up with a 
solution to the problem, primarily looking at ways of 
encouraging people back into the city in order to revitalise the 
centre. The solution that appeared to be the most popular was a 
proposed playground located in Rutherford Park, with as 
estimated cost of around $600,000 (Bradley-Smith, 2015a). 
There have been many articles on this proposed playground with 
headings such as “Nelson playground to be entertaining for adults 
and children” (Bradley-Smith, 2015b) and “New playground for 
Rutherford Park” (Weekly, 2015). However, upon further research 
it became obvious that these articles were from 2015, five years 
later and there is still no evidence of any adventure playground.

Wanting to revitalise Nelson’s city centre, has been an issue for 
more than five years and it appears nothing has been done in 
order to attract people in, and it might be surmised that the longer 
it takes for something to happen, more and more shop closures 
will occur and there will be no city centre. As the Nelson City 
Council have proposed a playground for Rutherford Park as a way 
of enticing people back into the city, further exploration into the 
attraction of playgrounds lead to the recently installed 
Margaret Mahy adventure playground in Christchurch (Wade, 
2018). As the playground was successful in Christchurch, (Steele, 
2016) it must not be assumed that a playground of that scale 
would be as successful in Nelson, especially in consideration of 
the smaller geographic size and population. There are many 
playgrounds around Nelson that upon observation are almost 
always empty. Although the playground might not be the most 
effective way of enticing people back into Nelson, the suggestion 
of using Rutherford Park as a site is interesting. Rutherford Park 
is located a short walk from Nelson’s main street, and is home to 
the Trafalgar Event Centre and Private Tennis Club Courts. There 
is a lot of empty green space that lines the edge of the Maitai 
River, a beautiful part of Nelson that is often forgotten. Assuming 
a playground is not the best use of the space;

How could the revitalisation of Rutherford Park entice people 
back into the city?
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Further research into how Rutherford Park may act as an 
attraction, encouraging people into the city, revealed that, the 
Nelson Saturday Market is causing issues in its current location 
(Bohny, 2019). Surrounding shop owners do not like that the 
market takes up valuable parking space on a Saturday morning, 
arguing that the market is causing less foot traffic in the city on 
a Saturday due to lack of parking (Bohny, 2019). However, the 
market appears to be one of Nelson’s best attractions and always 
seems to be crowded with people, locals and tourists. If the 
current location of the market was such an issue;

 How would moving the Nelson Saturday Market to 
Rutherford Park entice people back into Nelson City’s 
Centre?

Could creating a permanent structure in Rutherford Park be a 
better use of space and solve the location issue of the market and 
entice people back into town.

03. Research Context
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Figure 3.07
Nelson Saturday Market

elizabethfryer
Rectangle
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S.02.4: Site analysis

This section looks into the importance of sculptural art in Nelson 
city, while also analysing and explaining why Rutherford Park has 
been chosen as a site for the architectural intervention. 

< LEFT
Figure 3.08
Southern Cross Sculpture on 
Trafalgar Street, Nelson
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A site visit to Nelson early in the project revealed a number of 
issues that had not been previously considered in the site 
overview. The first observation made was that Nelson’s main 
street, Trafalgar Street was all but deserted, it was lunchtime on 
a Monday and there were very few pedestrians to be seen. The 
shops were quiet, there was no one sitting outside for lunch, 
nothing. It became clear that enticing people back into the city 
would be a bigger task than originally anticipated.

Nelson is an ‘arty’ town, its hosts a number of arts related events 
throughout the year, and displays a rich history through different 
sculptures located around the city. The sculptures are interesting 
to look at, but become more powerful when the meaning behind 
them is understood. A small selection of sculptures were selected 
from both the city centre and Rutherford Park, as the meaning 
behind each one has a strong link to Nelson’s history, the way the 
information has been incorporated visually into the sculptures is 
an interesting technique for using design to tell a story. Raising 
the question; 

Could the architectural intervention in Rutherford Park use 
design methods to showcase the history of the site while still 
remaining as functional architecture?

03. Research Context
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Figure 3.09
Map showcasing the locations 
of selected sculptures from 
around the city.
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01 - Dance to the Music of Time, 
Kinzett Terrace, Terry Stringer 2012
A carved figure standing 5.5 metres tall, representing the four 
seasons, including references to the sea, land and people. The 
plinth in which it is installed upon symbolises the shapes and 
forms of the Trafalgar Bridge and Nelson Cathedral, which are 
significant landmarks which link city to sea (Nelson City Council, 
2012). 
02 - Victory, 1903 Square, Bruce Mitchell 2005
This sculpture carved out of Takaka Hill Marble was installed to 
commemorate the 200th anniversary of the battle of Trafalgar  
(Denben, 2015).
03 - Sanctuary, Maitai River Walkway (Rutherford Park),
Fiona Sutherland 2014
This sculpture showing a woman holding a Takahe is described 
as a guardian for endangered species, a protector of life (Kidson, 
2014).
04 - Taurapa, Maitai River Walkway (Rutherford Park), 
Maia Hegglun 2019
The 9 metre sculpture appearing as a Waka sternpost 
acknowledges the Maori/ Polynesian exploration of the South 
Pacific Ocean, which led to the discovery and settlement of 
Aotearoa (Nelson City Council, 2019).
05 - Southern Cross, Trafalgar Street, Bruce Mitchell 1992
A cross form using 7 tonnes of Golden Bay marble, represents 
the Southern Cross star formation, which helped guide both Maori 
and Europeans to New Zealand. The cross has been placed 
North-South and East-West forming a rough compass, which 
creates an ‘x’ shadow in afternoon sun  (Daniell-Smith, 2014a).
06 - Cabbage Trees, Achilles Ave Walkway, 
Jeff Thomson 2005
Cabbage trees constructed out of corrugated iron, reference the 
importance of the cabbage tree to Maori, as its leaves were used 
by Kehu to make sandals in his exploration of the Buller River 
near Lake Rotoiti (Nelson Lakes)  (Daniell-Smith, 2014a).
07 - Reef Knot, Visitor Information Centre, Grant Palliser 2005
The 2 metre high steel structure showcases the common reef knot 
configuration. The grounded strand references the historical links 
between Nelson City and Britain, including the English influences 
on the city, while the free strand represents the future and inde-
pendence of today (Daniell-Smith, 2014b).
08 - High Flyers, Maitai Walkway, Grant Palliser 2002
The stainless steel poles which are topped with aluminium 
‘boulders’ reflect the tones of the immediate environment, while 
also imitating the energy of the rapids in that section of the river, 
all while symbolising the opportunities and achievements in the 
‘river of life’ (Nelson City Council, 2009).
09 - Sentinel, Queens Gardens, Dominique de Borrekens and 
Grant Scott 1998
The 3 metre high steel sculpture references the Waka and ships 
that brought people to New Zealand while also honouring the 
settlers who planted the gardens more than 100 years ago 
(Langford, 2009).

< LEFT
Figure 3.10
Images of selected sculptures 
from around Nelson City.
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^ABOVE
Figure 3.11
Collage of suggested Market 
Space in Rutherford Park
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Rutherford Park

Nelson CBD

Although not clear from looking at maps of the city, a walkway 
exists that runs alongside the Maitai River, which actually links the 
city centre to Rutherford Park. The walkway is clearly marked at 
the visitor information centre, making it easy for tourists to follow 
through to Rutherford Park. The site visit allowed for a better un-
derstanding of the recent work done in Rutherford Park by Nelson 
City Council as the beginning stages of revitalisation. The park 
for many years has been an empty grass field with an abandoned 
skatepark, and a couple of trees, as people only use the venues 
on the edge of the park, the Trafalgar Event Centre, Croquet 
lawns and a private tennis court. After the revamp, there is now 
a large footpath along the river’s edge, wooden seating situated 
along the river, boardwalks over the grass and the skate park 
has been done up appearing more inviting. This was an unex-
pected discovery, and something that had not been factored into 
the design plans. Further thought into the planning of the space, 
revealed that the revitalisation of the park could be used to an 
advantage. Although being recently revitalised, the park remained 
empty, there was no one around at all, due to there being no real 
attraction to encourage people to spend time in the park. Result-
ing in the following question being asked;

How could moving the Nelson Saturday Market into Ruth-
erford Park encourage people back into the city while also 
acting as a gateway for the use of Rutherford Park?

03. Research Context

< LEFT
Figure 3.12
Map showing the connection 
between Rutherford Park and 
Nelsons CBD.
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Picking a location for the design intervention was the next chal-
lenge. Ideally the market structure would be best sited at the 
North end of Park next to the river, making use of the empty 
section of grass. However, after more consideration exploring 
potential locations within the park it was decided that the perma-
nent market structure would be built at the South end of the park, 
behind the Refinery Gallery.

cp - Carpark
01 - Skate Park
02 - Tennis Courts
03 - Squash Courts + Clubrooms
04 - Croquet Lawn
05 - Croquet Clubrooms
06 - Citizens Advice Bureau + Plunket
07 - Palms Motel
08 - Refinery Art Gallery
09 - AON Insurance
10 - Countdown Supermarket
11 - Salvation Army Charity Store
12 - APEX Car Rentals
     - Proposed Site

^ ABOVE
Figure 3.13
Images showing Rutherford 
Park’s layout, seating and 
skatepark
Map showing the location of 
Rutherford park

> RIGHT
Figure 3.14
Map of Rutherford park
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The decision to place the structure in this location required a lot 
of careful consideration, due to the issue of the park remaining 
empty even after the recent revitalisation. Meaning that placing 
the market at the North end of the park would not be the best use 
of space in terms of attracting people into the city and into the 
park due to issues with access. The question raised earlier about 
the market space acting as a gateway for Rutherford Park turned 
the site location attention to the South end of the park where city 
and park overlap. The biggest problem with this area being the 
three dominant buildings; Countdown Supermarket, Aon Insur-
ance and Palms Motel. However, immediately to the West side of 
these buildings is The Refinery Art Gallery which is operated by 
the Nelson Arts Council. Their mission is to “promote, initiate and 
support projects and activities that stimulate and strengthen the 
artistic and cultural life of our communities” (Arts Council Nel-
son, n.d.). Nelson is known for the Suter Art Gallery, which was 
mentioned previously regarding the top 10 attractions, however, 
the Refinery Gallery and its exhibition and courtyard space are 
far less frequented or publicised. The gallery is situated within a 
short walk from Nelson’s main street and backs onto the South 
end of Rutherford Park with a small courtyard showcasing some 
interesting art pieces. Behind the Refinery’s courtyard is an empty 
gravel car park and an old building, which is currently housing the 
Nelson Plunket office and Citizens Advice Bureau, both organiza-
tions are easily locatable.

As the Trafalgar Event Centre often hosts larger events such as 
concerts, various expos and sports games, there is plenty of park-
ing along the North West end of the park, meaning that occupying 
a small ‘forgotten’ carpark will not mean less parking for market 
visitors. By proposing that the permanent market structure be 
placed in the empty car park and site of current Plunket building 
by stretching around up into Rutherford Park, a gateway is creat-
ed connecting the city with the park, while also drawing attention 
to the Refinery Gallery which is often forgotten. By placing the 
market at the South end of the park, people will be more likely 
to look around, purchase something to eat and move up into the 
park to sit by the Maitai River, play on the grass, have a go on the 
skatepark or head back towards Nelson’s Centre. People attract 
people, so the more people use the park, the easier it will be to 
revitalise.

03. Research Context

^ ABOVE
Figure 3.15
Images of the proposed site, 
behind the Refinery Art Gallery

< LEFT
Figure 3.16
Map showing the proposed 
location for the Market Structure
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04. DESIGN     
CONTEXT
This chapter explores how aspects 
taken from abandoned spaces can 
be combined with strategies com-
mon in deconstructed architecture 
to form a solid foundation for design 
exploration

< LEFT
Figure 4.01
Glenduan Beach, Nelson
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S.03.1: Urban Interiority

This section explores the traditional boundaries between urban 
and interior spaces, questioning where one begins and another 
ends.

Having decided on the location for the permanent market struc-
ture, the attention turned to the structure itself. Traditional markets 
are typically in an outdoor setting, with gazebos or umbrellas 
marking the perimeters for each stall, creating a sense of interior-
ity within an urban space. People feel somewhat enclosed when 
in a gazebo setting, even though all four sides are exposed to the 
external environment, all that is enclosing them is four outer poles 
and roof. Why is it that some small market stands covered by a 
side less shack or gazebo feel somewhat more internal than a 
large department store with many brands showcasing products on 
small stands, is it due to scale?

04. Design Context

< LEFT
Figure 4.02
Maitai River, Rutherford Park
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A series of rough sketches played with the idea of market ga-
zebos, and how architecture may play a part in creating a more 
permanent version of something traditionally quite temporary. The 
sketches, although done quickly were not producing the results 
hoped for. The design was big and bulky, and appeared very dom-
inant in the space. The structures were unsuccessful in gaining 
the same sense of interiority experienced in a gazebo market 
stand. This small exercise proved that trying to replicate a gazebo 
stand was not the way in which the design should be explored, 
raising the question; 

What defines an interior space? And why is an interior con-
sidered as a space that is enclosed by four walls and a roof? 
If an interior is considered as a space that is ‘enclosed’ why 
are the spaces between buildings in a city considered to be 
external and not in a way internal spaces?

All architecture disciplines have a common goal, this being to 
design for people. However, Urban Planning and Interior Architec-
ture overlap in their consideration for designing at people scale, 
and understanding how a person will move, feel and interact in a 
particular space. Although interior architecture is often explored 
at a much smaller scale, the overlap in intent between the two is 
fascinating, as the disciplines are often thought of as very sepa-
rate from one another. 

Who is to say what defines an interior space? Why can’t an inter-
nal space be defined by colours on the ground, change in mate-
riality or controlled movement through space? This new direction 
saw another series of quick sketches generated, and although all 
sketches used similar boundaries and forms, the exploration was 
through guided movement, subtle boundaries and a focus on the 
floor rather than roofs and walls. Although very exposed to the 
external environment due to there being no walls or a roof, each 
sketch possessed successful elements. However, the strongest 
designs were those exploring floor materiality changes, and how 
those changes may affect the way someone feels and interacts 
within a space. The sketches were an important exercise in show-
casing how interior architecture may be pushed to its limits when 
designing for structures in urban settings.

04. Design Context

< LEFT TOP
Figure 4.03
Sketches exploring ‘traditional’ 
urban interiors
< LEFT BOTTOM
Figure 4.04
Sketches exploring ‘abstract 
urban interiors
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S.03.2: Critical reflection after review

This section explores how feedback altered the direction of the 
project, encouraging a more abstract approach to both the re-
search and design. 

04. Design Context

< LEFT 
Figure 4.05
Maitai River looking towards 
Nelson City
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Early into the project came the first internal review where ideas 
and design iterations were presented explaining the process that 
had been tried and tested so far. The presentation was very visual 
and had a strong focus on the initial ideas behind the project, 
those being the focus of people being present in the moment, the 
issues Nelson is currently facing, and their plans to solve said 
issues. The design iterations were then presented and explained, 
along with the justification for selecting Nelson, and in particular 
Rutherford Park as a site.  

The feedback received for this project was not as encouraging 
as initially hoped. The comments received from guest reviewers, 
although constructive impacted the initial direction of the research. 
One comment was that Nelson was not the right site location for 
exploring a design of this type, due to the size and population, 
with the reviewers suggesting that maybe a bigger city such as 
Auckland or Christchurch would be better suited. It was then rec-
ommended that instead of a market space structure, an architec-
tural intervention that could be applied to different sites in different 
cities to revitalise ‘empty areas’ would be a better suited research 
project.

After the review, the project began to focus on Christchurch and 
its rebuild, generating ideas on how a design intervention could be 
applied to Christchurch, Nelson and potentially Porirua. However, 
the scale of the project quickly escalated, and the initial ideas and 
importance of the project had been forgotten. The purpose of the 
study was to focus on the importance of placemaking in design, 
in order to achieve this it was important that the focus was on just 
one site. With the hope of generating a set of ‘rules’ that could be 
applied to other sites for similar design projects in the future. 

Having been advised that Nelson was too small for a project of 
this size, the previous list of potential new sites was explored 
again. However, Christchurch is still currently under construction 
and new and exciting public places are constantly appearing all 
over the city (McDonald, 2018), with more planned development 
underway. Christchurch also suffers from sprawl, even before the 
earthquake it was a very vehicle dominated city. It felt too broad 
of an area for the purpose of this study. Porirua was the next 
site option for the project, it is currently undergoing some major 
changes (Porirua City Council, n.d.), with a strong focus on bright 
open pedestrian spaces. However, Porirua appeared very similar 
to Nelson, vehicle dominated and quite empty as people only visit 
to go to North City Mall. The only difference being that Porirua 
City Council is being a lot more proactive in ensuring changes 
are being made to create a more user friendly city (Porirua City 
Council, 2019). 

It became clear that Nelson was the most obvious choice when 
it came to site location. The research had already begun and the 
project tailored to fit into how Nelson can be better suited for peo-
ple moving forward. The obstacle was the market structure itself. 
In order to move forward, the project had to be adjusted, with the 
focus being less on practical structure and sensible boundaries, 
and more on how interior architecture practice and strategies can 
be merged creatively with the urban environment. 

04. Design Context
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S.03.3: Abandoned architecture

This section explores the fascination with abandoned architecture, 
questioning how designers may take inspiration from abandoned 
spaces, in particular the overlap between urban and interior 
spaces.

04. Design Context

< LEFT 
Figure 4.06
Maitai River North end of 
Rutherford Park
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The previous section raised an interesting point regarding the 
similarities between urban and interior design motives, yet the 
two often remain very separated. More often than not, only ever 
connecting through windows and doors. To better understand how 
the two disciplines typically connected, a large map was made, 
showcasing ‘typical’ urban, interior and ‘combination’ spaces.

< LEFT TOP
Figure 4.07
Collages visualising how urban 
and interiors often only connect 
through windows and doors.

< LEFT BOTTOM
Figure 4.08
Collages visualising how urban 
and interior space could merge 
together to create a sense of 
urban interiority.

04. Design Context
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 Looking into the images showcasing the urban environment, it 
became clear to see how cities urban spaces act as interiors, just 
at a larger scale. Movement through cities is very guided, in terms 
of people sticking to footpaths and pedestrian crossings. The 
buildings on either side of the street act as walls turning roads into 
corridors, all that is lacking is a ‘ceiling’. 

The next series studied were the generic interior images, which 
showcased how large windows and often a pot plant were ways in 
which the urban environment was able to interact with the particu-
lar interior space. 

The next series of images looked at how architectural planning 
and design allowed the urban environment to exist in an internal 
space. The solution being internal gardens, fenced off with either 
glass walls, or fences. Other than appearing inside, these spaces 
were still very controlled, allowing for no natural overlap between 
urban and interior, with architecture determining how, where and 
what size plants are able to grow. What appeared to be most 
obvious in these ‘overlapping’ spaces and in a sense quite sad, 
was the lack of character, these spaces had the opportunity to do 
something new and exciting but instead gave off an almost sterile 
feeling. The spaces appear too perfect, perfectly abandoned.

This idea of spaces appearing ‘abandoned’, led onto looking at 
places that were literally abandoned. After looking into a series 
of images showcasing different types of abandoned buildings, 
the similarity between the images became clear, they each had 
a strong sense of character, and appeared almost more inviting 
than the earlier images illustrating interior spaces. In an aban-
doned structure, neither nature nor architecture are dominant, 
but instead ‘work’ together to create a unique space that appears 
uncontrolled to an average passer-by. However, in these cas-
es, structure that remains ‘forgotten’, create boundaries for the 
natural environment, therefore abandoned spaces are in a sense 
cleverly ‘controlled’ design.

< LEFT 
Figure 4.9
Mind map visually explaining the 
connection between urban and 
interior spaces
Urban 
01 - image by Michael Tuszynski  
02 - image by Vlad Bagacian
03 - image by Francis Oviedo
Interior
01 - image by Trang Doan
02 - image by Eunice Lui
03 - image by Marc Mueller
Combined
01 - image by Riccardo Bresciani
02 - image by Ricardo Esquivel
03 - image by Daria Shevtsova
Abandoned
01 - image by Pixabay
02 - image by Pixabay
03 - image by Jack Gittoes
04 - Chrysostomos Galathris
05 - Anastasia Zhenina
06 - James Wheeler
all images free to use, collected 
from pexels.com

elizabethfryer
Rectangle
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Relating this new direction back to the initial project focus, a new 
concept was deliberated. How abandoned buildings could be 
preserved and elements used to create an architecture style that 
somewhat turned an abandoned building into a museum of itself 
by encasing each different stage of ‘habitation’ through clever de-
sign techniques. Raising the question “how can the refurbishment 
of abandoned buildings allow urban and interior space to interact 
in a contained uncontrolled way?”. However, it was evident that 
the original motives of the project were again being lost. The 
focus needed to be on designing for people. Although it appeared 
that the abandoned building exploration was no longer useful, a 
question regarding why abandoned spaces are so intriguing in 
today’s society was raised. 

The direction of research then began to focus more on why aban-
doned buildings had been explored to begin with. Abandoned 
buildings have been analysed for their characteristics, the inter-
esting design and overlap between built and natural elements. 
One journalist refers to abandoned buildings as “moments of 
time, frozen man-made objects losing the battle against nature” 
(Bradley-Smith, 2015). He then goes on to state that “we live in a 
sleek, iPhone-packaged society, yet scenes of peeling walls and 
dusty long forgotten possessions thrill us” (Granville, 2017).  Why 
is it that society is so captivated by abandoned spaces? Urban 
exploration is becoming an increasingly popular topic on digital 
platforms such as YouTube, where people such as ‘Exploring with 
Josh’ now explore abandoned spaces for a living.

“The spaces left behind can be a liberation from the dominant 
spatial and cultural narrative of productivity and function that is 
tightening around our necks. The modern ruin offers the relief of 
imperfection. Decay triggers in imagination and contemplation. 
All of a sudden, possibilities arise because time and space are 
no longer fixed within the usual conventions of functionality and 
beauty. The undefined nature gives people the opportunity to in-
dependently reinterpret places, histories and futures. And perhaps 
even their own lives” (Minkjan, 2019).

< LEFT 
Figure 4.10
Abstract drawing highlighting the 
area between urban and interior 
space
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Continued research revealed the potential taking elements from 
abandoned places could have on the project. What design aspect 
was coming through so solidly in each of the images regarding 
an abandoned space? It was a sense of deconstruction. These 
buildings were crumbling, opened up entirely to the external envi-
ronment, merging interior with urban, creating a space that is not 
perfect, yet perfected entirely out of pieces that do not connect 
seamlessly. Urban and architectural geographer Mark MinkJan 
states;

“The modern ruin evokes this different way of seeing. It is an 
unintentional artwork that elicits subversive thoughts and actions, 
alternative use of space and unconventional design. In an age in 
which more and more places are destined for passive consump-
tion, architecture that no longer meets functional and financial 
demands might be one of the last resorts for actual productivity 
as it allows people to dream of something different? A vulnerable 
architecture that is far from the stylized imagery we are served in 
the media and the successful cities we visit and live in.

Could we also imagine having such places outside of unloved 
and abandoned areas? Young ruins right in the centre of popular 
cities? Do we have the courage to change the polished, effec-
tive and profitable image of architecture into one that has more 
respect for time, nature and contemplation? Aimless structures 
could just be the kind of humbling spaces we need” (Minkjan, 
2019).

How will applying techniques traditionally used in deconstructive 
style architecture, inspired by abandoned spaces benefit a design 
that bridges the gap between urban and interior spaces? Will it 
be more beneficial and interesting to take the word ‘deconstruct’ 
literally and design a space that is made entirely out of elements 
that do not ‘fit’ together, recreating the abandoned building feel, 
while creating a fully functional building of today?

04. Design Context

< LEFT 
Figure 4.11
Abstract drawings highlighting the 
area between urban and interior 
space
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^ ABOVE 
Figure 4.12
Collage highlighting the crossover 
between urban and interior space
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S.03.4: Deconstructed space

This section explores the idea of deconstructed space, analysing 
Frank Gehry’s La Fondation Louis Vuitton as a precedent exam-
ple.

< LEFT
Figure 4.13
Atawhai Drive Nelsonace
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Deconstructivism is an architecture movement that appeared 
in the late 1980’s, the style was created to display the buildings 
inner construction, while still remaining functional architecture 
(Gray, 2012).  Interior Architect Dima Stouhi describes the decon-
structivism movement as “architecture on steroids” (Stouhi, 2018), 
stating that “design rules were broken and ‘form follows function’ 
was neglected, but somehow, the refinement and elegance of 
modernism remained. The structure’s skin was manipulated and 
altered into unpredictable geometric forms, but the building’s func-
tion was preserved. Basically architects began having fun, and 
instead of asking themselves whether the design was practical or 
not, the main question was ‘why not?’ (Stouhi, 2018). Deconstruc-
tive Architecture is often associated with world famous architects 
such as Frank Gehry, Zaha Hadid and Daniel Libeskind (Murao, 
2016).  An example of a famous ‘deconstructivism’ style building 
is La Fondation Louis Vuitton by Frank Gehry, located in Paris, 
France. Frank Gehry states;

“most people don’t think of architecture as an art, and it gets 
blurred because architecture as well as being an art is an act of 
social conscience because you’re making buildings for all kinds 
of people that give them shelter and make them feel loved and ac-
cepted. I think that component of architecture sometimes doesn’t 
go the extra notch to become of the art of architecture” (Farael, 
2018)

Gehry reveals that after the modernism movement, he found the 
return to historicism, known as postmodernism very disturbing 
(Farael, 2018). Explaining that “the Greek temples that you’re 
emulating are anthropomorphic, why don’t you go back 300 mil-
lion years before man to fish for your inspiration? If you got to go 
back, lets really go back” (Farael, 2018). Later saying he doesn’t 
know why he said it, believing that it was “intuitive or something” 
(Farael, 2018). 

In reference to La Fondation Louis Vuitton, Gehry states he 
started thinking about what he had said and began drawing fish, 
realising that fish shapes express movement (Farael, 2018), 
something that he wanted to explore when it came to the design 
of his next building. He describes designing in this way as a ‘rich 
language’, so he started to explore that ‘idiom, that idea’, recalling 
that it was “like pandoras box, I was into a new paradigm, a new 
playground, and that’s how I got to this freedom of expression” 
(Farael, 2018).

04. Design Context

< LEFT
Figure 4.14
La Fondation Louis Vuitton, Paris
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When looking at La Fondation Louis Vuitton, it appears more ar-
tistic than architectural. Instead of being covered up like traditional 
architectural practice, the framework of the building is exposed, 
displaying how the building has been constructed. Proposing a 
new view of the structure, Architect Amit Murao stated that decon-
structive style “aims to take form apart, to degrade connections, 
symmetries and coherence” (Murao, 2016). Gehry’s aim for this 
particular building was to create movement through structure, 
which becomes clear when looking at the building as a whole. 
The structure appears as being made up of many disconnected 
elements, typical of deconstructive style. As no ‘piece’ making 
up the exterior is positioned at the same angle, Gehry achieved 
the notion of movement. It is also interesting to note how strongly 
Gehry’s original sketches came through in the final design. His 
sketches exploring the movement of fish can be seen when look-
ing at the building as a whole. He notes that “most buildings are 
very static, but I like the sense of movement that it has, there’s 
a transfer of this feeling through the bricks and mortar and steel 
that’s kind of amazing, it makes me want to do more” (Farael, 
2018).

“An analysis of architectural space does not therefore close 
a design path, but leaves it in a dynamic form, ready for new 
transformations, suggesting a dialogue within the shapes and 
surfaces that build it; as if a button has been designed that sets 
off the machinery of architecture in motion, because it has been 
stuck motionless for a moment, as if paused.  This is what Frank 
Gehry’s spaces are like. There is no strict division into roles, into 
an interior and exterior, which present ready-made content on 
the stage of life; instead they brush against each other, permeate 
each other, enter into interaction. They are open to ‘otherness’, 
are tolerant and unique” (Ochman, 2015).

Deconstructivism appears to be the style that is most open to 
creating a seamless flow between interior and exterior spaces. As 
Dima Stouhi states “If we define ‘deconstructivism’ (although not a 
verified world in the dictionary), it literally translates to the break-
ing down, or demolishing of a constructed structure, whether it 
being for structural reasons or just an act of rebellion. It is perhaps 
for this reason that many misunderstand the deconstructivism 
movement” (Stouhi, 2018). Could the world ‘deconstruct’ be taken 
more literally when it comes to designing architectural spaces? 
Instead of focussing on the display of construction in a form, what 
would happen if the focus turned to the merging of environments 
through ‘deconstruction’. A space that had walls that did not prop-
erly connect, allowing urban to interact with interior, or a space 
made up entirely of elements that do not physically connect.  

04. Design Context

< LEFT
Figure 4.15
Fish sculptures, structural displays 
and lighting features found in La 
Fondation Louis Vuitton, Paris
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05. DESIGN     
PROCESS
This chapter explores the abstract 
design process followed, analysing 
and reflecting upon a series of iter-
ations to reach a final design 
proposal. 

< LEFT
Figure 5.01
Maitai River, Nelson
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S.04.1: Movement through space

This section explores how 3D modelling and drawing create a 
sense of freedom when it comes to design, touching on the begin-
ning stages of abstract exploration.

05. Design Process

< LEFT
Figure 5.02
Recent revitalisation of Rutherford 
Park
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“To an architect, drawing is a medium that serves the purpose of 
discovery. In the drawing matter, unlimited by an impossibility of 
actualisation, Zaha Hadid shortens or extends distances between 
designed objects, stretching them, showing their movement, as 
if trying to work out their form by sculpting it from different view-
points”  (Ochman, 2015).

In order to further explore the relationship between urban and 
interior space, a series of small models were used. The first 
showcasing a standard square, completely enclosed to mimic 
a ‘typical internal’ space. Each subsequent model altered the 
external boundaries slightly allowing a seamless connection be-
tween internal and external space, while still obtaining a sense of 
enclosed space. 
To better understand how the models could represent real space, 
they were photographed and edited, showing exactly where spa-
tial boundaries fell. 

< LEFT TOP
Figure 5.03
String models mapping out space

< LEFT BOTTOM
Figure 5.04
Visualisation of spatial boundaries
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Step two of the exploration considered the circulation of space, 
how people would move and interact throughout. “Circulation 
routes are the pathways people take through and around build-
ings or urban places. Circulation is often thought of as the ‘space 
between spaces’, having a connective function, but it can be 
much more than that. It is the concept that captures the experi-
ence of moving our bodies around a building, three dimensionally 
and through time” (Hamer, 2016). Hamer raises an interesting 
point regarding how planned circulation in a space can encourage 
an occupant to be present in the moment, acknowledging their 
immediate surroundings, (an important aspect of this research, 
encouraging people to ‘look up’). 

“In architecture, the concept of circulation isn’t so different – it 
refers to the way people, the blood of our buildings, move through 
space” (Hamer, 2016).

Understanding the importance of circulation in space involved 
treating the models as ‘floor plans’ and mapping out the most 
‘obvious’ pathways occupants may take when moving through the 
space. “Although every space a person could access or occupy 
forms part of the circulation system of a building, when we talk 
about circulation, we typically don’t try to account for where every 
person might go. Instead, we often approximate the main routes 
of the majority of users” (Hamer, 2016). The model exhibiting the 
‘traditional interior’, proved difficult to map, as it was one large 
open area with no urban interaction, meaning there was no route 
through the space, with it acting more as a gathering point. The 
models with external openings possessed clear movement paths, 
with occupants most likely to create passages between access 
points. In terms of interaction with the space, models with ob-
structions between access points broke up the route, resulting in 
an interaction between person and space. Models with opposite 
access points possessing no obstructions in-between created a 
‘tunnel’ through the space, allowing occupants through the space 
without ‘looking up’ or acknowledging their surroundings. 

“Sometimes for architectural reasons you’ll want to interrupt a 
direct circulation path with an item of furniture or a change in 
level to define a change in place, make people slow down, or 
provide a focus point. Similarly, circulation doesn’t necessarily 
have to follow the shortest distance between two points. Rather, 
it can take into account the sequence of spaces, thresholds, and 
atmospheres encountered through movement, which prepare you 
for the transition from one space to the next. Circulation can be 
choreographed, to add architectural interest” (Hamer, 2016)

05. Design Process

< LEFT
Figure 5.05
Circulation routes 
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To further understand how occupants may feel when moving 
through the spaces, the models were edited, creating a 3D ‘view’ 
of the space, intending to showcase how obstruction walls add 
interest to the space. However, the spaces appeared quite unin-
spiring and bland. It appeared the motivation that the abandoned 
buildings and deconstructive style had given the project had been 
lost. The model exploration revealed drawing over the images had 
potential but the ideas were too safe.

05. Design Process

< LEFT
Figure 5.06
Spaces visualised in 3D form
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“drawing to an architect is a search for new perspectives, horizons 
that have not been conquered before. Drawing enables the giving 
of shape to the non-verbalised matter, which provides a stimu-
lating impulse of unpredictability, so needed in deconstruction. It 
smashes, reverses the way in which reality is seen, manipulating 
it in the same way a designer manipulates surface and shape, by 
changing directions and building contrasts, it leads into an area of 
thinking which is free of rationality” (Ochman, 2015). 

This statement enforced that the iterative testing must ignore 
‘expected’ boundaries and explore an unconventional way of 
designing circulation through space. Taking motivation from the 
deconstructive research, the refined testing focussed solely on 
the drawn work, allowing for more alteration. The images show-
casing the separation between the forms, directed the explorative 
process back towards deconstructed style. In the images the 
‘walls’ and ‘floors’ aren’t connected, yet a definitive space is being 
formed.

< LEFT
Figure 5.07
Space exploration through decon-
strcuted methods
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“Designing and creating in the spirit of deconstruction is not a 
method which should be used according to pre-specified rules; it 
is more of a willingness to take on a new interpretation, depending 
on a design situation that is already in place. The architects mind 
should be entirely free of rigid frameworks that restrain the design 
reality and the prejudice rooted in it in the shape of established 
definitions, concepts or meanings” (Ochman, 2015).

This statement led a focus on how space could be constructed 
from layered elements. Imagining how a space would work if there 
were no ‘rules’. To visually explain this thinking, a test involving 
the layering of solid forms between sheets of translucent paper 
was explored, with the translucent paper used to symbolise the 
distance between forms. The experiment was tested in a series 
of layouts, however, the result was not as successful as initially 
hoped. The images appeared very flat and did not showcase the 
thinking clearly. However, the idea of physically layering solid 
forms to create a sense of deconstructed space, created a solid 
foundation for further exploration.

< LEFT
Figure 5.08
Models exploring depth in space
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S.04.2: Exploration of depth in space through model making

This section explores the first series of abstract testing, explor-
ing visually how elements can explain the idea of deconstructed 
space.

< LEFT
Figure 5.09
Walkway connecting Rutherford 
Park to Nelsons CBD
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Continuing from ideas explored previously, a refined set of ex-
periments were created to explore ‘deconstructed space’ through 
physical modelling. The experiment involved the use of small A6 
models. However, instead of using translucent paper and paper 
forms like the previous experiment, a discussion revealed the 
models would benefit from the use of thick vellum and foam board 
forms in the hopes of gaining a greater sense of depth within 
‘deconstructed’ space.

Test One;
Model One of the series comprised five sheets of clear vellum 
paired with black foam board forms. Artist Lisa Marder states 
“When some objects in a composition are partially hidden by 
others, it gives the effect of overlapping objects and creates the 
illusion of space three-dimensionality” (Marder, 2019). Each ‘level’ 
of the model contained two solid forms, which were layered to 
create a 3D ‘space’. The model was more successful than initially 
anticipated, with the idea of deconstructed space coming through 
clearly, visually explained by displaying how space can be created 
through disconnected elements. The foam board represented ar-
chitectural form, and the vellum was used to represent the space 
in between the forms. However, the black colour of the foam 
board was not so successful, the dark colour proved difficult when 
defining the overlap of the forms, so while the overlapping can be 
detected, it was not as obvious as initially hoped. 

Test Two;
As the previous model was successful in visually explaining the 
idea of deconstructed space, a second test using the same pro-
cess and materials was generated, except exploring white solid 
forms, allowing for a comparison between the two extremes. The 
completed test revealed that the use of white coloured forms was 
in fact more successful due to the overlap of form appearing eas-
ier to detect, clearly showcasing a sense of depth within space. 
However, although successful in colour, the model also appeared 
extremely plain and simple, lacking the complexity deconstructed 
spaces possess. 

< LEFT TOP
Figure 5.10
Test model one using black foam 
board and vellum 

< LEFT BOTTOM
Figure 5.11
Test model two using white foam 
board and vellum 
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Test Three;
Analyses on the success of the two previous tests raised how 
the combination of tests one and two may further enhance the 
visual exploration of depth within space through deconstructed 
elements. Test three was to follow the same process, but instead 
combine both black and white forms. The test proved a success, 
clearly defining the spaces between the solid forms, enforcing 
the idea of deconstructed space being defined by disconnected 
elements. The forms although simple were effective, allowing 
the model to be read in an architectural language. The spaces 
between the forms were clearly visible and easily understood, 
appearing almost structural. The test also enforced how mixed 
materials can be used to create complexity within a space. Al-
though the test was the most successful of the three as it show-
cased how disconnected elements can form structure, and mixed 
materials add complexity. It did not show how the disconnection of 
elements allows for a connection between the internal and urban 
environment. 

Test Four:  
The previous test touched on an important idea, regarding the 
concept of deconstructed spaces allowing for a seamless con-
nection between interior and urban spaces. Through the series of 
tests, this idea had been overlooked, as the attention had turned 
to exploring space through disconnected elements. The previous 
test revealed that the use of different materials add complexity to 
a space. To explore this further, this test follows the same pro-
cess, with a focus on the interaction between urban and interior 
space. The test combines previously tested black and white foam 
board forms, with coloured elements showcasing natural tones, 
which represent the urban environment. Once again the model 
was a success, with the coloured elements adding further depth 
and complexity. The test was successful in visually explaining the 
interaction between urban and interior space, the natural ele-
ments representing how the disconnected elements may allow for 
large openings, leaving the weather to shape the internal environ-
ment.  

“Being in the world, consciously or not, we are always orientating 
our bodies toward another object in our living environment – furni-
ture, rooms, and buildings. This orientation is based on body-cen-
tred coordinates and every time we move, we move with respect 
to our body and its relation to other objects by determining their 
position in space. This is accomplished by directing our eyes to 
gain visual sensations to see the object and to reinforce our sense 
by touching the objects” (Lim, 2015).

Buildings are designed for comfort, therefore designed from an in-
habitants perspective. What happens when spaces are designed 
in an unconventional way, with forms generated before functions 
decided? Can successful design plans be pulled from abstract 
modelling, where the outcome and function of a space is unknown 
and only understood in the final stages of design. Is this type of 
design thinking what we need in order to create interesting spaces 
for the future?

05. Design Process

< LEFT TOP
Figure 5.12
Test model one using combination 
foam board and vellum 

< LEFT BOTTOM
Figure 5.13
Test model two using combination 
foam board, coloured forms and 
vellum 
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S.04.3: Spatial planning

This section further explores the abstract design process, focus-
sing on generating floor plans through unconventional design 
techniques.

< LEFT
Figure 5.14
Trafalgar Steps and Cathedral, 
Nelson City
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The previous set of tests established a solid foundation for further 
exploration into the creation of space through deconstructed 
elements. Using the same process and materials explored in 
test four, section S.04.2, a larger A4 model was devised, trial-
ling whether spatial qualities were enhanced when explored at 
a greater scale. However, upon completion, the model did not 
possess the same spatial qualities and depth perspectives as the 
test models from S.04.3. The larger model appeared flush, even 
though the same techniques had been applied. The poor result 
was put down to the increase in size. This outcome was disap-
pointing as no new information or techniques had been gained 
from the test.

05. Design Process

< LEFT TOP
Figure 5.15
A4 Test model front

< LEFT BOTOM
Figure 5.16
A4 Test model back
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A discussion suggested not to waste the test but rather analyse 
it from a different perspective. Due to the flat appearance of the 
test model, it possessed characteristics more commonly found in 
floor plans. Analysing the model as a floor plan allowed for ideas 
regarding differing ground levels to be explored, while still refer-
ring to deconstructive techniques.

“Deconstruction is therefore about experiencing the designed 
space without  imposing meanings and interpretations, while re-
maining convinced that unequivocal and schematic perception im-
mobilizes and restricts any insightful thinking. Deconstruction as 
a method of shaping space freely, searches for new boundaries in 
well known, familiar matter, but it does not define them for good, 
which allows it to stay away from the old habits and relationships 
between concepts that compromise a system of thought”. (Och-
man, 2015).

Exploring this new direction further, the model was photographed 
on both sides, gaining two different perspective views. The photo-
graphs produced very flat images, resulting in all depth being lost. 
The images were imported into Procreate and the empty spaces 
between the forms filled in, creating a ‘solid’ floor plan.

Editing the static image allowed for an analyses into how the 
different levels from the existing model may be interpreted into a 
floor plan through a change in ground planes. However, the practi-
cality of tripping hazards proved an issue. At this point in the test 
nothing of use had been discovered. The edited images appeared 
as solid forms, that were ‘connected’ in every way, the complete 
opposite to the aim of the experiment. It appeared the techniques 
being explored regarding deconstructive style had been over-
looked, and the drawn elements were creating a restrictive barrier. 

< LEFT TOP
Figure 5.17
A4 Test model floor plan front

< LEFT BOTTOM
Figure 5.18
A4 Test model floor plan back
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“A drawing illustrates the structure of thought and inventions 
before they are verbalized, ascribed to specific concepts, charged 
with meanings. A drawing can be read as a whole, without visually 
linking the connected points, like letters. If an architect loses his 
voice, he can still talk: using points in place of words, lines instead 
of sentences, fragments of pure white on a piece of paper instead 
of punctuation” (Ochman, 2015).

Analysing this statement, and recalling the initial aim of the test, 
it became clear that the solid boundaries restricting the drawing 
must be removed. Moving forward without any existing con-
straints, meant the original form taken from the test model was 
removed from the images, leaving just the drawn objects which 
initially filled the empty spaces of the model. The illustrated form 
derived from the solid model, resembled an architectural floor 
plan, as it comprised solid outer walls, multiple external openings 
and small obstruction points in the centre. The plans resembled 
a department store layout, due to the clear outer boundaries, and 
what could be interpreted as small centre stall arrangements. This 
outcome re-inspired the projects original direction; the develop-
ment of a permanent market structure, as the exposed floor plan 
could be interpreted as a market space.

“Designing and creating in the spirit of deconstruction is not a 
method which should be used according to prespecified rules; it is 
more of a willingness to take on a new interpretation, depending 
on a design situation that is already in place. The architects mind 
should be entirely free of rigid frameworks that restrain the design 
reality and the prejudice rooted in it in the shape of established 
definitions, concepts or meanings” (Ochman, 2015).

Moving forward with the exploration involved analysing both 
floor plans for user qualities, specifically focussing on movement 
through space. The plans were interpreted and movement paths 
mapped out within the spaces. This small exercise revealed the 
success of the small obstruction ‘stalls’, as they broke up any 
direct routes through the space, forcing potential occupants to 
acknowledge their surroundings. 

“After all, there is a significant difference between a building that 
houses a variety of independent functions that co-exist near one 
another versus a building that fosters functions that harmonize 
with each other as each leverages the other. This is an important 
characteristic of architectural flow – where an occupant narrative 
emerges from a well-designed environmental narrative” (Lehman, 
2017).

Although initially unexpected, the larger test model proved to be 
an important component of the research. Providing the process 
with a different approach to abstract design, allowing for further 
exploration into a permanent market structure in Nelson.

05. Design Process

< LEFT TOP
Figure 5.19
A4 Test model floor plan front with 
movement paths
< LEFT BOTTOM
Figure 5.20
A4 Test model floor plan back with 
movement paths
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S.04.4: Site specific modelling

This section explores how placemaking can be explored uncon-
ventionally through abstract modelling.

< LEFT
Figure 5.21
Alley Nelson City
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“Historically, the essential function of any urban centre has been 
a crossroads where people have come together to exchange 
goods and ideas and public markets have been at the heart of 
most cities since ancient times. Markets are traditionally the most 
productive and dynamic places in our cities and towns, where 
the exchange of news, politics and gossip takes place and where 
people solidify the social ties that are essential to a healthy soci-
ety. Markets do many things for cities, including but not limited to 
encouraging entrepreneurship, sustaining farmland around cities, 
strengthening ties between urban and rural areas and improving 
access to fresh food” (Porada, 2013).

The developments from the previous section re-directed the 
exploration back towards the original market space idea. Architect 
Barbara Porada states that “buildings with interesting interiors 
may be architecturally successful to some but it is the architec-
ture that permeates outwards beyond the facade and towards 
the street level where it engages the city fabric that is the most 
successful because it is built with the human scale in mind” 
(Porada, 2013). This statement touches on the idea of placemak-
ing, suggesting that successful architecture must link back to the 
people and the place. Exploring this idea further in an unorthodox 
way, inspired the reuse of A6 test modelling, combined with draw-
ing to generate floor plans for a potential market space. However, 
instead of using ‘random’ forms as previously explored, instead 
elements taken from the city will generate the three test models 
solid forms.

< LEFT
Figure 5.22
Collage visualising market space 
atmosphere

elizabethfryer
Rectangle



121 122

The Art of Connectivity 05. Design Process

Test One: Nelson City
Test model one followed the same process as S.04.3, however, 
instead of using generic urban tones, forms were cut from images 
showcasing the colours of Nelson. The model contained a map 
of Nelson city, displaying the Maitai River, road layout and public 
parks. The purpose of the test was to discover whether incorpo-
rating elements directly from the city, added to the idea of abstract 
placemaking, and therefore change the outcome of the final floor 
plan. Integrating the map as a layer in the model created a sense 
of order, resulting in it being easily read and interpreted. 

< LEFT
Figure 5.23
Test model Nelson City
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Test Two: Nelson City Centre
Following the same techniques, the second model explores the 
arrangement of Nelson’s CBD. The model uses architecturally ge-
neric foam forms, however, the coloured forms focus on the street 
layouts, centres perimeter and the connection between popular 
cafes.
Incorporating the cafes location in an interesting way was import-
ant and proved harder than initially expected. To achieve this, 
each cafe location was marked with push pins, with string outlin-
ing the connection between the cafes. The use of pins locating 
the connections between destination places, added a sense of 
depth, complexity and intrigue, which had potential to be further 
explored. 

05. Design Process

< LEFT
Figure 5.24
Test model Nelson City Centre
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Test Three: Rutherford Park
As the selected site for the market structure was Rutherford Park, 
following the same process as test two, this model focussed on 
Rutherford Park. The road layout, building footprints and grass 
areas were layered with generic architectural forms. Due to the 
success of the string mapping in test two, pins and string were 
used to understand the footpath arrangement throughout the 
Park. Once again, the model was a success, with the string ele-
ment adding a unique feature. 

The test models, although all following the same rules, produced 
different outcomes, all successful in different aspects. The idea 
of placemaking being explored unconventionally through the use 
of Nelsons geographical arrangements was a success in inform-
ing potential design decisions. Stage two of the process involved 
analysing the test models to develop ‘floor plans’ by following the 
process covered in S.04.3, to create a framework for a built mar-
ket structure in Rutherford Park.

“Investing even a little bit into the quality of a public space delivers 
a significant return to a city that has the foresight to see its value.” 
(Porada, 2013)

05. Design Process

< LEFT
Figure 5.25
Test model Rutherford Park
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S.04.5: Floor plan exploration

This section explores the success of the floor plans generated 
from S.04.3, analysing how the abstract plans may be interpreted 
into functional spaces. 

< LEFT
Figure 5.26
Queens Gardens Pond
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The findings gathered in S.04.3, where the test models were 
used to generate floor plans, inspired the test models explored 
in S.04.4, where placemaking qualities were tested through 
unconventional design techniques. Further exploration into this 
abstract design process involved following the same process as 
S.04.3, photographing each test model, filling the negative spaces 
between the elements, then removing the original image to reveal 
solid objects in the form of a floor plan.
The first observation made regarding difference between the tests 
done in S.04.3 and the outcome of these tests was the change 
in internal form and layout. Although both S.04.3 and these tests 
possessed a square outer boundary, the site specific models 
generated a more abstract internal layout. Unlike the previous 
tests the plans comprised forms of all shapes and sizes spread 
throughout the space in an uncontrolled manner, still able to be 
understood and read as a functional space.

Floor plan one generated from the model showcasing the wider 
Nelson Region appeared as a traditional interior space, with its 
solid outer walls and small controlled openings into the urban 
environment. The small pods in the centre of the plan containing 
interesting shapes generated a unique layout for potential market 
stalls. However, mapping out occupants movement paths through-
out the space, revealed the space would be incredibly difficult to 
move through due to the central clumped forms. It was clear that 
this particular floor plan would also struggle to create a seamless 
connection between the urban and interior environment without 
serious alterations, due to the thick external ‘walls’.

05. Design Process

< LEFT
Figure 5.27
Floor plan generated from test 
model Nelson City
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The second floor plan developed from the model of Nelson’s 
direct city centre, appeared the most successful of the three. The 
forms generated appeared most practically placed in the space. 
Mapping the potential movement paths revealed the placement 
the centre forms created focal points throughout the space, acting 
as potential for built market stalls. The openings on the North and 
East faces, complimented one another as movement between the 
openings encouraged interaction with the space. The larger open-
ings also corresponded well with creating a seamless connection 
between urban and interior space, resulting in this plan having 
good potential to adapt into a practical inhabited space, without 
many form adjustments.

< LEFT
Figure 5.28
Floor plan generated from test 
model Nelson City Centre
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The third floor plan generated from the test model focussing on 
Rutherford Park was most interesting in terms of layout, form and 
spatial flow. The plan consisted of openings on all four external 
walls, breaking up the outer square form that had been heav-
ily present in the other plans, with the large openings allowed 
a seamless connection between urban and interior space. The 
obstruction forms in the internal space had a unique layout, as 
they were very detached providing a refreshing change. However, 
thinking practically about the potential inhabitation of the space, 
the plan proved slightly to abstract, as serious alteration would 
have to take place in order to create a practical space, therefore 
defeating the purpose of gaining a floor plan through abstract 
modelling.

The exploration into generating floor plans through abstract mod-
elling, proved a success in creating solid framework for further 
exploration into how ‘abstract’ floor plans can be analysed and 
interpreted into functional spaces, offering unique design opportu-
nities. The second floor plan developed from the model of Nel-
son’s direct city centre was selected for further development as its 
layout fit best with market space requirements.

< LEFT
Figure 5.29
Floor plan generated from test 
model Rutherford Park
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S.04.6: 3D CAD modelling

This section explores how designing in 3D software enhances an 
understanding of the spatial qualities of design.

05. Design Process

< LEFT
Figure 5.30
Sculpture in Queens Gardens, 
Nelson
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05. Design Process

To further understand the floor plan as a functional space, the 
plan was imported into 3D modelling software, Revit and spatial 
functions were applied. The thicker lines on the perimeter of the 
plan were treated as external walls, and assigned a height of 
three metres. The inner obstruction points in the centre of the 
model were treated as market ‘stalls’, and assigned a height of 
one metre. The purpose of the research ensured the plan was not 
to be altered beyond recognition. 

< LEFT BOTTOM
Figure 5.32
Revit generated floor plan

< LEFT TOP
Figure 5.31
Selected floor plan



139 140

The Art of Connectivity 05. Design Process

Viewing the space in 3D revealed the success and failures of the 
space. The openings in the external walls were not large enough 
to create a seamless connection between the urban and interior 
space. The outer walls were extremely solid, creating an almost 
internal market space. In terms of combining the external and 
internal environments through permanent openings in the struc-
ture, a discussion raised a point regarding how plants could grow 
through into the interior space adding character, referring back to 
the research regarding abandoned architecture. Allowing this to 
occur in an uncontrolled yet controlled manner, a corner section 
of the outer wall was converted into a planter box, opening up the 
structure to the urban environment, while still creating an internal 
boundary.

Treating the structure as a permanent market space, meant a 
need for vertical display areas. Solving this issue without huge al-
teration saw certain stalls selected in the centre of the space and 
a height of three metres applied, turning them into partition walls 
for display purposes.

The process of modelling the space in 3D helped gain an under-
standing of how the structure would perform practically. The ex-
ploration raised a series of questions regarding material use, and 
how the Rutherford Park site would impact the flow and spatial 
qualities of the structure. 

< LEFT
Figure 5.33
Collage visualising the floor plan 
in 3D

elizabethfryer
Rectangle
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S.04.7: Site impacts on design decisions

This section explores how the floor plan must be altered in order 
to fit within the constraints of the site.

05. Design Process

< LEFT
Figure 5.34
Greenery
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The previous section raising the question regarding site impacts 
on the structures layout. A Revit generated floor plan was placed 
onto a map of the site to determine what worked and what needed 
altering, this was explored through a series of iterations. 

Iteration one; explored placing the plan on the site directly as it 
appeared, in the same orientation as the structure had been mod-
elled, with the large opening on the East and the smaller openings 
facing towards the North end of Rutherford Park. The design 
appeared very dominant on the site, and encroached onto the 
neighbouring croquet grounds. However, placed in this position, a 
flow from the city, into the Refinery Art Gallery, through the Market 
structure and up into Rutherford Park, was created. The thick East 
external wall was successful in blocking out the adjacent road and 
supermarket. However, the external South wall created a barrier 
between the hotel, market space and Park, which was unsuccess-
ful as the market structure would preferably encourage visitors to 
Nelson to experience the Saturday market as it is an important 
part of Nelson’s identity. Another vital aspect of the plan is the 
incorporation of seating areas, due to the spatial flow, potential for 
a seating area behind the refinery gallery, in front of the entrance 
to the market, was an option, creating a social link between the 
gallery and the market.

Iteration two; focussed on the strengths and weaknesses of 
iteration one, further exploring the structures arrangement onsite, 
iteration ones arrangement was rotated 90 degrees anticlockwise, 
creating an opening on the South wall to encourage hotel guests 
into the space. However, the Refinery Gallery had been com-
pletely blocked off, and the small openings providing a connection 
into Rutherford Park, now faced onto the neighbouring croquet 
grounds, proving no use at all. Other than the connection between 
the structure and hotel, the plan was not successful on site in this 
particular arrangement. Due to the findings from the first iteration, 
and the issues raised in this iteration, to cut out infinite orientation 
iterations, initially not an option, moving forward meant parts of 
the plan needed adjustment allowing more flexibility and spatial 
flow within the site constraints.

< LEFT TOP
Figure 5.35
Structure on site interation one
< LEFT BOTTOM
Figure 5.36
Structure on site interation two
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Iteration three; understood there were no rules stating that the 
plan must remain intact, allowing for alterations to the shape of 
the structure. Exploring this further, Iteration One was used, and 
the sections that were encroaching on the neighbouring croquet 
grounds were removed. The South-West external wall was also 
removed, allowing circulation between the structure and Refinery 
Galley, as well as a larger area for permanent seating. Howev-
er, the connection between the structure and the park remained 
closed off, and the structures size had decreased by half, appear-
ing to have lost it original qualities. Although these particular alter-
ations were unsuccessful, the discovery involving the alteration of 
elements proved promising for further exploration.

Iteration four; uses previous findings as inspiration to explore 
the plans layout with no boundaries, involving using Iterations 
Twos plan placement and scaling it +50%, exploring how mov-
ing encroaching sections around, would be more effective than 
removing them completely. Adjusting sections of the plan, enabled 
a permanent seating area to be included as well as an opening on 
the South end, allowing a seamless connection between the hotel 
and market space.
What was unsuccessful about the plan was the solid North wall, 
blocking spatial flow between the structure and Rutherford Park, 
however, easily solved by adding openings to the wall, as there 
are no restrictions as to why it has to remain solid. By rearrang-
ing and adjusting elements of the structure to comply with site 
constraints, the adapted plan created a ‘bridge’ between the city 
and the park, making it the most successful iteration of the four, 
providing a starting point for further refined 3D exploration.

05. Design Process

< LEFT TOP
Figure 5.37
Structure on site interation three
< LEFT BOTTOM
Figure 5.38
Structure on site interation four
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S.04.8: Refined CAD modelling

This section explores how the design was altered once placed on 
site, and what changes were made to enhance the user qualities 
of the space.

< LEFT 
Figure 5.39
Flax lining Maitai River in Ruther-
ford Park
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05. Design Process

Exploration and refinement into a structural arrangement that best 
fit the site was crucial, however, a better understanding of the 
spatial qualities and functions of the adjusted structure was lack-
ing. Following the process covered in S.04.6, the refined plan was 
explored in 3D form through Revit modelling, with each compo-
nent being assigned a function. When viewed in 3D, the elements 
previously labeled as individual market stalls were restricting 
spatial flow through and around the structure. 

Resolving this issue the size and shape of the stalls were slightly 
adjusted, allowing for movement through and around them. Fur-
ther exploring how the structure acts as a gateway into Rutherford 
Park a larger opening was added into external North wall. The 
external East wall separating the market space from the adjacent 
road was bulky, dominating the structure and site, referring to 
previous ideas involving the incorporation of urban elements into 
the design, softening this dominant aspect, a planter box was 
merged into the wall, allowing for a decrease in thickness. The 
current Nelson Market has little to no seating or shaded areas, an 
important element for this design proposal. Taking inspiration from 
the current use of gazebos and umbrellas at the Nelson Market, 
a covered courtyard providing shaded seating was added into the 
structures South end entrance.

< LEFT TOP
Figure 5.40
Refined floor plan generated in 
Revit

< LEFT BOTTOM
Figure 5.41
Refined and adjusted floor plan 
generated in Revit
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Understanding the design in 3D highlighted how bulky the struc-
ture was, appearing almost as an abandoned construction site, 
due to the nature of the spatial crossover. It became clear that 
successfully incorporating the design into the site, meant material 
specification was crucial.

< LEFT TOP
Figure 5.42
Collage viewing the structure in 3D

< LEFT BOTTOM
Figure 5.43
Collage viewing the structure in 3D
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S.04.9: Material exploration

This section explores the importance of material specification, 
touching on ideas of placemaking through careful material selec-
tion. 
 

< LEFT 
Figure 5.44
Maitai River seating
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As highlighted previously, the materials specified greatly impact 
the overall atmosphere of the space. To date the structure relied 
heavily on the market for character, due to lack of consideration 
regarding the spatial qualities when unoccupied. Ensuring the 
final structure does not appear as an abandoned construction site, 
placemaking qualities were explored through material selection 
and their relevance to Nelson City. However, upon further anal-
yses, like many other cities Nelson had no ‘materials’ that stood 
out as unique or different. Taking a different approach a second 
review of the site overview in S.02.4, revealed the materials used 
on the sculptures throughout the city. Analyses of the sculptures 
materials provided a solid starting point, informing material deci-
sions consistent with the local city rather than selecting materials 
with no relevance at all.

The analyses revealed marble, steel and corrugated iron were 
the most commonly used materials, all having potential to add a 
sculptural aspect to the structure. However, due to the scale of 
the structure the highlighted materials ran the risk of restricting 
potential design decisions. 

Further exploring materials best suited to the project while still 
acknowledging placemaking, a further analysis of Rutherford Park 
was conducted, finding that excluding the obvious, grass and 
concrete the more interesting materials used were gabion stone 
baskets, slatted wooden railing, thick wooden seating and flax. 

Concept collages were used to explore how those materials would 
enhance the structure, revealing 
That the incorporation of slatted wood and gabion baskets began 
adding character to the previously insipid space. However, the 
collage revealed how bulky the structure still appeared, highlight-
ing the need for further design iteration, a discussion revealing it 
be best explored through 3D Revit modelling, enabling an easy 
switch between plan and perspective.

< LEFT TOP
Figure 5.45
Images showcasing materials used 
on sculptures around the city

< LEFT BOTTOM
Figure 5.46
Images showcasing materials used 
throughout Rutherford Park
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S.04.10: Design reflection 01

This section reflects on the design process to date, how it was 
restricting design decisions and the changes which were made in 
order to continue progressing with the research.
 

< LEFT
Figure 5.47
Maitai River from Trafalgar Street 
Bridge
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Further 3D exploration into the proposed design revealed the 
layout generated from the second plan selected in S.04.5 was 
restricting design opportunities. The overall process being test-
ed involved following the guidelines and boundaries set by the 
abstract plan, therefore too many alterations defeats the purpose 
of exploration. In order to move forward and not suggest the pro-
cess was unsuccessful, it was decided that S.04.5 other abstract 
plans, one and three which had been previously discarded were 
to be tested in the same process explained in S.04.7 to see if they 
enabled a different approach allowing the project to move forward. 

The first plan to be tested was plan one generated from the test 
model ‘Nelson City’, following the same method as S.04.7, four 
iterations were generated by placing the design on site in different 
arrangements and adjusting aspects to fit the sites constraints. 
Due to the added detail in the floor plan the layout was already 
proving more successful than the initial plan two, as the structure 
wrapped around the site effortlessly.

05. Design Process

< LEFT 
Figure 5.48
Top Left Iteration One
Top Right Iteration Two
Bottom Left Iteration Three
Bottom Right Iteration Four
< LEFT BOTTOM
Figure 5.49
S.04.5 Floor Plan One
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The second plan to be tested was floor plan three generated 
from test model ‘Rutherford Park’, as similar to the previous test, 
the added detail enhanced the layout with the plan successful in 
adjusting to site restrictions. The unique internal forms generated 
from the model broke up the spatial flow in an interesting manner. 

Due to both floor plan tests being successful it was now clear that 
the method of testing design through abstract modelling could be 
pushed further to generate a final design. The two new floor plan 
designs were compared for unique spatial qualities and a dis-
cussion decided that the latter, plan three had the most potential 
out of the two due to its unique forms and presence on site. To 
continue with design the final iteration was imported into Revit for 
further 3D exploration.

< LEFT 
Figure 5.50
Top Left Iteration One
Top Right Iteration Two
Bottom Left Iteration Three
Bottom Right Iteration Four
< LEFT BOTTOM
Figure 5.51
S.04.5 Floor Plan Three
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S.04.11: Design iterations and testing

This section explores a series of iterations, testing potential 
design proposals while analysing the abstract design process for 
what is helpful in progressing further.
 

< LEFT
Figure 5.52
Fern



165 166

The Art of Connectivity

--

Au
to

de
sk

Re
vi
tdrawn

with

Project:

Sheet:

Address:

No:

Client:

Drawn By:

Issue Date:

Reduced 
Scales: Scale:

1:100 - x 1.00 
1:50   - x 0.50

Your Company Name
Your Company Address Here

Notes:

Design shown is copyright of ABC Limited

1 : 100

Project Name

A104

Unnamed

Project
Number

Enter address here

Owner

Author
Issue
Date

Revision Schedule

Ref. Description Date

05. Design Process

Iteration one; involved exploring the plan in 3D and assigning 
function to each of the elements, either structural wall, market 
stand or partition wall. Understanding the model in 3D enabled 
the structures spaces to be developed and defined. S.04.8 testing 
explored the importance of a covered seating area, so allocating 
an area of the structure for that was a priority. The outer walls of 
the structure were successful in blocking out the main road while 
still creating a seamless connection between marked internal and 
external spaces, an important aspect of the design. In terms of 
looking at movement through space, the structures layout al-
though unique is highly impractical due to the close proximity of 
the built stands.

< LEFT
Figure 5.53
Iteration One - not to scale
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05. Design Process

Iteration two: The previous iteration showcased the success of the 
outer walls creating a seamless connection between urban and in-
terior space, while still guiding people through the marked internal 
areas. Although the outer walls were successful in their placement 
and function the scaled plan meant the thickness was close to 
one metre, which seemed unnecessary. Exploring how earlier re-
search could be applied, a built in planter box containing flax was 
added to half the thickness of the Eastern wall while also incorpo-
rating natural elements. Referring to the existing site, it appeared 
most appropriate to add a permanent seating area on the South 
West end of the structure, enabling people to enjoy the refinery 
courtyard before entering the market or vice versa. Breaking up 
the solid outer walls in the seating area, required a slatted wood 
panel, opening up the space. However, the previous iteration did 
highlight the issue regarding the close proximity of the stands. 
Ensuring this issue was resolved at the beginning of the design 
testing, the stands were separated and displaced throughout the 
structure creating a walkable distance between them. However, 
this resulted in the layout being almost more impractical, as well 
as losing its unique qualities. This iteration also highlighted the 
lack of consideration for where stall operators would be situated.

< LEFT
Figure 5.54
Iteration Two - not to scale
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05. Design Process

Iteration three: Due to the mixed success of the previous iteration, 
the outer structural changes remained and the inner layout was 
reverted to the original state. Changing the inner layout of stands 
to allow for practical user flow, impacted on the unique shapes 
and qualities gained from the exploration process. In order to 
maintain the unique qualities of the inner structure, a different 
approach was explored, resulting in the individual structures cre-
ating a foundation for three large tables within the space, solving 
the issue regarding how both buyers and sellers would operate in 
the space. However, the structure was 4890m2, half the size of 
the current allocated Nelson market space, meaning the market 
would have to run over two days with sellers sharing the area, an 
option that would likely cause many issues.

< LEFT
Figure 5.55
Iteration Three - not to scale
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05. Design Process

Iteration four: The previous iteration highlighted the issue regard-
ing the size of the market structure. Google Earth revealed that 
Montgomery Carpark where the current Saturday Market is held 
is roughly 8816m2, meaning that the current proposed structure 
would need to double in size, to cater for the markets size. Due 
to the surrounding aspects of the site, a double storey structure 
did not seem like the best option as it would largely dominate 
the area. It was decided that due to the relocation of the market 
opening up parking space in the city, the small carpark between 
the grass areas on site could be removed, allowing for the expan-
sion of the market structure, increasing its size from 4890m2 to 
8993m2. To explore this option the structure was repeated onto 
the new site space, however, due to the scale of the original mod-
el it no longer worked on the larger site.

< LEFT
Figure 5.56
Iteration Four - not to scale
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05. Design Process

Instead of repeating S.04.10 process of testing the abstract floor 
plan generated from the model on the site for the third time, with 
a risk of running into the same problems as mentioned previously. 
Moving forward meant testing whether the design could propor-
tionally and functionally fill the site, while still portraying unique 
design qualities. Instead of using the abstract floor plan generated 
from site model three, the new approach involved using the orig-
inal model showcasing Rutherford Park, layering it onto the site 
and applying architectural qualities to the abstract forms. Still a 
form of abstract exploration, but accepting that the use of abstract 
plans was restricting the designs potential.

< LEFT
Figure 5.57
Original model layered onto floor 
plan to explore further design 
opportunities.
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05. Design Process

Iteration five: The new testing approach allowed more creative 
freedom, with results revealing a much more user friendly space. 
The new site and structural boundaries allowed a large opening 
into Rutherford Park, an initial design intention. The abstract forms 
gained from the model, provided a solid base for architectural 
systems, with many opportunities for built market stands. The new 
form also inspired how abstract shapes could be interpreted into 
a roof covering that guided people through the space and into the 
park. However, what appeared to be lacking were the solid outer 
walls that had been successful in previously tested iterations. 
Although initially seeming like a successful iteration, a number of 
questions regarding the qualities of the space were raised;

Is allocating forms throughout the model to be built market stands 
restricting the design potential of the space?

What is the space useful for when not in use by the market, is the 
structure mixed use?

How is the design incorporating urban elements in a creative 
way?

< LEFT
Figure 5.58
Iteration Five - not to scale
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05. Design Process

Iteration Six: With the previous iteration raising questions, regard-
ing the spatial layout and use, the design was reviewed and it 
was decided that trying to incorporate built stands was not only re-
stricting design opportunities, but also proving an issue in catering 
for market sellers requirements, in terms of display space, table 
size and shared space. Resolving this issue, the design explored 
how permanent shelving could be used to create a pathway 
through the structure. The shelving units comprised custom steel 
and wooden shelving, providing a more user friendly space. In 
terms of resolving the questions regarding the mixed use of the 
space and the incorporation of urban elements in a creative way, 
another question was raised regarding the Maitai River and its 
lack of acknowledgement in the design planning. 

Leading into the exploration involving a large water wall, replac-
ing the solid Eastern wall, acting as a ‘museum for the river’, due 
to the cross section view. It would be achieved by placing large 
underground pipes at each end of the wall allowing for the river to 
flow naturally through the space. The incorporation of this urban 
aspect resolved how the space would be treated when not in use 
by a market, with the water wall providing a unique feature for 
people to experience day or night. 

With these drastic changes appearing to have abandoned the pro-
cess of abstract planning, the roof of the structure would become 
a feature, informed by the shapes found in the original model. 
However, the roof would combine glass and solid fill to allow nat-
ural light into the structure as well as acknowledging the starting 
point of exploration, vellum modelling. 

< LEFT
Figure 5.59
Iteration Six with roof plan - not to 
scale
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S.04.12: Design reflection 02

This section reflects upon the proposed design, questioning its 
success. Work by Carlo Scarpa is analysed, offering inspiration 
for multi-use space.
 

05. Design Process

< LEFT
Figure 5.60
Greenery
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It appeared as though the design was finalised as all raised ques-
tions had been mostly resolved. However, further reflection into 
the proposed design revealed the potential for a more refined de-
sign which enhanced both the immediate and greater site, it was 
inevitable that infinite refined iterations could be explored due to 
the nature of the abstract process. The first plans generated from 
the site specific models were very restrictive in terms of design 
boundaries so in order to move forward with the design, success-
ful elements explored in the previous iterations were combined 
with standard architectural design techniques to further explore 
the final market structures design.  

Visual research into work by Carlo Scarpa re-introduced the idea 
of framing space, initially explored in the very early stages of the 
design process. Scarpa uses solid materials combined with urban 
elements to define space, creating a seamless connection be-
tween urban and interior spaces, in particular, the garden of the 
Fondazione Querini Stampalia in Venice, Italy . Scarpa’s archi-
tecture guides people through space while also allowing them to 
create their own paths along the way. The use of solid materials is 
softened by strategically placed ‘cut outs’ as well as urban ele-
ments such as water. 

This visual study informed how elements taken from the site 
model could be combined with architectural techniques to further 
explore how a more sculptural design could provide a multi-pur-
pose space in Rutherford Park.

< LEFT
Figure 5.62
The garden of the Fondazione 
Querini Stampalia in Venice, Italy

^ ABOVE
Figure 5.61
Images from the garden of the 
Fondazione Querini Stampalia in 
Venice, Italy
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S.04.13: Refined design approach

This section explores further design opportunities, applying 
lessons learned throughout the research, reaching a final design 
proposal.
 

05. Design Process

< LEFT
Figure 5.63
Top end of Tragalgar Street, Nelson
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05. Design Process

“The most successful public spaces are “multi-use destinations” 
with many attractions and activities, where citizens can find com-
mon ground and where ethnicity and economic tensions can go 
unnoticed” (Porada, 2013).

Iteration Seven: Taking inspiration from Scarpa’s design tech-
niques led into a focus on creating a space that is more of an 
attraction rather than a stand-alone market space. In order to 
achieve this the previous constraints were abandoned and a new 
perspective applied to the physical model. The water feature 
explored in Iteration Six was a success but the reflection revealed 
the need for its refinement. To better incorporate the water feature 
into the space, the tanks were separated and placed along the 
footpath line of the model, both referring to the flow of people 
through space. Glass casing on the floor allowed the water to 
travel between the tanks, creating an interactive feature. In all 
iterations the use of permanent stands restricted the design po-
tential, so it was decided they would be removed, allowing market 
vendors to set up their own tables and inhabit the space in a way 
that works best for them. In terms of framing space, partition walls 
were introduced, acting as a feature, while also allowing an in-
teractive experience for children, enabling them to climb through, 
and create their own path, with the space providing an almost 
indoor park experience. In order not to lose all obvious elements 
derived from the abstract model, the unique forms at the Northern 
end of the model provided a seating area.

^ ABOVE
Figure 5.64
Render showing how partition walls 
are being used to frame the space

< LEFT
Figure 5.65
Iteration Seven - not to scale
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05. Design Process

The previous iteration was a success, with the design answer-
ing all previously raised questions regarding the functionality of 
the space. Although the design could have infinite iterations, the 
current design proved to have the most potential, providing a solid 
base for a concept design proposal. The tanks circulating water 
through the space were initially going to take water from the river 
pump it through the space and return it to the river, however, 
although conceptual, the distance from the river made this sug-
gestion highly impractical. It was decided that water from the river 
would be used but would instead flow through an isolated cycle 
for practical reasons, (this feature has not been detailed fully 
due to the conceptual nature of the research). To create a design 
for the conceptual proposal, materials were assigned, although 
research into potential materials had been previously undertaken 
in section S.04.9, it was decided that it would be best to keep the 
materials simple and allow for the water to act as the feature of 
the space. Boardwalk flooring was added to tie in with the recent 
park development, it covered over the connection between the 
tanks, allowing for better piping system potential. The structures 
external concrete walls provided a solid base for the feature roof 
which combines greenery and glass. 

< LEFT
Figure 5.66
Final floor plan
Final roof plan - not to scale
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06. DESIGN     
PROPOSAL
This chapter proposes how a perma-
nent structure in Rutherford Park will 
act as a multi-use community space, 
attracting people back into the city 
centre.

< LEFT
Figure 6.01
Delaware Bay Beach, Nelson
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^ ABOVE
Figure 6.02
Proposed structure in Rutherford 
Park, occupied by the Saturday 
Market

elizabethfryer
Rectangle
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To answer the question raised at the beginning of the research, 
regarding the issue of Nelson’s dying city centre, an architectural 
intervention in Rutherford Park that combines elements of both ur-
ban and interior strategies, hopes to act as a destination for both 
locals and tourists, encouraging people back into the city, bridging 
the gap between the river and the city as well as providing a new 
location for the Nelson Saturday Market.

< LEFT TOP
Figure 6.03
Current wasted space in Rutherford 
Park
< LEFT BOTTOM
Figure 6.04
Proposed multi-use community 
space

elizabethfryer
Rectangle
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The design has followed a unique and unconventional process, 
focussing on placemaking through abstract modelling combined 
with architectural strategies. The structures design provides a 
covered area for the greater site, acting as indoor park, with inter-
active features. Allowing visitors to experience the Maitai River in 
cross section view, as well as allowing children to climb and play 
on the partition walls throughout the space. The structure provides 
no stands for the Saturday Market, allowing users to utilise the 
space in a way that works best for them. The location of the struc-
ture creates a connection between the Nelson City and the Maitiai 
River, while also putting the Refinery Art Gallery on the map, 
allowing both locals and tourists to appreciate the artistic talent 
Nelson has to offer. The location of the structure offers a central 
point for pedestrian focussed design, looking at the greater site as 
a pedestrian hub, in order to create a more user friendly space, 
where people will want to be.

< LEFT
Figure 6.05
Floor plan of proposed structure
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^ ABOVE
Figure 6.06
Site section, showing structures 
relation to Maitai River
note: not to scale
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As the focus of the research was on the unique and abstract de-
sign process, the final design has not been structurally detailed for 
build. However, the water system will include circular underground 
piping that allows the water to flow throughout the space, and 
openings on the roof allowing for the tanks to be cleaned when 
needed. 
The gaps in the exterior walls allow for a seamless connection be-
tween urban and interior space, offering an opportunity for natural 
plant growth within the space, an important aspect of the design 
process. 

06. Design Proposal

< LEFT TOP
Figure 6.07
Current empty space behind Refin-
ery Art Gallery

< LEFT BOTTOM
Figure 6.08
Proposed structure bringing life to 
the site

elizabethfryer
Rectangle
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Although conceptual, the structure provides an example for the 
potential Nelson has for a multi-use community space, acting as a 
starting point for the future of Nelson. Turning architectural focus 
to the people and how a space will be inhabited provides solid 
ground for future design, ensuring city centres will not continue 
to fall victim to factors such as online shopping and sprawl. As 
Architect Jan Gehl states “Nothing in this world is more simple 
and more cheap than making cities that provide better for people” 
(Ferraro, 2013).

06. Design Proposal

< LEFT
Figure 6.09
Images of the empty structure, 
showcasing its unique qualities
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07.CONCLUSIONS
This chapter reflects upon the success of the research, 
indicating what could have been done differently and 
making recommendations for further research using the 
explored process.

< LEFT
Figure 7.01
Maitai River
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Although the final design was considered a success, the abstract 
method that was followed proved much more difficult than initially 
expected. The design process did not follow a linear path, and 
was one that could not have been planned from the beginning of 
the research. The research relied heavily on trusting the process 
to reach a final outcome rather than deciding on a final outcome 
and working backwards, which is more commonly practiced. Due 
to the strong emphasis on creative exploration through abstract 
modelling and drawing the process allowed for a lot of design flex-
ibility in terms of form and function, the models informed spaces 
that might not have been explored if following standard design 
techniques. The process also allowed for a more visual approach 
in terms of research, with images informing design decisions 
rather than following tested theories already explored by other 
designers. Due to the unique nature of the research, if it were to 
be replicated or followed there would be different outcomes, as 
the abstract models would inform different spatial layouts, with 
the author interpreting the models qualities in a different way. The 
method would ensure there was no chance of identical design 
within projects, as its style of placemaking is specific to the direct 
site and designer.

Although the process allowed for creative exploration, it also 
proved challenging in terms of creative restrictions. The models 
set up boundaries regarding the spatial qualities and although the 
allocation of architectural elements was up to the designer, certain 
aspects, in this case the market stands were extremely problem-
atic. Due to these constraints, the process guidelines need to be 
forgiving and easily adaptable in terms of understanding what to 
push forward and what to abandon. This style of design explo-
ration would be recommended to designers who have time to 
explore all potential design options. However, the process would 
benefit from strict guidelines implemented at the beginning to 
eliminate repetitive iterations and potential wasted time.

SUMMARY

< LEFT
Figure 7.02
Proposed structures urban interior
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CRITICAL REFLECTION

The exploration and main purpose of this thesis is to contribute to 
the ongoing discussion regarding where interior space ends and 
urban begins. This thesis investigates further through exploration 
involving abstract design methods informing how interior architec-
ture techniques can be applied to urban spaces to create suc-
cessful community spaces, focussing specifically on Nelson. 

The study focuses on the current issues Nelson is facing regard-
ing multiple shop closures within the CBD, and the dispute over 
the current location of the Saturday Market. In the last 10 years, 
issues such as increasing technology and sprawl have had a 
huge impact on the city, affecting the way in which people interact 
with the CBD as well as each other. By understanding the chang-
es cities are facing, architectural methods regarding the inhabi-
tation of space have the potential to merge, redefining how the 
connection between urban and interior spaces occur. 

The design led research evolves through a series of experimental 
iterations to develop a unique structure combining both the inter-
nal and urban environment in the heart of Nelson City. The three 
chapters, involving site analysis, design context, and design pro-
cess, explore a creative process specific to Nelson City, exploring 
the importance of placemaking in cities, in an unconventional way. 

Through abstract exploration and method testing, this thesis 
develops a conceptual design solution to the issue regarding the 
location of the Nelson Market.

Due to the scope of this thesis, the final design has remained 
conceptual and has not been detailed to a full extent, as the main 
focus was on the testing of the creative process. If this research 
were to advance, consultation with Nelson locals, Nelson City 
Council, and specific community groups would enhance the be-
ginning stages of research, creating a solid foundation for place-
making exploration. 

In conclusion, this thesis explored and tested an alternative de-
sign approach to revitalise Nelson’s vacant city centre. The use of 
abstract design methods in spatial planning transforms traditional 
thinking, allowing for creative possibilities that might have pre-
viously been overlooked. Interior Architecture strategies bring a 
sense of human scale into the urban environment, and therefore 
have the potential to enhance the spatial qualities of future urban 
developments.  

< LEFT
Figure 7.03
Proposed structures urban interior

07. Conclusions
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^ ABOVE
Figure 7.04
Seating on Maitai River edge
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