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However, in drawing, designers take part in a multi-modal 
dialogue played out on a surface with visible tracings. Viewing 
and responding to their own drawn lines, even as they trace 
them down, a compelling reflexivity emerges, born out of the 
relation occurring between the designers and their drawings. 
Their thoughts engage a separate temporality from the flow of the 
cosmos by which effects occur indiscernibly before or after their 
causes. 

Frascari (4) 
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The Preliminary Design chapter summarised 
and critically explored the concepts and 
theories presented in the Literature and Project 
Review stages by engaging analogue design 
methods alongside methods of curating in order 
to interrogate the active allegory within the 
experiential artefact. The craft-based analogue 
design processes enabled an interrogation of the 
handcrafted allegorical artefact to explore the 
narrative capabilities of curation in relation to 
the Research Objectives.

The initial experiments have generated a 
sequential investigation into the narrative 
capacity of the uniquely designed architectural 
artefact, laying a provocative groundwork 
upon which this developed design stage can be 
formed. 

Chapter Five, the Developed Design chapter, 
builds upon the issues raised and the 
opportunities provoked within the Preliminary 
chapter. It continues to engage analogue 
design processes as the primary method of 
sequential discovery, advancing the skills and 
competencies of drawing and craft established 
in the initial experiments to further explore 
craft-based practice as a method of provocative 

critical inquiry into narrative design of the 
allegorical artefact. 

Considering preliminary design issues raised 
around the ineffectuality of the static nature of 
the allegorical artefact, this series of developed 
design experiments seeks to interrogate the 
artefact as an architectural fixture or fitting. 
Employing the identity of the unique fixture 
and fitting enables the following experiments 
to explore the Research Aim and Objectives 
through increasingly purposeful and determined 
design outcomes, while simultaneously 
manifesting the unique curious nature of the 
allegorical provocateur. 

Walter Pichler’s work provides key examples 
that strengthen the argument for the 
architectural fixture or fitting, in replacement of 
the artefact. Pichler engages abstract allegory 
in conjunction with rigorous analogue drawing 
processes to provoke the narrative potential of 
the everyday crafted object, and in doing so 
blurs the line between architecture, sculpture 
and fine art. His project, Watchwoman on the 
Table Saw (Fig 3.4), is a key example of his 
design process through the evocative stages of 
design conceptualisation, and its transformation 

Introduct ion
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If we have to understand architecture—
to think within architecture rather than 
about architecture—then we have to 
understand something of the mechanism 
which drives representational thoughts, 
otherwise we are condemned to watch 
in despair as the architectural worlds 
created in the past continue to slip further 
and further away from our awareness 
and beyond our intellectual capacities. 

(Frascari et al. 7)

into the crafted artefact. The object plays a 
key role in the space it inhabits. As guardian 
of the saw blade, it provides a critical example 
of an abstract artefact bridging the void of 
ineffectiveness to become an allegorical 
architectural fixture or fitting. This case study 
presents crucial evidence of Pichler’s working 
within an allegorical design process for the 
conceptualisation of the architectural fixture, 
strengthening the experimental opportunities 
of this design phase while being generative 
of increasingly ‘architectural’ experiments. 
(Pichler 145)

Interrogation of case studies and theory within 
the Developed Design chapter will therefore 
further enable the design experiments to 
address the Research Aim of this investigation 
which is: to explore the capacity of uniquely 
designed architectural fixtures and fittings to 
actively contribute to an evolving, enriching 
architectural experience. It seeks to achieve 
this by interrogating the conceptualisation, 
development, and hand crafting of five diverse 
yet interrelated architectural fixtures and fittings 
as unique vehicles for design experimentation 
and vessels of the memory of “The Graveyard 
of Unwritten Books”. 
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5.1. Allegorical Text Analysis. Author’s own. (2019)
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5.2. The Well of Locks Speculative Sketch. Pen on Drawing Parchment. Author’s own. (2019)
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5.1

The Drinking Fountain
͠

The second experiment in this series explores 
the provocative potential of the everyday object 
as a vehicle for the narrative interpretation 
of the allegory. The Drinking Fountain, a 
normative essential used for the ritual of 
sustenance, provides opportunity to reimagine 
an object perceived in the everyday and assign 
new meaning to it through the iterative analogue 
design processes engaged in this investigation. 
Henry Petroski, in his book “The Book on the 
Bookshelf” writes: 

Looking afresh and thinking anew 
about the bookshelf, like looking or 
thinking from scratch about anything 
found or made, brings its own rewards, 
not the least of which are fresh ways 
of encountering and experiencing the 
world. (13)

Petroski argues for the perceptive reward 
that comes from engaging imagination 
when viewing objects normally seen to be 

everyday or mundane. Petroski presents this 
experiment with an opportunity to enhance 
the interpretational attributes of the mundane 
fixture while this experimentation seeks to use 
the allegorical design process as a means to 
arrive at unique, unconventional outcomes—
even when speculating something as simple 
as a drinking fountain. This experiment asks 
questions about the formal arrangement of 
volumes and joints, and considers the essence 
and use of the drinking fountain in relation to the 
book and the bookshelf. This experiment builds 
on the previous experiment by testing a parallel 
method of allegorical interpretation through the 
speculation of The Drinking Fountain. 
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5.3. The Drinking Fountain. Sketch Speculations. Pen on Drawing Parchment. Author’s own. (2019)
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5.4. The Drinking Fountain. Watercolour Inquiry.  Author’s own. (2019)
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5.5. The Drinking Fountain. Schematic Speculations. Mixed Media. Author’s own. (2019)
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5.6. The Drinking Fountain. Schematic Speculations. Orthographic Projections. Mixed Media. 
Author’s own. (2019)
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5.7. The Drinking Fountain. Analysis of Parts. Isometric Projections. Digital Media. Author’s own. 
(2019)



12

5.8. The Drinking Fountain Spout, Side View. Graphite on Drawing Parchment. Author’s own. (2019)
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5.9. The Drinking Fountain, Orthographic Projections. Large Format Graphite and Charcoal on 
Drawing Parchment. Author’s own. (2019)
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5.10. The Drinking Fountain. Schematic Speculations. Pen on Drawing Parchment. Author’s own. 
(2019)
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5.11. The Drinking Fountain. Casting Formwork. Digital Photograph. Author’s own. (2019)
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5.12. The Drinking Fountain. In-situ Double Drain Outlet. Digital Photograph. Author’s own. (2019)
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5.13. The Drinking Fountain. In-situ Double Drain Intake. Digital Photograph. Author’s own. (2019)
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5.14. The Drinking Fountain Concrete and Steel Relationship. Digital Photograph. Author’s own. 
(2019)



19

5.15. The Drinking Fountain Concrete and Steel Junctions. Digital Photograph. Author’s own. (2019)
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5.16. The Drinking Fountain, Front View. Digital Photograph. Author’s own. (2019)
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5.17. The Drinking Fountain. Digital Photograph. Author’s own. (2019)



22

Design Outcome and Cri t ical 
Ref lect ions

Design Outcome

This initial design outcome seeks to reimagine 
the everyday mundane object of the drinking 
fountain through the allegorical design process, 
delivering an object of utility with an enhanced 
level of meaning and narrative breadth. This 
investigation uses drawing as the primary mode 
of discovery. Expressive drawing techniques, 
used throughout the experimental design 
process, permit the determination of unique 
design outcomes and eccentric interpretations 
of the fountain. These experimental drawings 
are interrogated in conjunction with more 
detailed and technical drawing explorations, 
providing a depth of design understanding 
within the immersive design process. Figure 5.9 
presents a critical inquiry into the conjunction 
of both expressive and technical drawing 
techniques, highlighting the generative nature 
of the expressive drawing and the determining 
necessity of a more technical approach—
combined and interrogated within a single 
drawing. Drawing 5.8 presented relationally on 
the opposite page depicts an ordered elevation 

of the basin and waterspout detail of the 
fountain. These two drawings, like many others 
in this experiment are curated adjacent to one 
another in order to offer provoking insights into 
the immersive analogue processes of this design  
investigation. 

Critical Reflections

This experimentation engages a non-linear 
approach to the analogue design process, 
interrogating the relationship between 
expressive technical drawing to draw insights 
from the design process itself. At the time of 
execution, these drawing are immersive and 
experimental, however when curated upon the 
page adjacent to other provocative drawings, 
they are enabled to offer further insights 
for the analogue drawing process in future 
experiments. Drawing 5.9 is an exploration of 
curating diverse drawing techniques together on 
a single parchment and within a single drawing, 
permitting a more immersive observation of the 
drawing as a method of critical inquiry. 
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This experiment focused primarily on the 
drawing as tool for experimentation, and in the 
process somewhat discarded the opportunity for 
craft to be an increasingly definitive exploration 
of form and material. The resulting model takes 
on a similar technical quality to the artefacts made 
in Preliminary Design, struggling to advance on 
their scarcity of investigative material dialogues 
and crafted proportions. Although this model 
engages more complex in-situ details with the 
integration of a working drain for the fountain 
(Fig 5.12, 5.13) the resulting form remained 
simple and lacks an evocative quality that was 
even found in some aspects of the preliminary 
artefact studies. This identification leads to the 
demand for an increase in craft complexity. 
The critical interrogation of The Drinking 
Fountain as an inquiry into making provides a 
criterion for the following three-dimensional 
experiments to increase in craft complexity to 
enhance their allegorical potential as vehicles of 
narrative expression. ¬
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As soon as my eyes grew accustomed to the spotlights, I saw 
a pile of books in the middle of the room. The attendants 
were picking them up by the armful and placing them on 
metallic shelves that towered all the way up to the ceiling; 
once the shelves were full, they prevented access to the 
books by securing them with chains. “We are now in the 
Well of Locks”, said the Librarian. 

(Gürsel 131)

5.2

The Door to  The 
Storeroom

͠
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5.18. Door to the Storeroom. Drawing Speculations. Graphite on Drawing Parchment. 
Author’s own. (2019)
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Nedim Gürsel’s short story speaks of gloomy 
galleries with rooms off to the side where 
attendants can be found stacking volumes on 
shelves and then locking them with chains for 
safe keeping. Nuanced detail within the text 
implies a fervent desperation to get the endless 
multitude of volumes safely under lock and key. 
The room possesses a dynamic atmosphere that 
enables this experiment to take on a dynamic 
approach re-imagining a door for the threshold 
between storeroom and the gallery space. 
The first experiment in the Developed Design 
chapter, The Door to the Storeroom, explores the 
notion of threshold. The Door to the Storeroom 
is derived from the imagined atmosphere of 
the storeroom deep within The Graveyard of 
Unwritten Books. 

This second Developed Design experiment aims 
to explore and re-imagine the notion of the door as 
an evocative threshold between dynamic spaces. 
It veers away from the traditional understanding 
of door and allows the agency of the allegory 
and the analogue design processes to carry the 
investigation to unique and unconventional 
outcomes. The Door to the Storeroom seeks to 
address all three Research Objectives, but draws 
in on the narrative qualities presented within 
analogue design discovery. As this is the first 

experiment of the Developed Design stage, the 
investigation extensively explores ideas through 
swift sketches as a mode of iterative disclosure. 
Eventually, the drawings are presented through 
orthographic projections and then transition 
back into sketches in order to maintain a 
rigorous and immersive analogue design 
process. In addition to the careful articulation 
of orthographic projections, this experiment 
includes several digitally rendered collages 
that advance the explorations of proportion and 
details in this investigation. Sketch models are 
also engaged as a means to explore form and 
spatial volumes in relation to adjacent imagined 
boundaries or architectural constructs. 

As a final interrogation of the form, proportion 
and materiality, The Door to the Storeroom will 
engage refined analogue craft in the making of 
a scaled representational architectural fixture. 
Through this fixture, Research Objective 
three which regards curation in the process 
of generating meaning, will be engaged. The 
physical exploration of dimensions textures 
and narrative enables a perceptive participation 
in the physical presence of the ‘model’, and 
advances the investigation, offering insights and 
learning that can be carried into the following 
experiments. 
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5.19. Door Handle. Drawing Speculations. Graphite on Drawing Parchment. Author’s own. 
(2019)
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5.20. Door Handle, Side View. Drawing Speculations. Graphite on Drawing Parchment. 
Author’s own. (2019)
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5.21. Door Handle, Plan View. Drawing Speculations. Graphite on Drawing Parchment. 
Author’s own. (2019)
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5.22. Door Handle, Plan and Side Views. Dimensioned Test. Digital Drawing. Author’s own. 
(2019)
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5.23. Door Handle, Isometric View. Dimensioned Test. Digital Drawing. Author’s own. (2019)
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5.24. Door to the Storeroom, Front View. Drawing Speculations.  Graphite on Drawing 
Parchment. Author’s own. (2019)
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5.25. Door to the Storeroom, Isometric Detail View. Drawing Speculations. Graphite on 
Drawing Parchment. Author’s own. (2019)
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5.26. Track and Rollers for The Door to the Storeroom, Section View. Drawing Speculations. 
Graphite on Drawing Parchment. Author’s own. (2019)
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5.27. Track for The Door to the Storeroom. Isometric Drawing Speculations. Graphite on 
Drawing Parchment. Author’s own. (2019)



36

These experiments employ the digitised process 
of 3D printing in order to produce small-scale 
detail and form studies. These studies are used to 
interrogate the scaled proportions of the door and its 
formal interpretations.

The Small Door is then curated within a small-
scale context, next to a door frame, and on a plinth 
in order to further investigate its formal attributes 
and relationship with potential adjacent objects and 
architectural constructs. 
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5.28. Track and Rollers for The Door to the Storeroom. Working Model Test. 3D Print, Cedar, 
Raw hewn Oamaru Stone. Digital Photograph. Author’s own. (2019)
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5.29. Track and Rollers for The Door to the Storeroom, Front View. Working Model Test. 3D 
Print, Cedar, Raw hewn Oamaru Stone. Digital Photograph. Author’s own. (2019)
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5.30. Track and Rollers for The Door to the Storeroom, Side View. Working Model Test. 3D 
Print, Cedar, Raw hewn Oamaru Stone. Digital Photograph. Author’s own. (2019)
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5.31. Door to the Storeroom, Small Model. Top View. Form and Proportion Test. 3D Print, in 
progress. Digital Photograph. Author’s own. (2019)
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5.32, 5.33. Door to the Storeroom, Small Model. Form and Proportion Test. 3D Print. Digital 
Photograph. Author’s own. (2019)
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5.34. Door to the Storeroom, Small Model, Front View. Form and Proportion Test with 
frame. 3D Print, Cedar, Raw hewn Oamaru Stone. Digital Photograph. Author’s own. (2019)
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5.35. Door to the Storeroom, Small Model, Side View. Form and Proportion Test with frame. 
3D Print, Cedar, Raw hewn Oamaru Stone. Digital Photograph. Author’s own. (2019)
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5.36. The Door to the Storeroom, Side View. Speculative Drawing Inquiry. Graphite on 
Drawing Parchment. Author’s own. (2019)
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5.37. The Door to the Storeroom. Schematic Drawing Inquiry. Mixed Media Collage. 
Author’s own. (2019)
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5.38 (previous). The Door to the Storeroom. Physical Model . American Oak, Steel, Concrete, 3d 
Print. Digital Photograph. Author’s own. (2019)

5.39 (above). The Door to the Storeroom. Physical Model . American Oak, Steel, Concrete, 3d Print. 
Digital Photograph. Author’s own. (2019)
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5.40. The Door to the Storeroom. Physical Model . American Oak, Steel, Concrete, 3d Print. Digital 
Photograph. Author’s own. (2019)
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5.41. (opposite). The Door to the Storeroom. Physical Model . American Oak, Steel, Concrete, 3d 
Print. Digital Photograph. Author’s own. (2019)

5.42. (above). The Door to the Storeroom. Physical Model, Side View. American Oak, Steel, 
Concrete, 3d Print. Digital Photograph. Author’s own. (2019)



52

Design Outcome and Cri t ical 
Ref lect ions

Design Outcome

The design outcome of this experiment consists 
of the Door to the Storeroom, revealed in its 
essential form and sited within an imagined and 
partial contextual inference. From the ground 
up, the structure is elevated on a foundation 
system constructed of alternating beams in 
American Oak, differing in ratio and depth, and 
establishing a substantial sense of permanence. 
The column structure is embedded within 
the bottom most members with a housing 
joint, fixating the column directly within the 
horizontal structure. Brushed steel rods rise up 
from outstretched foundation members, acting 
as buttresses as they bend over and lean against 
the column. At this point, the column changes 
from American Oak to a steel cross section, 
again embedded within the timber, this time by 
way of a two-way notch. The steel enables the 
Oak to be connected to the upper foundation, 
the concrete floor. 

The concrete floor floats above the primary 
foundation system and is a dynamic duality 
by nature due to its upper surface displaying 
a sleek finish, while the underside is irregular 
and unpolished. This depiction metaphorically 
illustrates the duality between the public library 
above, and the subterranean other world of The 

Graveyard of Unwritten Books. The structure 
beneath plays on a similar metaphorical notion, 
with the two columns being reminiscent of 
a dream of the gloomy gallery, off which The 
Storeroom stems. 

The Door to the Storeroom itself is curated 
on the sleek topmost surface of the assembly. 
Its white material plays on the notion of the 
censored volumes which are displayed in the 
public library. The most complex duality exists 
here, however, Although The Door’s origin is 
from deep within The Graveyard, it resides on 
the sleek upper surfaces of the outside world. 
Metaphorically, it speaks of complex a history, 
in which it was found worthy of exposure and 
purpose. The form of The Door itself consists of a 
slender form, similarly curvaceous when viewed 
from its front or side, yet differing immensely in 
volume and perceptive interpretation. Viewed 
front on, the door holds within its spine, the 
remnants of a series of shelves, now too narrow 
to be used for the safe storing of volumes, but 
gesturing to the shelves of The Storeroom, and 
evocative of the complex history of The Door to 
the Storeroom. The Door slides elegantly upon 
two sets of dual wheels that slot neatly into a 
track embedded within the sleek floor surface. 
Two smaller peripheral wheels are used to 
balance the door as it is drawn from the wall 
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within which it sleeps. These wheels have no 
track, but instead are allowed to roll along the 
floor surface, over time leaving the marks of use 
and memories of purpose inscribed upon the 
architecture. 

The design interpretations articulated above 
operate as metaphorical interpretations of the 
provocative allegory and play a crucial role in 
the generation of unconventional outcomes. 

Critical Reflections

This experiment provided an examination 
into the capacity of the architectural fixture 
to generate experiential meaning from its 
interrogation of the dynamic threshold condition 
through allegorical imagination. It provided 
insight into the immersive analogue processes 
of drawing and craft, specifically advancing the 
making process considerably from the previous 
experiments of the Preliminary Design chapter. 
Experimental drawings, both swift and precise 
were key in the iterative outcome of this design 
experiment. Additionally, refined methods of 
making, such as complex timber detailing and 
multi-material junctions were explored which 
aren’t previously engaged in this investigation. 
Zumthor states, “To a large degree, the quality 

of the finished object is determined by the 
quality of the joins” (13). In response, much of 
the crafted significance of this experiment lies 
within the complexity and balanced articulation 
of the foundation system, where clarity and 
differentiation of proportions plays a key role 
in the readability and interpretation of narrative.

Although being a tactile fixture with the 
integration of the working roller mechanism, 
the imagined scale of this experiment limited 
the experiential qualities of this experiment. In 
future experiments, it will prove increasingly 
essential to explore the narrative potential 
of the allegorical fixture through a more 
relational scale. This could imply building at 
different scales or experimenting through more 
relationally scaled allegorical identities in order 
to gain further insights from the physicality of 
the three-dimensional crafted object. 
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5.3

The Balustrade of  the Codex
͠

The third Developed Design experiment explores 
the identity of the ‘book maker’ as provocateur 
for unconventional design inquiry into the 
allegorical nature of the architectural fixture ad 
fitting. Bachelard writes on the complexity of 
the book maker’s tasks, speculating that, “He 
has to cut and sew up in order to make ideas 
follow logically” (24). This investigation stems 
from the previous experiments by maintaining 
an interpretation of the fictional allegory, and 
additionally incorporates Bachelard’s thoughts 
on the book maker in order to build on the 
narrative of “The Graveyard of Unwritten 
Books” and enable further interpretation to take 
place. Bachelard’s inference is relevant to this 
investigation and adds to the existing allegory 
by speculating the endeavours of the ‘maker 
of books’, reinforcing the crucial potential for 
personal narrative as provocateur in this and 
future experiments. 

These evocative notions are implemented into 
the design process through the conceptualisation 
of The Balustrade of the Codex. This experiment 
interrogates imaginative experimentation 
techniques in order to question the narrative 
potential of the often mundane balustrade. 
Addressing this notion of the mundane object, 
this investigation seeks to build on the previous 
two experiments and further provoke abstract 
thinking and design processes around the 
allegorical architectural fixture. 

Building on the previous two experiments, 
in particular The Door to the Storeroom, this 
experiment is carried out through immersive 
analogue design inquiries into drawing and 
making. Dissimilar to the previous two however, 
this project advances the relationship between 
the explorative drawing and the model as a 
means of progressive design experimentation. 
Two models are interrogated: firstly an initial 
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model that integrates theoretical text while 
exploring proportions and the meaningful 
detail; and secondly, a finely detailed and highly 
crafted architectural fixture—a manifestation of 
the skills collated within the craft-based practice 
thus far. 

This experiment presents a rigorous process 
with experimentation methods drifting between 
the analogue drawing and the immersive 
experimentation of the crafted model in order 
to further interrogate the narrative capacity 
of craft-based practice and specifically, the 
uniquely designed architectural fixture and 
fitting. 
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How hard is the destiny of a maker of books! He has to cut and 
sew up in order to make ideas follow logically. But when one 
writes a book on reverie, has the time not come to let the pen 
run, to let reverie speak, and better yet to dream the reverie at 
the same time one believes he is transcribing it? 

- Gaston Bachelard (p24) 
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5.43. Balustrade 01, Side View. Expressive Drawing Inquiry. Charcoal on Drawing 
Parchment. Author’s own. (2019)
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5.44. Balustrade Test 01, Drawn Thoughts. Charcoal and Pen on the rear face of Repurposed Award Cards. Author’s own. (2019)

5.45. Balustrade Test 02, Drawn Thoughts. Charcoal and Pen on the rear face of Repurposed Award Cards. Author’s own. (2019)
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5.46. Balustrade Test 03, Drawn Thoughts. Charcoal and Pen on the rear face of Repurposed Award Cards. Author’s own. (2019)

5.47. Balustrade Test 04, Drawn Thoughts. Charcoal and Pen on the rear face of Repurposed Award Cards. Author’s own. (2019)
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5.48. Quote by Marco Frascari. Typewriter Print on Drawing Parchment. Author’s own. 
(2019)
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5.49. Text on Model Base. Lasercut Print on Cedar. Digital Photograph Author’s own. (2019)
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5.50, 5.51. (above). Balustrade Model 01, Process Documentation. Digital Photograph. Author’s own. 
(2019)
5.52. (opposite). Balustrade Model 01, Handle Bridge Detail. Digital Photograph. Author’s own. (2019)

5.53. (opposite). Balustrade Model 01, Text and Mortar Detail. Digital Photograph. Author’s own. (2019)

5.54. (opposite). Balustrade Model 01, Formed Mortar. Digital Photograph. Author’s own. (2019)
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5.55. Balustrade Model 01, Front View. Form and Material Inquiry. Cedar, Steel, Mortar. 
Author’s own. (2019)



65

5.56. Balustrade Model 01, Detail View of Text and Material Junctions. Cedar, Steel, Mortar. 
Author’s own. (2019)
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5.57. Balustrade of the Codex, Orthographic Projection. Expressive Drawing Inquiry. 
Graphite on Drawing Parchment. Author’s own. (2019)



67

5.58. Balustrade of the Codex, Plan and Elevation Projections. Expressive Drawing Inquiry. 
Charcoal on Drawing Parchment. Author’s own. (2019)
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5.59. Making Schematics for the Balustrade of the Codex. Pen on Drawing Parchment. 
Author’s own. (2019)
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5.60. Making Processes. Digital Photographs. Author’s own. (2019)
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5.61. Balustrade of the Codex, Detail View. Material and Detail Inquiry. American Oak, Steel, 
Raw hewn Oamaru Stone. Digital Photograph. Author’s own. (2019)
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5.62. Balustrade of the Codex, Detail Views. Material and Detail Documentation. American 
Oak, Steel, Raw hewn Oamaru Stone. Digital Photograph. Author’s own. (2019)
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5.63. Balustrade of the Codex, Tactile Junction View. Material and Detail Documentation. 
American Oak, Steel, Raw hewn Oamaru Stone. Digital Photograph. Author’s own. (2019)
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5.64. Balustrade of the Codex, Front View. Material and Detail Documentation. American 
Oak, Steel, Raw hewn Oamaru Stone. Digital Photograph. Author’s own. (2019)
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5.65. Balustrade of the Codex, Front View. Material and Detail Documentation. American 
Oak, Steel, Raw hewn Oamaru Stone. Digital Photograph. Author’s own. (2019)
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Design Outcome and Cri t ical 
Ref lect ions

Design Outcome 

The design outcome of this experiment consists 
of a series of evocative drawings presented 
alongside a finely crafted physical manifestation 
of allegorical inference. The Balustrade of 
the Codex employs the imagined identity 
and purpose of the ‘book maker’ in order to 
commission increasingly provoking encounters 
within the iterative design process. Initial 
explorations discover the upright formal nature 
of the final model, while moving from drawing 
to elementary model, and back again allows 
crucial discoveries to be made. The elementary 
model integrates text in its construction, 
combining the allegory often used in the 
construing, directly into its physical making. 
This becomes an intimate representation of 
the traditionally abstract relationship between 
narrative and making, provoking unfamiliar 
thinking and interrogating of theory directly 
through the crafted fixture. 

The investigation then returns to the swift 
experimental realm of the drawing in order 
to build upon and continue to explore the 
discoveries made through the elementary 

model. These drawings, although depictional 
of decisive forms and a certain level of detail, 
remain intentionally expressive and evocative 
through energetic mark making on large 
parchment surfaces. The nature and scale of 
the large format drawing process requests 
an immersive thinking within the drawing, 
enabling a further inference in the development 
of the project. 

The final model is a refinement of the 
aforementioned drawings, building from them 
and translating their essence into a materialised 
and dimensioned critical inquiry of the 
allegorical concepts of this design experiment. 
The Balustrade of the Codex gestures toward 
the book maker through both explicit and 
nuanced detailing. The tactile members of the 
balustrade, constructed of two partial forms 
shaped of American Oak and bound intimately 
side-by-side with delicate threads, reference the 
way in which the book maker ‘cuts and sews’, 
in order to construct a logical arrangement of 
ideas and meaning. These topmost members 
arrive at a junction that is bound to an upright 
structure. This structure extends down into a 
raw block of Oamaru Stone. The field where 
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clearly articulated structure and detail meets raw 
stone is drawn from the metaphors of reverie, 
surmised by Bachelard; “But when one writes 
a book on reverie, has the time not come to let 
the pen run, to let reverie speak, and better yet to 
dream the reverie at the same time one believes 
he is transcribing it?” (24). This section of the 
model is where the clearly articulated ‘reality’ 
of the tactile balustrade returns to a state of 
abstract reverie. 

Critical Reflections

Identity and meaning extracted from the 
allegory are represented through various details 
and signifiers in the relationship and making 
of iterative drawings and the experimental 
studies in refined craft. The iterative analogue 
design process employed in this investigation 
is generative of critical thought processes 
and arrives at moments of unique geometric 
inference. Initial explorations are generative 
of the formal qualities of the final model, 
while moving from drawing to elementary 
model, and back again allows discoveries to be 
made that would not be made through a linear 

design progression consisting of scrawl, to 
drawing, to model. This rigorous design process 
builds on the iterations presented in previous 
experiments, increasing the narrative qualities 
of the design outcome and forming an enhanced 
understanding of the analogue craft-based 
design practice. The progressive nature of the 
design research in this investigation strengthens 
the overall investigation by informing and 
extending the frameworks of the very process 
through which these experiments take place.
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Ref lect ions

Flash Exhibi t ion

͠

Mid-way through the year, there was an 
opportunity to hold a flash exhibition—a 
showcase of the current experiments at the time. 
Hosted at the First Light architecture studio, 
the flash exhibition lasted for 60 minutes, just 
long enough for an excellent turn out of friends, 
family, and passers-by to enter, observe, and 
interact with the artefacts on display—over a 
low-temperature beverage if they wished. 

This short period of publicity provoked 
thoughtful conversations between viewers and 
myself with questions being raised regarding 
methods of drawing and making in relation 
to the allegory. The opportunity to populate 
a space with drawings on vertical planes, and 
models resting on horizontal surfaces provoked 
relationships and interactions between two and 
three-dimensional experiments I hadn’t yet 
considered. At this point in the investigation, 
this opportunity raised awareness and curiosity 
about how the objects might further interact 
with one another in an evocative way. 
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5.66. Flash Exhibition Poster. Charcoal on Drawing Parchment. Author’s own. (2019)
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5.67. Exhibition Information. Typerwriter Print on Drawing Parchment. Author’s own. (2019)
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5.68. Exhibition Experiences. Digital Photographs. Author’s own. (2019)
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5.4

The Wall  to  the 
Inner Court

͠

Traditionally in architectural constructs, the 
wall is considered to be a mundane façade, solid 
in nature and dividing two or more spaces—
were it not for apertures, there would be no 
interaction from one side to the other. This 
developed design experiment, The Wall to the 
Inner Court, explores the notion of the wall as 
an architectural fixture or fitting inducive of 
threshold conditions offering unique spatial 
experiences. Dissimilar to previous experiments 
which took an interpretational approach to the 
allegorical narrative, this experiment considers 
the wall in contrary to what is implied in 
“The Graveyard of Unwritten Books. ¬Nedim 
Gürsel’s fictional allegory places the wall in a 
negative light, depicting it as a false façade and 
concealing the political reality of censorship 
within the library system at the time of writing. 

This experiment seeks firstly to reimagine the 
wall as an assembly of architectural objects, 
defining space, yet allowing spatial experience 
to happen within. The assembly integrates 
The Balustrade of the Codex and The Door to 
the Storeroom as experiential fixtures, testing 
the evocative qualities of their placement 

in relation to one another. This experiment 
builds upon the curious conversations and 
experiences of the Flash Exhibition and seeks 
to explore through the system of the wall, the 
notion of object relationships and geometric 
inference. Although the initial studies in this 
series of experiments are brief, they provide a 
re-imagined understanding of the notion of wall 
while interrogating the relationships between 
objects and their adjacencies. 

Due to the scale of the wall, this experiment 
begins with explorations of digital drawing in 
conjunction with model studies in order to make 
inferences regarding materiality and three-
dimensional form. Digital drawing in these 
studies offer an opportunity to render material 
and imagine a more refined architectural 
experience. 
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5.69. Collection of Artefacts, Curation Inquiry. 35mm B/W Film Photograph. Author’s own. (2019)
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5.70. Tapered Stair, Curation Inquiry. 3D Print formed Mortar. Digital Photograph. Author’s own. (2019)

5.71. Curved Wall, Curation Inquiry. 3D Print formed Mortar. Digital Photograph. Author’s own. (2019)
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5.72. Assembly of Narrative Objects, Elevation. Digital Drawing. Author’s own. (2019)
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5.73. Assembly of Narrative Objects, Perspective View. Digital Drawing. Author’s own. (2019)
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Design Outcome and Cri t ical 
Ref lect ions

These peripheral studies explore the wall as 
an experiential assembly, interrogating the 
narrative potential of objects in relation to 
one another, seeking to build further meaning 
through synecdoche, yet at a larger scale than 
previous experiments have achieved. The design 
outcome of this experiment consists of The 
Balustrade of the Codex and The Door to the 
Storeroom, situated on an elongated pathway. 
The pathway is a spatial contradiction of 
traditional foundations for walls, so beginning 
a curious interrogation of the capacity of the re-
imagined wall to withhold greater experiential 
value. The Wall itself is situated in the middle 
of the imagined site and consists of two semi-
circular brick walls located on either side of a 
curving tapered stair. The tapered stair draws 
almost to a point, with the proportions of the 
stair treads themselves becoming exponentially 
smaller; a metaphor for the endlessness and 
diversity of spatial experiences encountered by 
individual viewers. Three slender columns are 
perceived from one elevation to be supporting 
the stair, but in the other, they are clearly 
distinguishable, reinforcing the idea of differing 
individual experiences.  

This experiment questions the capacity of 
the wall to be a fixture or fitting. However it 
explores this notion through the placement of 
individual objects in imagined space, enabling a 
threshold condition to occur, yet not effectively 
translating the wall as boundary. The experiment 
employed digital modelling and drawing in 
order to attempt to understand the scale of the 
wall, however, this distanced the designer from 
the process, limiting any potential to think 
within the architecture. This peripheral inquiry 
offers insights into the deconstructive nature of 
the wall, however, providing a foundation of 
curious investigation for the next phase of this 
experiment. 

The following explorations maintain the notion 
of the spatial wall yet aim to reimagine the wall as 
a structure of elements, generating a meaningful 
surface while reengaging the expressive design 
processes of hand drawing to further provoke 
unique and experiential outcomes.
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5.74. Rambling Thoughts on ‘Wall’. Typewriter Print on Drawing Parchment. Author’s own. (2019)
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5.75. Speculative Wall Detail, Plan. Mixed Analogue Mediums on Drawing Parchment. Author’s own. 
(2019)
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5.76. Wall. Expressive Drawing Inquiry, Section. Mixed Analogue Mediums on Drawing 
Parchment. Author’s own. (2019)
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5.77. Wall. Expressive Drawing Inquiry, Side View. Charcoal and Graphite on Drawing Parchment. 
Author’s own. (2019)
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5.78. Wall. Expressive Drawing Inquiry, Plan Detail. Charcoal and Graphite on Drawing 
Parchment. Author’s own. (2019)
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5.79. Wall. Expressive Drawing Inquiry, Front View. Charcoal and Graphite on Drawing 
Parchment. Author’s own. (2019)
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5.80. The Wall to the Inner Court. Detailed Drawing Inquiry, Section. Charcoal and Graphite 
on Drawing Parchment. Author’s own. (2019)
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5.81. The Wall to the Inner Court. Detailed Drawing Inquiry, Section. Charcoal and Graphite 
on Drawing Parchment. Author’s own. (2019)
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5.82. The Wall to the Inner Court, Immersive Drawing Process. Front View. 
Digital Photograph. Author’s own. (2019)
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5.83. The Wall to the Inner Court, Immersive Drawing Speculation. Front View. 
Graphite on Drawing Parchment. Author’s own. (2019)
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Design Outcome and Cri t ical 
Ref lect ions

Design Outcome 

The design outcome of this experiment 
considers the wall as an intricate collection 
of parts, connected in a meaningful manner, 
employing synecdoche to re-imagine the wall 
as an architectural fixture. The Wall to the 
Inner Court draws on interpretations from 
the fictional allegory that illustrates a curious 
threshold condition concealing the ‘Well of 
Rocks’ from the outside world. This played 
a key role in the formal discovery of the wall 
threshold, evidenced in the breaking of the 
ground plane and introduction of void-like 
chasms in reference to the underworld of the 
censorship realm. The voids create a defined 
pathway, leading to an aperture that frames the 
duality between the two sides of the ‘boundary’. 
This Wall to the Inner Court does not act 
as a boundary however, rather, it acts as an 
experience, through which one passes to get 
to the dream state. This is depicted through the 
illustration of the Balustrade of the Codex on 
the closest side, and a figurative image of the 
same balustrade on the other side. The second 
balustrade is seen to be elevated upon a throne, 
indicating the evocative differences between the 
two atmospheres. 

The wall is comprised of a series of columns, 
detailed and elegant in nature, with forms and 
junctions derived from the foundation of The 
Door to the Storeroom Model. A series of façade 
panels are explicitly fixated to the outside 
of a concealed interior structure with details 
metaphorically referencing the detail where 
pages of a book are stitched to the spine. Shadow 
joins allowing a slim perception through into 
the concealed world beyond the façade gesture 
towards the enticing nature of the wall which 
conceals the Graveyard of Unwritten Books. 
It references an interpretation of the allegory 
where moss and mould have consumed, and the 
stones have started to fall out of their places. The 
Wall to the inner court adopts a deconstructive 
notion to convey ideas about the feeling of 
inhabitation in the allegorical text. 

Critical Reflections

This experiment, provoked by the allegorical 
text, interrogates the wall in relation to the 
boundary typology that the wall is traditionally 
imagined to be, instead questioning the wall 
as a threshold between two differing spatial 
experiences. This experiment explores these 
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notions through initial digital drawing, before 
returning to the foundational analogue processes 
that this thesis primarily engages. It was found 
in the second stage of this experiment that quick 
often explosive methods of expressive hand 
drawing were integral in the development of the 
design and offered provocative views into the 
potential nature of the wall as threshold. The 
expressive hand drawing is able to swiftly explore 
proportions and scale, and although these are 
speculations in comparison to the digital model 
and resulting drawings, proved to be closer to 
the heart of the craft-based experience that this 
investigation seeks to employ. The drawing 
explorations in this experiment adopted the use 
of colour to test and convey a further meaning 
through the interpretational value of potential 
materiality. This enables further inquiry into 
expressive materiality through texture and 
colour to occur in the design experiments that 
follow. Additionally, the drawings advanced 
from the previous with the integration of a 
ground plane, enabling certain inferences to be 
made about how an experiential wall, designed 
as threshold, might be sited in and of the ground.
 
This experiment evidenced strength in the 
iterative nature of exploration drawings, 

beginnings by adopting the smudge and blur, 
and then refining and erasing in order to hone 
the form and structure of the details within the 
wall. The blur was then re-integrated, but as 
an exploration of density and depth, seeking 
to convey important ideas about materiality, 
resulting in an increasingly architectural 
inquiry. This experiment did not engage the 
craft of making in its exploration due to its large 
scale. However, craft would have been useful 
to critically explore the detail within the wall, 
and further the understanding of the detail as 
generator of narrative meaning. Although the 
Balustrade of the Codex has been depicted 
to have a relationship to the wall in the final 
drawing (Fig 5.83), the absence of the Wall being 
represented as a three-dimensional model in the 
collection of artefacts, reduces its relationship 
to the other objects as it is not able to be placed 
in real space and time and have its speculative 
materiality and formal qualities examined 
adjacent to previous experiments. This reduces 
the way it assists in the building and crafting of 
a coherent architectural experience through the 
fixture and the fitting.
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5.5

The Typographers  Armrest
͠

The final experiment of the Developed Design 
chapter, The Typographers Armrest explores 
the tactile everyday object as a vehicle for 
provocative narrative identity. This experiment 
draws on the notion of curation and by divorcing 
the armrest from its normative context of the 
reading chair, questions its capacity to adopt a 
deeper narrative meaning when recontextualised 
through the allegorical narrative. The armrest of 
the typographers reading chair seeks to achieve 
a tactile response to the highly refined persona 
presented in the identity of such a craftsperson. 
The physicality by which it exists in space must 
be generative of an experience which enables the 
element of touch to reveal a thought-provoking 
sensuality. Through touch, this experiment 
attempts to create a threshold between the states 
of working and pleasure, whereby viewer or 
user can pass between these two states of being 
through the tangible act of touch orientated 
experience. 

It is the process of curation that enables The 

Typographers Armrest alone to tell the story 
of the threshold between the working and 
pleasure states. The personae interpreted from 
the allegory is developed to allow the armrest 
to speak to its host chair even in its absence, 
referencing its prior use as an object within a 
“The Graveyard of Unwritten Books”. 

This experiment employs a rigorous analogue 
design process of inquisitive tests, drawings, 
and models, throughout various preliminary, 
development, and final stages of this design 
investigation. It begins with an interrogation of 
hand and the arm—an expressive tactile study 
of the arm and its responsiveness in different 
areas of its form. This allows the armrest to 
be developed through an iterative process in 
response to the notion of experience through 
touch. The process then develops into models 
used to test these findings and explore the 
designed object in three-dimensional form, 
offering insights to proportions and details. 
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An intimate relationship between drawings 
and models is then employed with the model 
testing sketches and the following sketches 
and drawings testing the models. Increasingly 
definitive drawing styles are engaged alongside 
sketchbook scrawling’s in order to generate 
inferences about the purpose of the object in 
relation to the tactile aim of this experiment. Due 
to the complex nature of the shapes generated 
through initial drawing and model inquiry, 3D 
printed casting formwork is used to enable an 
increasingly complex moulding of high-density 
mortar. 
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5.84.Thoughts on the [armrest] for the Typographers Reading Chair. Sketchbook Speculations. 
Author’s own. (2019)
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After hours of toil and strain at the typesetting station, the 
reading chair of the typographer is a welcome sight. The chair, 
positioned beneath a ray of days last light, is quite simply the 
optimum level of comfort - not too soft that it lets one drift off 
into a physical dream-scape.. Rather just firm and responsive 
enough that when absorbed in the pages of a book one is able 
to be present and alert, living within the tales of the parchment 
before them; an engaging in the act of ‘you-are-there-reading’. 

Midway through a spread, the typographer lists to one side, 
gently resting a hand and arm upon what would appear to most 
to be the armrest of his chair. As a matter of fact, this act of 
physical touch with this specific artefact becomes a mental guide 
to the relativity of reality, as the typographer slowly steps from 
the realm of his work into the dream-scape crafted between the 
pages of his chosen read. 

Thoughts  on the [armrest]  for  the 
typographers  reading chair. 
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5.85. Touch. A drawing study of tactile experience. Graphite and Charcoal on Drawing 
Parchment. Author’s own. (2019)
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5.86. Touch. A drawing study of tactile experience. Charcoal on Drawing 
Parchment. Author’s own. (2019)
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5.87. Tactility of the Armrest. Drawn thoughts as experience. Charcoal on Drawing 
Parchment. Author’s own.(2019)
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5.88. Tactile Responses. Diagramming experience and sensation. Large Format, Graphite on 
Drawing Parchment. Author’s own. (2019)
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5.89. Foundation Structure of the First Armrest, front view. Raw hewn Oamaru Stone and 
MDF. Digital Photograph. Author’s own. (2019)
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5.90. Foundation Structure of the First Armrest, side view. Raw hewn Oamaru Stone and 
MDF. Digital Photograph. Author’s own. (2019)
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5.91. First Armrest and foundation, front view. Raw hewn Oamaru Stone, MDF, Steel, 
and Mortar. Digital Photograph. Author’s own. (2019)
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5.92. First Armrest and foundation. Raw hewn Oamaru Stone, MDF, Steel, and Mortar. 
Digital Photograph. Author’s own. (2019)
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5.93. Sketchbook detail studies. Pen on paper. Author’s own. (2019)
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5.94. Base for the Armrest, side view. Large Format, Graphite on Drawing Parchment. 
Author’s own. (2019)
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5.95. Armrest Beam test, side view. Mortar from 3D print formwork. Digital Photograph. 
Author’s own. (2019)
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5.96. Armrest Beam test. Mortar from 3D print formwork. Digital Photograph. Author’s 
own. (2019)
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5.97. Casting analysis for the Base for the Armrest. Mixed digital and analogue mediums. 
Author’s own. (2019)
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5.98. Casting process for the Base for the Armrest. 35mm B/W Film Photograph. 
Author’s own. (2019)
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5.99. Detail inquiry. Pen on Drawing Parchment. Author’s own. (2019)
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5.100. Spatial Inquiry, elevation. Graphite on Drawing Parchment. Author’s own. (2019)
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5.101. Spatial Inquiry, plan. Digital Drawing. Author’s own. (2019)



122

5.102. Armrest Model 01, Shadow Study. Digital Photograph. Author’s own. (2019)
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5.103. Armrest Model 01, The Resting Place for the Forearm. Digital Photograph. 
Author’s own. (2019)
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5.104. Armrest Model 01, Structural Binding detail, Plan. Digital Photograph. 
Author’s own. (2019)
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5.105. Armrest Model 01, Structural Binding detail, Elevation. Digital Photograph. 
Author’s own. (2019)
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5.106, (opposite). Armrest Model 01. Digital Photograph. Author’s own. (2019)

5.107, (above). Armrest Model 01, Light Curation Study. Digital Photograph. Author’s own. (2019)
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5.108. Armrest Model 01, Large Format Expressive Drawing Inquiry. Graphite and Charcoal on Drawing 
Parchment. Author’s own. (2019)
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5.109. Armrest Model 01, Detail Drawing Inquiry for making. Pen on Drawing Parchment. 
Author’s own. (2019)
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5.110 (opposite). Armrest Base and Foundation, Large Format Expressive Drawing Inquiry for making. Mixed 
Mediums on Drawing Parchment. Author’s own. (2019)

5.111 (above). Armrest Model 01, Immersive Relationships. 35mm B/W Film Photograph. Author’s own. (2019)
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5.112. Base for the Armrest, Curation Inquiry. Digital Photograph. Author’s own. (2019)
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5.113. Base for the Armrest, Curation Inquiry. Digital Photograph. Author’s own. (2019)
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5.114. (previous). Base for the Armrest, Material Analysis. Digital Photograph. Author’s own. (2019)

5.115 (opposite). The Typographers Armrest, Worms-eye View. Material Analysis. Mixed Digital and Analogue  
Collage on Drawing Parchment . Author’s own. (2019)
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Design Outcome and Cri t ical 
Ref lect ion

Design Outcome
The process alternates between drawing, test 
model, and increasingly definitive models to 
engage in a rigorous analogue process of design 
inquiry. The design outcome consists of The 
Typographers Armrest, a dynamic form, made 
of many parts and curated upon the peak of a 
steel and mortar plinth—building upon the 
curation of the preliminary experiment, The 
Room. Working from the base upward, the 
plinth maintains simple geometry throughout its 
form, allowing the user/viewer to concentrate 
on the immersive experience at its peak. 

In order to generate further narrative and 
experiential complexity where the arm meets 
the fixture, a series of diverse parts and details 
are integrated to form the armrest itself enabling 
material dialogues to take place. The arm 
rests on the patina manipulated steel plate, an 
experience similar to the act of setting type in 
the traditional printing press—the primary task 
of the Typographer. The hand reaches over a 
junction which appears to be rotating, enabling 
the fixture to possess a perceptive depth in the 
form of implied dynamics. This adds a further 
level of narrative meaning to the fixtures, 
drawing further from the traditional construing 
and construction of such an architectural fixture. 
The hand of the Typographer rests within the 
end of armrest, where the two beams deviate 

out from one another in order to allow free 
movement within quiet space. In reference to the 
allegorical interpretation, this enables a thinking 
through touch to take place as the Typographer 
drifts between states of being. 

Critical Reflection
The process alternates between drawing, test 
model, and increasingly definitive models to 
engage in a rigorous analogue process of design 
inquiry. The design outcome consists of The 
Typographer’s Armrest, a dynamic form, made 
of many parts and curated upon the peak of a 
steel and mortar plinth—building upon the 
curation of the preliminary experiment, The 
Room. Working from the base upward, the 
plinth maintains simple geometry throughout its 
form, allowing the user/viewer to concentrate 
on the immersive experience at its peak. 

In order to generate further narrative and 
experiential complexity where the arm meets 
the fixture, a series of diverse parts and details 
are integrated to form the armrest itself enabling 
material dialogues to take place. The arm 
rests on the patina manipulated steel plate, an 
experience similar to the act of setting type in 
the traditional printing press—the primary task 
of the Typographer. The hand reaches over a 
junction which appears to be rotating, enabling 
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the fixture to possess a perceptive depth in the 
form of implied dynamics. This adds a further 
level of narrative meaning to the fixtures, 
drawing further from the traditional construing 
and construction of such an architectural fixture. 
The hand of the Typographer rests within the 
end of armrest, where the two beams deviate 
out from one another in order to allow free 
movement within quiet space. In reference to the 
allegorical interpretation, this enables a thinking 
through touch to take place as the Typographer 
drifts between states of being. 

This builds on previous design experiments by 
integrating a further depth within the design 
process, engaging diverse modes of analogue 
experimentation to assist the curious discovery 
of unconventional forms and experiences. 
The tactile nature of the design process of this 
experiment led to an increasingly immersive 
and tactile outcome within the armrest, 
continuously demanding an element of touch, 
and therefore a thinking within the architecture. 
Advancing from the previous experiments, this 
investigation critically employed photographic 
documentation of models and processes as a 
means of curating the model throughout the 
design process. Additionally, photography 
enabled a critical inquiry into a spatial realm 
where the use of shadow in the images implies an 
interaction with adjacent forms or interference, 

allowing the Armrest to be perceived in an 
evocative light. 
The notion of the plinth holding the Armrest 
references the initial studies of The Room, 
which explored material and formal dialogues 
through the curation of artefacts on another 
artefact of differing scale, This generates a 
crucial link between the beginnings and the final 
experiments of this investigation, reinforcing the 
progressive yet coherent nature and structure of 
this research process. If this investigation was 
to be further explored, it would be beneficial 
for the analogue processes to form an inquiry 
into the essence and experience of the refined 
fixture of the Typographer’s Armrest through 
making. This would enhance our understanding 
of the narrative capacity generated in the design 
process, and further our experience of the 
unique custom-designd fixture depicted in these 
drawings. 
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6.0

C O N C L U S I O N S A N D 
C R I T I C A L R E F L E C T I O N S

•
•
•
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The aim of this design-led research investigation 
was to critically explore the narrative capacity 
of uniquely designed architectural fixtures and 
fittings, and their capacity to actively contribute 
to an evolving, enriching architectural 
experience. Due to mass production, 
prefabrication and economic stresses, the 
custom design of architectural fixtures and 
fittings is becoming increasingly difficult and 
scarce, and fixtures and fittings today are often 
fabricated to generically suit a multiplicity of 
programmatic and spatial requirements.

In response to this issue, this design-led research 
investigation asks:

How can crafted, custom-designed 
architectural fixtures and fittings 
be allegorically designed to convey 
synecdoche and provide important 
metaphorical and experiential 
understanding about a building’s 
program, occupants, and spatial 
identity?

Three principal Research Objectives were 
posited to help address this Research Question. 
They were each developed and interrogated in 
the Literature and Project Review chapter to 
help develop and position iterative sets of design 

experiments for the speculative design of this 
investigation. The three Research Objectives 
provided a framework for the critical reflection 
of the design-led research experiments and their 
(concurring) narrative expressions.

Marco Frascari’s theories about the detail as an 
important generator and signifier of the wider 
architectural whole helped generate the thesis’s 
proposition and position about the architectural 
artefact, and ultimately the more defined 
architectural fixture and fitting. The theoretical 
writings of Peter Zumthor helped reinforce 
the investigation’s design focus on generating 
meaningful details in order to create a meaningful 
whole. Frascari and Zumthor’s theories were 
integrated and positioned in relation to the 
allegorical architecture theories of Penelope 
Haralmbidou, generating inferences that would 
lead to a more coherent relationship between 
interpretations of the literary narrative and the 
architectural fixture and fitting. This relationship 
was iteratively developed and explored through 
evocative process experiments and outcomes in 
the form of experimental drawings and crafted 
experiential models.

The work of Tom Kundig was interrogated to 
further the understanding and application of 
synecdoche to the construing and construction 
of architectural space, and in particular, the 
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architectural fixture and fitting. Kundig’s 
project, The Studio House, provided insights 
into the importance of material dialogues 
within the signified detail for the creation of a 
cohesive architectural whole, and it reinforced 
the narrative significance of the uniquely hand-
crafted fixture and fitting.

Through the interrogation of these relevant 
theories and case studies, the investigation 
explored how synecdoche can enhance an 
architectural experience. It was found through 
the immersive experience of drawing and 
making that the relationship of details to the 
object’s whole is imperative to gain a coherent 
experience of the wider architecture. Although 
the design of the wider architecture was outside 
the scope of this investigation, the importance 
of synecdoche was evidenced in the complex 
relationships between experience, meaning, 
materials and forms, even at the scale of the 
fixture and fitting. This led to an increasingly 
coherent allegorical experience as the 
investigation progressed from artefact to more 
refined architectural fixtures and fittings. 

This investigation employed a rigorous analogue 
design process to explore how craft-based 
practice can enable synecdoche to contribute 
uniquely to our understanding of program, 
occupant, and spatial identity. 

The theoretical writings of Nithikul Nimkulrat 
were used to position and explore the visceral 
relationship between the designer’s hands and 
eyes in the execution of both acting and doing. 
She argued that an ongoing dialogue between 
material and craftsperson can be facilitated, 
allowing art as experience to inform a crucial 
learning process specific to the analogue 
processes. Throughout this design investigation, 
it was discovered that the greatest percentage of 
immersive learning was gained through craft-
based practice—in particular, through large 
format expressive drawings and the making of 
narrative objects, artefacts, fixtures and fittings. 

The analogue processes, specifically the making 
of architectural fixtures and fittings, also 
revealed certain inevitable limitations within the 
design process. These limitations arose where 
imagined design met the university workshop, 
and although I had access to industrial grade 
resources, machines and crafting systems, 
there was an unexpected process of rigorous 
interference between conceptualisation and the 
placing of material onto tool or milling bed: 
the making process of an artefact or fixture 
often took place over a week or more, causing 
a potential rupture in the iterative nature of 
the design workflow. This offered insights 
into the complexities of craft-based making 
processes and confirmed the importance of the 
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relationship between designer and maker. In 
his article “The Tell-the-Tale-Detail”, Frascari 
refers to the imperativeness of this relationship 
and uses the work and integrated design 
processes of renowned architect Carlo Scarpa 
as a key example of successful design-making 
intimacy. Frascari argues that it is Scarpa’s 
relationship with the craftsmen around him that 
enabled him to successfully articulate a desired 
narrative or experience through exquisitely 
crafted details within his architectural spaces 
(“The Tell-the-Tale Detail” 26). This thesis 
investigation interrogates the work of Walter 
Pichler in a similar way in which Frascari 
interrogates Scarpa. Pichler not only is a 
craftsperson himself, but he maintained intimate 
relationships with blacksmiths, carpenters and 
engineers. This enabled him to bring abstract 
notions and conceptualisations to life and place 
them within the physical realm, where they can 
be experienced and interrogated as both works 
of fine art and immersive experiences of abstract 
architectural narratives (Pichler 18).

If this thesis had been able to secure a more 
fluid and speedy transition between design and 
making stages, there would have been not only 
a greater volume of work generated, but the 
work generated would have been increasingly 
coherent as a continual and immersive design 
investigation. This is not to say that immersive 

learning was not being carried out while 
entangled within the making process; rather 
quite the contrary. The learning and knowledge 
gained through these analogue processes 
were crucial to the progression of the design 
investigation and offered insights into the 
importance of communication and intimacy 
between the designer and the craftsperson. 
Additionally, it highlighted the importance of 
an intuitive knowledge of craft-based practice 
in the architectural industry, if architects are 
to successfully design and make buildings, 
dwellings and meaningful spatial experiences.

This investigation interrogated the art of 
museum curation in relation to ‘writing 
spatial stories’, using the allegorical narrative 
“The Graveyard of Unwritten Books” as a 
provocateur. Architecturally interpreting seven 
of Laura Hanks’ principal criteria for ‘writing 
spatial stories’ enabled the literary narrative to 
be interrogated through the design and making 
of the architectural fixture and fitting. Hanks’s 
theories, in conjunction with the immersive 
exhibition works of Cardiff and Miller, provided 
a framework through which to interpret the 
narrative and translate the experiences found 
within fictional literature into increasingly 
meaningful architectural experiences. While 
interrogated in greatest depth during the 
Developed Design stage of the investigation, 
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the third Research Objective played a 
significant role in several areas throughout 
this investigation. Curating was integrated into 
the early design process in order to articulate 
meaning and relationships between the artefacts 
in the Preliminary Design stages. This added 
further interpretational value to the artefacts, as 
curating enabled unconventional dialogues to 
occur between materials, joints, and forms. In 
the Developed Design stage, the art of curating 
was interrogated at the scale of the detail, to 
inform the story of the detail as much as of 
the entire fixture, and to allow the details to 
gain wider spatial experiential value, therefore 
enhancing the narrative capacity of the fixture 
itself. Imagined aspects of “The Graveyard of 
Unwritten Books” were interpreted through 
Hanks’s museum curation theory to uniquely 
inform the design and craft of unconventional 
architectural fixtures and fittings. In this 
light, curation provided opportunity for the 
development of key ideas throughout this thesis 
and enabled the nature and influence of the 
provocative allegory to be translated through 
architectural design.

If the scope of this investigation were to be 
expanded, and this aspect of the research further 
explored, spatial arrangements of these fixtures 
and fittings within crafted architectural space 
would enable the critical investigation of greater 

opportunities for establishing meaningful 
dialogues between the objects in relation to 
architectural form and space, testing their 
potential to enhance an understanding in and of 
the ‘wider architecture’. In the absence of large-
scale architectural space, however, the fixtures 
and fittings were enabled, through curating, 
to reference aspects of the fictional allegory 
and provide interpretational opportunities for 
further architectural discovery.

If this investigation were to proceed further, 
the following areas would be considered. 
Firstly, due to the complexity of analogue 
design processes, in particular the hand-
crafted manufacturing of fixtures and fittings, 
opportunities would be explored to help re-
integrate craft-based practices into the wide 
architectural industry. This would particularly 
explore economic issues, as economic stresses 
are one of the main concerns for the current 
deviation from, and relative absence of, craft 
in the contemporary architectural industry. 
Further investigation would raise crucial 
questions about the accessibility and affordance 
of craft-based practice and custom making in 
the everyday design process. Secondly, further 
critical reflection would be ascribed to how 
Laura Hanks and related theorists negotiate 
the field of curation within architecture and 
design, identifying and interrogating how the 
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meaningful fixture or fitting could provide a 
more universal and coherent experience within 
a wider architectural whole. 

In conclusion, this design-led research 
investigation offers a speculative alternative to 
the generic prefabrication of architectural fixtures 
and fittings most used in the industry today. This 
was achieved by critically examining, through 
a literary allegorical narrative generator, the 
opportunities provided by synecdoche, craft-
based processes, and curating to further enable 
and enhance our understanding and experience 
of program, occupant, and spatial identity. 

Even an abandoned building, or an unbuilt design hidden in the pages of a book, retains vestigial 
traces of its theoretical foundation that continue to operate despite its apparent neglect. The 
challenge then is to produce an architecture that is neither the result of a heroic conflict nor a 
commercial enterprise, and to try to imagine what architecture would be like if it could, gracefully 
and gratefully, accept being abandoned to the elements or lost in print.

—M.J Ostwald (14)
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