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Over recent decades, we have arrived in an 
age where mass production, prefabrication 
and economic stresses make it increasingly 
economical to formulate architectural fixtures 
and fittings that are generic to a multiplicity 
of programmatic and spatial requirements. 
Unfortunately, this development has diminished 
the capacity of fixtures and fittings to actively 
contribute to an evolving and enriching human 
experience within architecture. In literary fiction, 
however, the nuanced detail is fundamental 
to our individual experience of key ideas 
presented within the wider text. This design-
led research investigation considers how key 
ideas drawn from literary fiction can be applied 
to architecture. It argues that when fixtures and 
fittings are designed to explicitly contribute to a 
tailored experiential narrative, our architectural 
experience can be greatly enhanced. 

This design-led research investigation integrates 
narrative theory with curation theory. 

The investigation uses Nedim Gürsel’s short 
story “The Graveyard of Unwritten Books” as 
a literary provocateur—an allegorical generator 
for investigating how the architectural detail, 
in the form of fixtures and fittings, can play 
a fundamental role in conveying important 
underlying ideas about an architectural space. 

The research interrogates the arguments of 
architectural theorist Marco Frascari in his 

seminal article, “The Tell-The-Tale-Detail”, in 
which he distinguishes the architectural detail 
not only as a pragmatic joint or condition, but also 
as a generator in the process of signification—
the attachment of meaning to an object. The 
research also interrogates the writings of 
museum curation theorist Laura Hanks, who 
provides a succinct framework within which 
curating objects, as a design method to enhance 
meaning and experiential participation, can 
be implemented and its capacity for narrative 
transformation assessed. 

Speculative in nature, this thesis investigation 
positions the focus of design and interrogation 
on the uniquely designed architectural artefact. 
It privileges drawing, crafting, and other 
analogue design methods in order to explore 
the storytelling potential of uniquely designed 
custom architectural fixtures and fittings, 
as generators of meaningful architectural 
experiences. Iterative and experimental, this 
speculative design-led research investigation 
engages methods of drawing and making, in 
conjunction with theories of synecdoche and 
museum curation, in order to ask: 

How can crafted, custom-designed architectural 
fixtures and fittings be designed explicitly 
to help convey important metaphorical and 
experiential ideas about a building’s program, 
occupants, and spatial identity?

A B S T R A C T

͠
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Fig 1.1. Armrest Foundation. Mixed analogue mediums on drawing parchment. Author’s own. 
(2019)
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Delicate shafts of early morning sun pierced through the 
brisk dawn air of the outside world, scattering the first of 
the day’s shadows, flung and deposited by nearby trees 
like the seeds of a cyclic sower upon the cold earth. Inside 
he stood, looking out, embracing the oftentimes relentless 
image of nature with an admiring gaze. It was but moments 
before he was in the midst of it all, the morning emotions 
flowing thick and fast as he moved offhandedly between 
sun and shadow. The search was on. A perpetual search 
for existential experience—simply the prospect of which 
was even a satisfactory fix. Hands grasped the railings, 
lungs absorbed the gently warming atmosphere, and 
eyes surveyed proximate surfaces for signs of a past life. 
Searching for memories encapsulated within place and 
materiality. Simultaneously at home within the daydream 
and the present reality. 

He paused nonchalantly as his fingertips explored an 
interface between timber and hewn stone, a threshold where 
one wall greeted another. Two walls, walls the same, yet 
so diverse in their intention and making. Even the concept 
of wall itself did not escape his attention. They divide 
the world into two realms: the expanse of the outside, 
where history happens, and the intimate inside, where the 
phenomenological experience of life is founded. But they 
divide in a curious way: they create the private realm by 
dividing. What would the world be, if it were not for walls? 

Preface

on self... 
͠
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And what of their relationship? Different, yet forever 
existing in an intimate embrace. Anthropomorphic in a 
psychological essence. 

He pondered on this for several minutes, but it may have 
been several hours. What is time when the daydream 
overcomes? Subsequently, he turned, noticing his reflection 
in a car window. It was then, only then, that he remembered. 

He was me. 

As we manipulate, we touch and feel; as we look, we see, as 
we listen, we hear. (Nimkulrat 3)

To think is to see, to see is to draw, to draw is to be, to seek 
and remember an already visited and inhabited place.
(Fiorenzoli)
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P R E FA C E

Over the four previous years of study, I have ordered a passionate interest in craft, 
making, sculpture, furniture and the construction and construing of architectural 
space, materials and the detail. This guided me to the selection of this narrative and 
spculative stream, to induce a fresh perspective on what I already know about furniture 
and the detailing of architecture, and to also insert an allegorical flavour to this mix. 
This stream begins at and is based upon the roots of fine art, as an act of lateral 
thinking, when considering architectural ideology and the possibilities architecture 
holds. This particular thesis investigates fine art as sculpture, drawing through various 
mediums and furniture in the act of making and craft, as an expression of self and 
hence “art”. 

(OUT OF DATE)
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Fig 00. 

Fig 1.2. Armrest Foundation—process drawing. Digital Photogtraph. Author’s own. (2019)
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Fig 1.3. Balustrade of the Codex. Digital Photogtraph. Author’s own. (2019)
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Mass production, prefabrication and economic stresses 
make the custom design of architectural fixtures and 
fittings increasingly difficult; contemporary fixtures and 
fittings today are typically fabricated to generically suit a 
multiplicity of programmatic and spatial requirements. This 
development, while understandable, has simultaneously 
diminished the capacity of fixtures and fittings to actively 
contribute to an evolving and enriching human experience 
within architecture. This design-led research investigation 
argues that when fixtures and fittings are designed 
within architecture to explicitly contribute to a tailored 
experiential narrative, our architectural experience can be 
greatly enhanced through synecdoche—where the story of 
the whole is simultaneously conveyed through the story of 
the parts. This thesis explores how tailored architectural 
fixtures and fittings can convey important experiential 
concepts about program, occupant, and spatial identity—
even if and when a program, an occupant and a room are 
not explicitly evidenced. 

Problem Statement

͠
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In literary fiction, important underlying ideas 
about an architectural space can be conveyed 
not just by what is literally described, but 
also by how it is metaphorically described; 
to achieve this, the nuanced literary detail is 
fundamental. In Nedim Gürsel’s short story 
“The Graveyard of Unwritten Books”,  for 
example, Gürsel describes a library. The 
details of Gürsel’s description, however, lead 
us to understand that this particular library is 
much more extraordinary than we would have 
recognised if it had simply been described as 
rooms filled with books and administered by a 
librarian. In fact, in Gürsel’s description, there 
are no books, no rooms and no librarian—yet he 
fully describes a library. 

Gürsel has an important underlying narrative 
that he wishes to convey about libraries; he 
leads the reader of his story to understand that 
a library is not just defined by the books that 
are there, but also by the books that are not 
there. Even further, Gürsel helps us recognise 
that a library is not only defined by the books 
that it elects to keep and the books that it elects 
not to keep, but also by the books that remain 

Research Proposi t ion

͠

unwritten, where authors have self-censored, 
knowing that a book will never be allowed to 
be published. As a consequence, Gürsel brings 
the reader of his story to understand that a 
‘librarian’ may actually be a kind of prison 
guard or warden, promoting certain books while 
censoring and disposing of others.

This thesis uses Gürsel’s short story “The 
Graveyard of Unwritten Books” as a 
provocateur—a generator––for investigating 
how architectural fixtures and fittings can play 
a fundamental role in conveying important 
underlying ideas about an architectural space. 
As a design-led research investigation, drawing 
from Gürsel’s short story, this thesis seeks 
to articulate a ‘library’ that is recognisable 
even without the presence of books, rooms 
or librarians. To address this goal, it explores 
how crafted and custom-designed architectural 
fixtures and fittings can—even without 
inhabiting a traditional architectural construct—
convey important ideas about the program, the 
occupant, and the spatial identity.
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This thesis 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?

Research Quest ion

͠

Fig 1.4. Model Collection. 35mm B/W Film Photogtraph. Author’s own. (2019)
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Research Aim and Object ives

͠

The principle aim of this design-led research investigation 
is:

• to explore the capacity of uniquely designed 
architectural fixtures and fittings to actively contribute 
to an evolving, enriching architectural experience.

The principle Research Objectives of this design-led 
research investigation are:

1. to investigate how an architectural experience can 
be greatly enhanced through synecdoche;  
 

2. to investigate how the immersive experience of 
hand drawing and crafting speculative design 
experiments—in this case, architectural fixtures 
and fittings—can enable synecdoche to contribute 
uniquely to our understanding of program, occupant 
and spatial identity;     
 

3. to investigate how curating architectural fixtures and 
fittings can enable metaphorical ideas to be experienced 
as a narrative conveying important interpretations 
about program, occupant and spatial identity.
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Design-Led-Research Methods and 
Processes

͠

This thesis engages iterative design-led research 
testing, through the use of hand drawing and 
hand modelling, as its primary methodology. 
Adopting this approach allows the investigation 
to build ideas iteratively and generate a sequential 
design argument, explored and supported 
through the additive findings of each design 
experiment. The learnings from each iterative 
sequence encourage a feedforward process, 
where experiments are crafted, critiqued, and 
then re-crafted—the resulting strengths and 
opportunities being carried forward to inform 
following explorations. 

Drawing, making, and the curation of the 
custom-fabricated artefact are the three main 
approaches engaged in order to carry out 
the research aim: to explore the capacity of 
uniquely designed architectural fixtures and 
fittings to actively contribute to an evolving, 
enriching architectural experience. The method 
of immersive hand drawing reveals abstracted 
notions of ideas residing within the mind, 
fully engaging the body in a tactile act of 
representational experimentation. Within the 
iterative drawing design process, iterative hand 
sketches and renders become crucial to design-
led discovery, due to their unpredictable visual 
nature and immediate mode of investigative 
feedback. 

Making and craft allow investigation into 
increasingly materialised and definitive 
attributes of interpretive documentation. 
While this method remains in the tactile and 
experiential realm, it demands an increasingly 
established conceptual articulation, with 
the proportions, dimensions, and material 
relationships of a physical model being the 
visual product, and the learning and use of 
various hand and machine operated tools the 
means of production. Physical models also 
allow the designer to venture into the realm of 
the object, enabling re-contextualisation and 
the understanding of the object in relation to 
adjacent experiments. 

The third approach—the art of museum curation, 
i.e., ‘writing’ spatial stories—is used as a means 
by which the designer enables the objects’ 
metaphorical sequencing to be experienced 
as a meaningful experiential narrative.  This 
curated narrative method is used to test and 
convey important ideas regarding program, 
occupancy, and spatial identity within the wider 
investigation. Curating enables the architectural 
object to be made known to the viewer in 
relation to the narrative. Almost entirely 
analogue, these three methods of inquiry involve 
a tactile approach to narrative-based design, 
fully engaging the senses of the designer in an 
intrinsic act of logical and sequential discovery 
and experimentation.
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Fig 00. 
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Fig 1.5. Model Collection. 35mm Film Photogtraph. Author’s own. (2019)
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Fig 1.6. Methodology Diagram. Mixed analogue and digital media. Author’s own. (2019)
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Thesis  Scope

͠

This design-led research investigation is 
speculative in nature. It draws from approaches 
to architectural research that extend beyond 
traditional experimentation involving 
conventional programs and buildable outcomes. 
Due to this investigation being an exploration of 
literary and metaphorical narrative opportunities 
for architectural fixtures and fittings, the scope 
of this project is limited to the design and 
crafting of architectural artefacts that could 
inhabit a spatial program of allegorical nature—
in this case, a library of unwritten books. For 
this reason, architectural envelope, structure, 
construction technologies and costings are 
outside the scope of the investigation. 

This design-led investigation examines how 
custom designed fixtures and fittings can 
allegorically enable us to recognise implied 
program, occupancy, and spatial identity in 
response to methods seen in works of literary 
fiction, in this case Turkish author Nedim 
Gürsel’s short story “The Graveyard of 
Unwritten Books”. The research investigates 
how architecture can express an understandable 
intention, when traditional foundations of 
site, program, technologies, and occupancy 
are removed from the investigative process. 
Are we still able to recognise these attributes, 
even when based solely within the realm of 

the curated object, through the uniquely hand 
crafted architectural artefact? 

This research does not engage a conventional 
landscape or urban site for the project; rather 
it re-conceives ‘site’ or ‘context’ as the relative 
spatial locations of the curated artefacts. By 
curating these artefacts, their meanings are 
interrogated in relation to one another, rather 
than in relation to an external site condition. 
This research focuses on the internalisation of 
architectural experience and the possibility of 
establishing context by inhabiting imagined 
space with architectural artefacts. In this way, 
the collection of artefacts reveals the context of 
the site—a context of relativity and relationship. 

This thesis primarily engages experimental 
methods of drawing and modelling, rather 
than digital outcomes, due to its goal of testing 
and evidencing the importance of the hand—
as an extension of the mind—in the creation 
of unique architectural fixtures and fittings. 
These analogue methods generate their own 
limitations, depending on the time required, the 
level of detail required, and constraints relating 
to the capabilities of a university workshop. The 
scope of the investigation is also limited by the 
funds available for external manufacturing and 
material resources. 
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Research Structure

͠

1.0 Introduction

This chapter outlines the Problem Statement and 
the Research Proposition. It defines the Research 
Question at the heart of this investigation. It 
articulates the Aim (what the investigation 
plans to do to address the Research Question) 
and three principal Research Objectives 
(how the investigation plans to address the 
Research Aim). It briefly outlines the Research 
Methodology, the Scope and the Structure of 
this thesis. 

2.0 Fictional Literary Context

This chapter outlines and interrogates the 
selected fictional narrative short story, Nedim 
Gürsel’s “The Graveyard of Unwritten Books”, 
which provides an allegorical foundation upon 
which to explore the narrative capacity of the 
architectural fixture and fitting. The chapter 
draws out key concepts and ideas from the 
narrative literary text that can be implemented 
and tested in the preliminary and developed 
design investigation stages. 

3.0 Literature and Project Review

This chapter investigates theoretical approaches 
to addressing the Research Objectives outlined 
in the Introduction chapter. It critically reflects 
on precedent exemplars that might enable the 
implementation of learning from the literature 
to be interpreted through design and carried 
out through the experimental design processes. 
The chapter is divided into four main sections 
relating to the aim and objectives of the 
investigation: The Allegorical Architectural 
Project, Synecdoche (RO1), Craft (RO2) and 
Curation (RO3). 



12

3.1   The Architectural Allegory––The Importance of the Story

In literary fiction, important underlying ideas about an architectural space can be conveyed 
not just by what is literally described, but also by what is metaphorically described. According 
to architectural theorists Penelope Haralambidou and Sheila Danko, like the literary allegory, 
the architectural allegory can engage metaphorical meaning and enable a storytelling capacity, 
enriching notions of memory, place, event, and identity through physical and experiential form. 
Allegory facilitates speculative interpretations of memory and the imagined to play a key role in 
the conceptualisation and development of complex ideas, and in the case of this research, act as 
provocateur for unique architectural design experimentation. 

This section relates to the Research Aim and all three Research Objectives, and it provides a 
foundation of theory upon which this narrative-based thesis investigation is based. 

Principal Theorists: Penelope Haralambidou, Sheila Danko

Architectural theorists Penelope Haralambidou and Sheila Danko provide a foundation of critical 
narrative theory in relation to the allegorical architectural investigation as an experimental 
practice. They advance the potential of detailed narrative influence in the design-led research 
processes of this investigation. 

Selected Fictional Narrative: The Graveyard of Unwritten Books - Nedim Gürsel

This fictional work of literature offers––through the written word––unique approaches to the 
interpretation of program, occupant, and spatial identity within an architectural environment. 
Acting as a provocateur in this research investigation, it opens doors to new ideas about the 
perception and design of architectural fixtures and fittings and their role in conveying important 
underlying ideas about an architectural space.



13

3.2   Synecdoche––A Synthesis of Many Parts

This section of the chapter relates primarily to Research Objective 1:

 RO1: to investigate how narrative-based architectural experience can be greatly   
 enhanced through synecdoche. 

Once the allegorical literary context is established for the architectural narrative, synecdoche is 
explored as a means to establish the narrative throughout the architectural design processes––
not only through the single custom detail, but also through the collective body of experiential 
work. Building on the allegorical literary investigation as a provocateur for the architectural 
experimentation, synecdoche is incorporated to implement a greater narrative meaning within 
the small detail, as well as across the collective whole. 

Principal Theorists: Marco Frascari, Peter Zumthor

Marco Frascari and Peter Zumthor argue for synecdoche as important for the generation of 
meaningful details and as an important way to further advance a meaningful overall experience. 
The role of synecdoche allows a focus on the applied allegory in the small details, as well as 
interrogation of its implications across larger collective scales. 

Related Case Study: The Studio House, Tom Kundig. 

The Studio House by Tom Kundig provides an architectural example of how synecdoche can 
be used to establish a coherent visual and spatial narrative. Kundig composes architecture from 
a complex system of individual customised details that are eloquently composed to generate 
a meaningful whole. The Studio House is important to interrogate, as it not only showcases 
exquisitely proportioned details and intricate material dialogues, but it also evidences a 
cohesive unity of the details throughout the wider architectural space. 
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3.3   Craft––Art as Experience // A History of Hands

This section of the chapter relates primarily to Research Objective 2:

 RO2: to investigate how the immersive experience of hand drawing and crafting  
 speculative design experiments—in this case, architectural fixtures and fittings—can  
 enable synecdoche to contribute uniquely to our understanding of program, occupant  
 and spatial identity.

Once the allegorical narrative is framed through experiments relating to synecdoche, the 
design process investigates how analogue hand drawing and craft processes can further enable 
synecdoche to enhance the narrative capacity of the architectural fixture and fitting. Through 
craft, the designer enters into immersive processes of experimentation, where tactile learning 
enables a feedback feedforward dialogue between drawing parchment or crafted artefact and the 
designer’s cognitive participation. The tactile analogue methods of this experimentation enable 
a critical thinking within architecture—an extension of the mind through the body and crafting 
or drawing device.  

Principal Theorists: Nithikul Nimkulrat, Marco Frascari, Giuliano Fiorenzoli, Michiel Riedijk

Nimkulrat, Frascari, Fiorenzoli, and Riedijk provide approaches for a critical framework 
upon which this analogue investigation can be founded. Nimkulrat examines craft practice as 
a critical method in design-led research, arguing for the importance of placing hand against 
physical material or drawing device in a tangible act of creating. Frascari, Fiorenzoli, and Riedijk 
interrogate craft as research methodology, in relation to narrative-based theories of drawing 
and making, advocating for experimental agency in the analogue learning processes within 
speculative architectural research.   

Related Case Studies: Walter Pichler Drawings

Walter Pichler engages analogue design experimentation methods of drawing and making to 
assist in the conceptualisation and experience of abstract narratives and the formation and 
visualisation of imagined objects. Pichler’s work provides evidence of a rigorous relationship 
between the swift sketch, the advanced drawing and the crafted architectural artefact—a design 
process that will be critically explored in this investigation.
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3.4   Curation––Writing Spatial Stories

This section of the chapter relates primarily to Research Objective 3:

 RO3: to investigate how curating can enable metaphoric ideas to be experienced  
 through unique architectural fixtures and fittings as a narrative conveying important  
 interpretations about program, occupant and spatial identity.

Once architectural artefacts are established within a synecdoche-conscious narrative framework, 
the art of museum curation is interrogated and applied in order to further enhance and articulate 
meaning within the architectural object-based spatial experience. Curating provides a structure 
for ‘writing spatial stories’, enhancing the narrative story-telling capacities of uniquely designed 
architectural fixtures and fittings. 

Principal Theorist: Laura Hanks

Interrogating the art of curating within the museum context provides critical understanding of the 
potential of narrative design in relation to ‘writing’ spatial stories within an architectural context. 
This thesis investigation interrogates the theories of Laura Hanks in relation to the curating of 
the architectural artefact. Her theories, when integrated with ideas explored through the previous 
theorists, enable the thesis investigation to further examine the allegorical narrative capacity of 
the fixture and fitting in a spatial setting as objects with important and meaningful adjacencies.  

Related Case Study: The Dark Pool - Janet Cardiff and George Bures Miller

Laura Hanks’s arguments relating to writing spatial stories are examined through the case study 
of Cardiff and Miller’s work, The Dark Pool. This installation work provides a good example of 
the creation of spatial experience through strategic curating of objects within space, engaging the 
viewer’s senses in a personal and immersive narrative. This case study is useful as it examines 
Laura Hanks’s museum curating theories in relation to small-scale spatial curation, bringing 
significance to the object as a fundamental storytelling component. 
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4.0   Preliminary Design

The Preliminary Design chapter summarises 
and critically reflects on the range of iterative 
experiments that were conceived and created to 
help address the Research Aim and Objectives. 
Early stages of design direction are identified 
and tested specifically in relation to the relevant 
theories and case studies interrogated in the 
Literature and Project Review chapter. 

5.0   Developed Design

The Developed Design chapter builds 
directly upon the iterative preliminary design 
experiments. It explores advanced methods of 
analogue design-led investigation to further 
address the Research Objectives. This stage 
introduces an increasingly rigorous investigation 
into the potential of analogue drawing and craft-
based design experimentation, in order to further 
interrogate the narrative storytelling capacity of 
the uniquely designed architectural artefact. It 
critically explores synecdoche in conjunction 
with curating, in order to examine the narrative 
capabilities of designed architectural fixtures 
and fittings as intimate related members of a 
spatial context. Finally, the chapter critically 
reflects on how well the curated artefacts have 
been able to interpret and apply the narrative 

characterises observed in the textual details 
observed in the allegorical literary narrative, 
Nedim Gürsel’s short story “The Graveyard of 
Unwritten Books”. 

6.0   Conclusions and Critical Reflections

The final chapter critically reflects on the 
strengths and weaknesses of the design research 
processes, and the resulting investigation 
findings, in relation to the scope of the research 
and the research objectives. It briefly reviews the 
nature of the research problem and reflects on the 
capacity of the research investigation to address 
the issue in relation to the wider architectural 
discipline. It acknowledges constraints and 
limitations of the research that were identified 
while working through the design-led research 
processes, and it reflects on how the findings 
might be applied to similar architectural 
contexts, examining how the implications of 
this research might advance further if extended 
beyond the scope of this investigation. 



17

•
•
•



18



19

2.0

F I C T I O N A L C O N T E X T

•
•
•



20

T H E G R AV E YA R D O F U N W R I T T E N B O O K S

Nedim Gürsel

In literary fiction, important underlying ideas 
about an architectural space can be conveyed 
not just by what is literally described, but 
also by what is metaphorically described. To 
achieve this, the nuanced detail within text is 
fundamental. Nedim Gürsel is one of Turkey’s 
most influential and award-winning fictional 
authors who has had his writings censored 
or banned in Turkey, and thereafter, has been 
arrested and prosecuted for his writings by 
the Turkish government on multiple occasions 
(Alkan 5). For this reason, Gürsel integrates 
a strong political agenda within his texts, 
addressing key themes such as censorship 
and oppression. His texts develop complex 
narratives within which the ‘questioned’ person 
transforms into the ‘questioning’ person – 
the author himself, . The meta-narrative or 
overarching theme of this short story is one 
of censorship, where the emphasis falls just 
as much on the books which aren’t written, or 
stillborn, as the books which have been written 
and have since been expropriated. 

 This thesis engages Gürsel’s short story, “The 

Graveyard of Unwritten Books” as a provocateur 
– a generator for investigating how architectural 
fixtures and fittings can play a fundamental 
role in conveying important underlying ideas 
about an architectural space. This novel was 
chosen due to its abnormal perception of 
seemingly normative program, occupant, and 
spatial identity – responding to the research 
objectives of this thesis. In “The Graveyard of 
Unwritten Books”, Gürsel presents the program 
of a library, however, dismisses all standard 
preconceptions of library when he presents it 
as a prison of books; books which are stillborn, 
unwritten, and some which have never reached 
the written page. Deep within the “Well of 
Chains”, books banned by the authorities’ line 
the dimly lit shelves, chained together as if they 
are prisoners which have a record of escaping. 
The narrative develops around a program which 
emphasizes the absence of the unwritten and 
censored book, as much as the presence of the 
expropriated volumes. 

Regarding occupant, Gürsel conceals the person 
of the librarian, and instead presents the reader 

͠
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with the persona of a library ‘warden’ – a 
title reinforcing the program as an allegorical 
prison. Although there are attendants, the author 
refers to them as ‘uniforms’, adding to the 
dehumanised perception of occupancy within 
the library. The dualities continue as the reader 
realises that the warden is also an informer; 
“handing out books to readers during the day 
and preparing lists of books to be banned at 
night”. Gürsel develops an understanding of 
the library around the absence of normative 
occupancy, generating a question integral to 
this research: how do we design for occupancy 
even in its absence? A unique spatial identity is 
developed through the text, an atmosphere rich 
with visions of experiential threshold and depth, 
leading the reader through complex dualities 
involving library, graveyard and prison. Gürsel 
grapples with ideas of secrecy and censorship 
by first presenting the mask of the public library, 
and then revealing the inner courtyard and the 
“Well of Chains”, within which the locking up of 
banned volumes occurs. As each environment is 
revealed, the reader is enveloped by the altering 
of meanings through experience as the library 
becomes graveyard and then prison. 

The complex notions of program, occupant 
and space, depicted through nuanced detail in 
Gürsel’s writings, evidence that fiction has the 
ability to explore concepts and ideas reaching 
beyond our traditional understanding of a library 
and its narrative. Gürsel’s reinterpretation, in the 
act of dismissing the normative idea of program, 
occupant and space, allows the reader to envision 
seemingly common architectural experiences 
from an abnormal viewpoint. Engaging such 
fiction as provocateur in this research enables 
experimental design to aim right at the heart 
of the allegorical experience, without being 
restricted by traditional preconceptions of what 
the design work is in response to. 
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T H E A R C H I T E C T U R A L A L L E G O RY

The Importance of  the Story

Architectural allegory is a structure of thought 
where meaning is not grasped directly but 
through metaphor.  (Haralambidou 226)

This section relates to all three Research 
Objectives and provides a foundation of 
narrative theory upon which this narrative-
based thesis investigation is based. 

RO1: to investigate how an architectural 
experience can be greatly enhanced through 
synecdoche. 

RO2: to investigate how the immersive 
experience of hand drawing and crafting 
speculative design experiments—in this case, 
architectural fixtures and fittings—can enable 
synecdoche to contribute uniquely to our 
understanding of program, occupant and spatial 
identity. 

RO3: to investigate how curating architectural 
fixtures and fittings can enable metaphorical 
ideas to be experienced as a narrative conveying 
important interpretations about program, 
occupant and spatial identity.

Principal Theorists: Penelope Haralambidou, 
Sheila Danko

Selected Fictional Literary Work: The 
Graveyard of Unwritten Books - Nedim Gürsel

As human beings, we tell stories. We present 
and remember events, placing the world into 
narrative form. In the intricate moments of our 
lives, these stories locate us in space and time, 
offering a greater meaning relative to the world 
around us, generating identity in affiliation with 
things bigger than ourselves. It is the evolution 
of memories embodied within a narrative that 
make a significant contribution to the formation 
and maintenance of society as we document 
past events and details of the most cherished 
ideals (Cobley 38). Sheila Danko argues that 
“narratives are a way of making sense of 
the world around us and our role in it … [S]
torytelling structures perceptions, organises raw 
experiences into memories, and gives meaning 
to human experience” (11).

Architecture can be designed to engage narrative 
storytelling in ways that maintain the memory 
of place, events, and cultural identities, making 
sense of these in physical and experiential 
form. This thesis investigation considers 
the importance of narrative and allegory in 
the conception and generation of unique 
architectural responses and situations. Its focus 
is to explore the opportunities for expressing 
allegory and narrative in the form of architectural 
fixtures and fittings. According to architectural 
theorist Penelope Haralambidou, “architectural 
allegory is a structure of thought where meaning 
is not grasped directly but through metaphor” 

͠
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(226), evidencing the importance of imaginary 
and imaginative influences in the experimental 
processes of design thinking. Allegory within 
architecture involves metaphorical meaning, 
inviting critical interpretation to decipher the 
reciprocity between figurative and structural 
elements, between visual and verbal notions 
(Haralambidou 230). Allegory enables design 
to draw together, through critical interpretation, 
meanings, and relationships which may not be 
intended by the author or designer and may not 
even be anticipated by the viewer. Haralambidou 
considers the radical work of artist Marcel 
Duchamp to be successful because it triggers 
diverse interpretations, arguing that “it is not 
the artist alone who performs the creative act: 
the viewers make their own contribution” 
(231). This active participation in the art form 
is similar to the way a reader views text on the 
written page. Imperative to the deciphering of 
every literary work is the interactive exchange 
between its structure and its recipient, meaning 
that the reader receives the text by composing 
and making sense of it (Iser 31). Danko (11) 
and Haralambidou (231) both recognise 
that the generation of meaning within the 
allegorical creative practice occurs not only in 
the act of receiving and interpreting but also in 
making. Meaning and knowledge are therefore 
constantly changing with the transformation of 
creators and viewers.

To test the application of Danko and 
Haralambidou’s theories to architectural design, 
this thesis engages allegory within design as a 
generator of meaning, not only in the acts of 
receiving and interpreting designed artefacts, 
but also as an important contributor to the 
iterative design process itself. Integrating a 
narrative and allegorical approach throughout 
the experimental design process allows 
the allegorical narrative to become “a tool 
for exploring ideas and guiding decisions 
throughout the various stages of the design 
process” (Danko 13). As a foundation for this 
thesis’s allegorical narrative, Nedim Gürsel’s 
short story “The Graveyard of Unwritten 
Books” is used as a provocateur, a generator 
to explore and communicate a metaphorical 
design response through architectural artefacts 
in the form of fixtures and fittings. According to 
Haralambidou: 

The introduction of the ‘other’, through 
allegory, is a mode of thinking and 
working in architecture that allows 
transgression of established modes, and 
defines the allegorical architectural 
project as an experimental practice, 
pointing to ideas impossible to 
grasp through the profession or in 
purely discourse-based theoretical 
investigations. (234)
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S Y N E C D O C H E

A Synthesis  of  many Parts

This section relates to Research Objective One.
 
RO1: to investigate how an architectural 
experience can be greatly enhanced through 
synecdoche. 

Principal Theorists: Marco Frascari, Peter 
Zumthor

Related Case Study: The Studio House, Tom 
Kundig 

Italian architect and theorist, Marco Frascari, 
critically reflects on the importance of 
‘synecdoche’ within allegorical architecture—
the understanding of a detail or part as a 
generator and signifier of the wider architectural 
whole. In his seminal article “The Tell-
The-Tale-Detail”, Frascari surmises that 
“architecture is an art because it is interested 
not only in the original need of shelter but also 
in putting together spaces and materials in a 
meaningful manner” (24). Frascari argues that 
the architectural detail is an important element 
of expression in the process of signification; 
that is the association of meanings to man-
made artefacts (“The Tell-the-Tale Detail” 23). 
Frascari does not limit the architectural detail 
or joint to the traditional definition of a small 
scale junction between two or more materials or 
elements; rather, he recognises the architectural 
detail as the threshold between larger-scale 
spatial conditions, where opportunities for the 

articulation of synecdoche and expression of 
meaning in the man-made object reside across 
all scales (“The Tell-the-Tale Detail” 26).

Peter Zumthor, in his book, Thinking 
Architecture, endorses Frascari’s argument for 
the importance of synecdoche by positing that 
architecture is “the art of making a meaningful 
whole out of many parts”(11). Zumthor argues 
for the necessity of placing the design focus 
on generating meaningful details in order to 
create a meaningful whole. Zumthor further 
builds on this by comparing a meaningful work 
of architecture to the eloquent compositions of 
Sebastian Bach:

It is said that one of the most impressive 
things about the music of Sebastian Bach 
is its “architecture”. Its construction 
seems clear and transparent. It is 
possible to pursue the details of the 
melodic, harmonic, and rhythmic 
elements without losing the feeling for 
the composition as a whole—the whole 
that makes sense of the details. The music 
seems to be based upon a clear structure, 
and if we trace the individual threads 
of the musical fabric, it is possible to 
apprehend the rules that govern the 
structure of the music. (10) 

͠
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Zumthor argues that successfully engaging 
synecdoche enables architecture’s intricate 
narrative to be experienced through its 
details while maintaining a distinguishable 
presence of the whole at any point in time. 
Additionally, the details can be traced through 
individual experience in order to understand the 
architectural meta-narrative—the overarching 
theme or storyline. This delineation could be 
attributed to an architectural spatial sequence, 
within which details as generators and signifiers 
of desired meaning are articulated relative to 
one another in order to provide an understanding 
of the meta-narrative—of which they are an 
inherent part (Zumthor 15).

In the analogy of ‘speaking architecture’, 
the architectural details are seen as 
words composing a sentence. And, as 
the selection of words and style gives 
character to the sentence, in a similar 
way the selection of details and style 
gives character to a building. (Frascari, 
“The Tell-the-Tale Detail” 24)

Frascari’s postulation about the importance 
of synecdoche in architecture can be explored 
through iterative design experiments in order to 
address Research Objective One: to investigate 
how narrative-based architectural experience 
can be greatly enhanced through synecdoche.
To achieve this, each element brought together 

to construct a whole must intentionally relate 
to its adjacent parts, generating meaningful 
junctions between materials or spaces in the act 
of constructing a well-considered and unified 
whole. Similarly to a building, which also is 
a synthesis of many parts, the quality of these 
joins will determine to a large degree, the quality 
of the entire architectural artefact (Zumthor 13). 
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The Studio House in Seattle (1998), by 
renowned architect Tom Kundig, evidences 
the use of synecdoche to establish a cohesive 
architectural narrative. Considered the 
watershed project in Kundig’s architectural 
pathway, The Studio House is a complex system 
of individual customised details and surface 
conditions that are eloquently composed to 
generate a meaningful whole (Fig 3.1). “Each of 
the materials and their connections echo a larger 
part of the house and work in concert with it” 
(Ngo and Kundig 50). Throughout the house, 
these details—exquisitely designed, refined and 
jewellery-like—are realised in bronze, stainless 
steel, glass, and wood (Ngo and Kundig 49). 
Details, punctuating larger expanses of concrete 
and steel, integral and raw, are often left to age 
gracefully alongside the human inhabitants of 
the home. 

A striking manifestation of rawness and 
refinement, the kitchen island (Fig 3.1, 3.2) is 
composed of at least half a dozen meticulously 
proportioned parts, with just as many crafts 
and craftsmen engaged in its construction 
(Ngo and Kundig 50). A type of artefact by 
nature, the kitchen island speaks to the rest of 
the house through its materiality and texture, 
and although an embodiment of conceptual 
and crafted complexity, it resides subtly and 
intrinsically within the wider architecture. 
Dialogues generated between corresponding 
materials and detailed motifs throughout the 
wider house enable a greater understanding of 
the architecture as a coherent system of parts—
every part imperative to our understanding of 

the whole.

Frascari argues that “the art of joining is such 
that a detail performing satisfactorily in one 
building may fail in another for very subtle 
reasons” (Frascari, “The Tell-the-Tale Detail” 
23). Although The Studio House works as 
a complex system of corresponding custom 
components, these joints and fixtures are 
designed specifically with this space and its 
desired meanings and experiences in mind. This 
design approach evidences Frascari’s fervent 
assertion of the importance of the careful 
consideration and customisation of the detail in 
order to create meaningful experiences within 
individual and correspondent spaces. 

The Studio House represents synecdoche not 
only through its built details but also in the 
very process of its design and making. Kundig 
compiled the expertise of numerable craftsmen 
to formulate the unique and custom details, 
both materialistic and spatial, which ultimately 
contribute to a more meaningful whole (Ngo 
and Kundig 50). This research investigation 
seeks to explore similarly, how synecdoche 
conscious custom-designed architectural 
fixtures and fittings can be designed explicitly 
to help convey important metaphorical and 
experiential ideas about a building’s program, 
occupants, and spatial identity.
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Fig 3.1. The Studio House Kitchen, Seattle. Kundig, Tom. (2008) 

This content is unavailable.
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Fig 3.2. The Studio House Kitchen, Seattle. Kundig, Tom. (2008) 

This content is unavailable.
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Fig 3.3. The Studio House Entrance, Seattle. Kundig, Tom. (2008) 

This content is unavailable.
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C R A F T

A History of  Hands

A Tactile Design Process as Method

This section considers selected theories 
on tactile analogue approaches to design-
led architectural research in relation to this 
investigation’s aim to explore the experiential 
capacity of uniquely designed architectural 
fixtures and fittings. Furthermore, it combines 
the pertinent theoretical thinking of key 
architectural theorists with relevant case studies 
in order to build a foundation of learning on 
which the experiments of the following design 
phase can be based. These key theorists include; 
Nithikul Nimkulrat, on craft practice as a 
method of design-led research; Marco Frascari 
and Giuliano Fiorenzoli, on the undisciplined 
discipline of architectural imagination; and 
Michiel Riedijk on the further agency of 
architectural model making. Responding 
specifically to Research Objective Two, the 
aim of this section is to interrogate how the 
immersive experience of hand drawing and 
crafting speculative design experiments—in 
this case, fixtures and fittings—can enable 
synecdoche to contribute uniquely to our 
understanding of program, occupant and spatial 
identity.

͠

This section relates to Research Objective Two.

RO2: to investigate how the immersive 
experience of hand drawing and crafting 
speculative design experiments—in this 
case, architectural fixtures and fittings—can 
enable synecdoche to contribute uniquely to 
our understanding of program, occupant and 
spatial identity.

Principal Theorists: Nithikul Nimkulrat, Marco 
Frascari, Giuliano Fiorenzoli, Michiel Riedijk

Related Case Studies: Walter Pichler
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Craft Practice as a Method of Design-led 
Research: Nithikul Nimkulrat

Nithikul Nimkulrat, Professor of Design at 
the Estonian Academy of Arts, recognizes in 
her seminal dissertation, ‘Hands-on Intellect’, 
that craft practice, as a way of critical thinking 
through material, can be an integral vehicle of 
inquiry for design-led research (1). Nimkulrat 
presents the necessity of placing hand against 
physical material or drawing device in a tangible 
act of creating. An ongoing dialogue between 
material and craftsman can be facilitated, 
allowing learning specific to this analogue 
process to take place. Learning through the 
tactile act of designing enables knowledge 
that is only achieved when the body actively 
engages with material or tool in a physical 
interaction, imbuing a subliminal emotional 
meaning. Specifically unravelling the notion 
of ‘art as experience’, Nimkulrat addresses the 
visceral relationship between the designer’s 
hands and eyes in the execution of both action 
and perception—“as we manipulate, we touch 
and feel; as we look we see, as we listen, we 
hear” (3). Considering craft as design-led 
research, art-based experience sheds light on 
“the importance of craft practice and the actual 
making of work in contributing to knowing 
through immersive sensory experience” 
(Nimkulrat 3). The capacity of knowing 
through ‘immersive sensory experience’ stems 
from understanding the active influence of 
physical material on the development of the 
designer’s thoughts throughout the creative 
process, as well as the viewer’s thoughts during 

contemplation (Nimkulrat 3). Engaging craft 
as a design research method therefore compels 
the designer to participate in both the act of 
creating the artefact and the contemplation of 
the creative result. 

Marco Frascari, in his article “The Invisible 
Nature of Architecture”, states:

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. . . . Since 
to draw is to enter into participation with 
both the inscriptions and the scribing 
that mark the surface of the drawing. 
(Drawings to Models 4) 

Employing an understanding of architectural 
drawing, Frascari elaborates on Nimkulrat’s 
notion of ‘immersive sensory experience’, 
illustrating the intimate proximity between 
designer and material in craft-based practice. 
This research investigation engages an analogue 
tactile approach as a primary design method 
for the purpose of, according to Frascari and 
Nimkulrat, allowing for the most intimate level 
of embodiment within not only the creative 
process—where hand and tool meet material—
but simultaneously in the construing of the 
resulting architectural product.
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Nimkulrat employs several active sub-methods 
for engaging craft practice as a critical method in 
design-led research. A summary of Nimkulrat’s 
argument for reading and making, sketching, 
drawing and photography are as follows. 
According to her article, “Hands-on Intellect”: 

1. Reading and making mutually support one 
another. With literature generating ideas to 
be explored, design experiments require that 
relevant literature be discussed in relation to 
the products of the design process. A dialogue 
is generated in the design process, a feedback, 
feedforward relationship, where the models 
then request repeated interrogation in relation to 
the allegorical literature, in order to support and 
advance relevant design outcomes. 

2. Sketching supports the more developed 
thought processes and conceptualisation of 
immersive creative productions. 

3. Drawing explicitly illustrates the creative 
process and facilitates the researcher’s 
understanding of literature in relation to the 
created artefacts. Drawings clarify the sequence 
of architectural thinking and later guide the 
written explanation of what has not yet been put 
into words. 

4. Photography is a means by which each artefact 
can be captured and visualised in progress and 
when completed. 

Reading and making are relevant to this thesis 
investigation’s employment of narrative 
allegory, which is based on Nedim Gürsel’s “The 
Graveyard of Unwritten Books” and explored in 
conjunction with design experiments in making 
and drawing. Both sketching and drawing are 
integral methods of design experimentation and 
representation within this research investigation. 
Sketching is used as an engaging process for 
the swift visualisation of ideas in physical 

form. Drawing is engaged as an extension of 
the sketch, where ideas are further articulated 
using extensive expression and varyingly 
more complex and intentional processes of 
production. The gradually realised artefacts 
in this thesis are photographed to depict the 
process and support the researcher’s “reflection 
in action” in evaluating and solving problems 
within the immersive creative process. 

Additionally, this thesis engages photography as 
a method of documentation, both of the creative 
process, and the completed experimental 
outcomes. It is an intentional action, involving 
calculated decisions in order to present the 
artefact in a desired ‘light’, or to emphasise 
certain detailed areas of the crafted artefact 
in relation to the design intent and integrated 
narrative literature. 

These methods employed by Nimkulrat provide 
a rigorous foundation upon which to address 
Research Objective Two. The following sections 
unpack the potential benefits of Nimkulrat’s 
proposed sub-methods in relation to the 
Research Objectives of this thesis. Building 
on Nimkulrat’s argument for art as experience, 
they help formulate a framework for the process 
of design experimentation and representation 
within this research thesis. 
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The Undisciplined Discipline of the 
Architectural Imagination: Marco Frascari and 
Giuliano Fiorenzoli

In his article, “Models and Drawings – The 
Invisible Nature of Architecture”, Marco 
Frascari argues that drawing operates a 
particular “sensory conjunction”, engaging both 
sight and touch, where designers “take part in 
a multi-modal dialogue played out on a surface 
with visible tracings” (4). Frascari refers to 
drawing using the hand as an extension of the 
mind, involving tactile actions directed at the 
drawing parchment, which in turn are returned 
as immersive sensory experiences, provoking 
active participatory thinking and learning while 
doing. Frascari argues, “The digital production 
of models and drawings is faster and more 
precise, but they often result in relatively 
meaningless documents if they are considered 
from the point of view of analogical ‘thinking 
within architecture’” (“Models and Drawings 
- The Invisible Nature of Architecture” 2). 
Unlike digital representation processes, 
which Frascari considers to be limited to the 
communication of conscious intent, analogue 
drawing experimentation emulates the human 
phenomenology of perception. As a design 
research method, it provokes imagination, 
while the resulting representations practice an 
experimental ‘thinking within architecture’ 
(“Models and Drawings - The Invisible Nature 
of Architecture” 2). 

To think within architecture, therefore, is to be 
fully immersed in the imaginative process of 
experimental architectural thinking.

In the following passage, Pratt Institute of 
Architecture Professor, Giuliano Fiorenzoli, 
eloquently builds on Frascari’s notion of 
thinking within architecture through drawing, 
while permitting the reader to enter into the 
origin and structure of his thoughts:

Drawings constitute, therefore, an 
integral part of any built building simply 
because the same cannot be conceived 
without an initial human intervention 
of ideas and emotions. Aware of this 
belief of mine, I let my mind dwell in 
the silence of the making. In so doing I 
do not give an architectural form to an 
image; instead I let the image find its 
way in a sort of existence that stretches 
itself next to my own. From this angle, 
drawings coincide with my inner being 
beyond program or specific use or 
materials application. In a drawing, in 
architecture, a double presence is to be 
observed and witnessed—that one of 
the “place” we see and experience, and 
that one of the mind with emotions in the 
process of ‘conceiving it’. To think is to 
see, to see is to draw, to draw is to be, 
to seek and remember an already visited 
and inhabited place. (Fiorenzoli) 

According to Fiorenzoli, the emotion of the 
inner being takes priority in the creative 
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process, allowing the mind and body to ‘dwell 
in the making’—an extension of the notion of 
thinking within architecture.

Both Frascari and Fiorenzoli provide 
corresponding foundations on which this 
investigation builds its argument for analogue 
drawing as a tactile method for critical 
experimentation in the processes of design-
led research. Fiorenzoli’s theory of ‘dwelling 
in the making’ invites Frascari’s theory of 
‘thinking within architecture’ further into the 
realm of this speculative investigation, where 
the active process of drawing is progressively 
generative experimentation, rather than simply 
representational. Furthermore, this investigation 
seeks to give affordance to the relationship 
between the experimental production and 
resulting existence of the drawing surface and 
drawn expression within the experiential realm 
of craft practice as design research.
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The Agency of Architectural Model Making: 
Michiel Riedijk 

Michiel Riedijk, Professor at the Faculty of 
Architecture in Delft, surmises that although 
the architectural drawing is often but a limited 
projection of reality, the architectural model 
is a “narrative instrument that can convey the 
exact proportions, dimensions, colours and 
textures of the design”, all the while being 
“evocative and imaginative” (17). Riedijk 
recognises the experimental model to be a 
mechanism by which the ideas and emotion 
expressed in an architectural drawing are then 
brought to life in physical three-dimensional 
form. The conceptualisation dialogue between 
the designer and the materialised experience 
progresses from the drawing to an object that is 
able to be interrogated further through intimate 
and relational perception—through sight, touch 
and smell—engendering a knowledge of the 
architectural artefact in its most essential but 
explicit form. The agency of experimental 
craft therefore does not lie entirely within the 
proportions and materiality of the designed 
outcome. Rather, it lies within the immersive 
learning process of advancing from an often 
two-dimensional medium into an increasingly 
definitive mode of three-dimensional 
experimentation, where proportions, 
dimensions, and material relationships are able 
play a key role in generation of meaning through 
the physicality.

As an extension of the drawing process, this 
research investigation engages craft and 

Making ~ The Archi tectural  Artefact

making as a method of critical inquiry. This 
research develops a mutual but imperative 
relationship between the swift experimental 
process of sketching, the further articulated and 
decisive expression of drawing, and the three-
dimensional materialisation of ideas through 
the craft of the architectural artefact. Stemming 
from a similar argument to drawing, the process 
of making provides a vehicle by which idea 
conceptualisation and emotion can be manifested 
through tactile responses of both seeing and 
feeling. Making, existing in the same sensory 
realm as drawing, is an extension of the mind 
through the hand, and engages both Nimkulrat’s 
theory of “art as experience (3)”, and Frascari’s 
theory of “thinking within architecture 
(“Models and Drawings - The Invisible Nature 
of Architecture” 2)” as modes of learning 
throughout the design process. Therefore, the 
physical manifestation of ideas through making 
will continue to investigate, in a similar way to 
drawing, the opportunities/agency of analogue 
tactile design experimentation in relation to the 
capacity of architectural fixtures and fittings and 
their ability to convey important ideas about 
program, occupant, and spatial identity.

This thesis investigation employs methods and 
arguments from the above mentioned theorists, 
Nimkulrat, Frascari, Fiorenzoli and Riedijk, in 
order to address Research Objective Two. These 
theories provide a foundation on which to base 
the analogue experimentation used to approach 
the research question.
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The agency of making is not necessarily about 
the outcome, but rather about advancing the 
learning from drawing into an increasingly 
definitive mode of experimentation, where 
proportions, dimensions, and material dialogues 
play a key role in generation of meaning through 
the physicality. 

Application of Craft in the Making of a Narrative

The section above creates a foundation of related 
theories and case studies in relation to the aims 
and objectives of this research investigation, 
specifically RO2: to investigate how the 
drawing, making and crafting of fixtures and 
fittings can enable synecdoche to contribute 
uniquely to our architectural understanding 
of program, occupant and spatial identity. 
Analogue methods of design-led research enable 
an immersion within the act of designing—
involved experiential creative practices that 
employ  ‘thinking within architecture’ (Frascari 
“Models and Drawings - The Invisible Nature 
of Architecture” 2). During this process, the 
designer learns in the course of honing and 
refining ideas and responding critically to 
those that fall below standard. Regarding 
craftsmanship, Michiel Riedijk elaborates to 
a greater extent on the enhancement of design 
skills:

Depicting an as yet unbuilt reality as 
accurately as possible on paper or 
in clay, cardboard or polystyrene is 
largely the result of an act that may 

be termed ‘craftsmanship’ – a skill 
honed by repetition and practice. Here 
craftsmanship means a knowledge system 
based on skills that are developed in the 
course of the act. The skill is enhanced 
by altering the initial idea and retracing 
the vague sketch over and over again, 
and thus gradually improving them, in 
the act of design. This craftsmanship is 
the heart of design. (17)

In response to Riedijk, the analogue design 
methods of drawing and craft employed in this 
thesis investigation provide opportunities for the 
conceptualisation and materialisation of ideas, 
while simultaneously allowing the designer to 
act on and improve the work at hand. Being 
continuously honed and reshaped during every 
stage of the process, the relationship between 
drawings and architectural artefact endorses 
a “potentially infinite iterative process of 
alteration and completion” (Riedijk et al. 17). 
The developed skills of drawing and making 
engaged in this research play an important role 
in both the construing of and the construction 
of ideas, thus providing an understanding of 
both the conceptualisation and the making of 
architecture through the vehicle of the designed 
artefact. 
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Walter Pichler – Architectural Visionary and 
Craftsman

Walter Pichler was an architect who became 
a leading artist in Austria’s post-war avant-
garde movement, developing the visionary 
architecture movement alongside Hans 
Hollein and Raimund Abraham. Throughout 
his extensive work, Pichler engages diverse 
approaches to drawing and highly detailed craft, 
often manifested through intricate engineering 
processes, as quintessential methods of design 
experimentation (Fig 3.4-3.6). Pichler discloses, 
“I’m an abstract thinker, somebody who listens 
to myself for days. That’s why I like to work 
manually” (Schurian). In his work, Pichler 
engages analogue design experimentation 
methods of drawing and making to assist in the 
conceptualisation and experience of abstract 
narratives and the formation and visualisation 
of imagined objects. Architect and educator, 
Diane Lewis reveals the intricate intentionality 
of Pichler’s drawing process:

Drawings are employed for diverse 
purposes: some explore the consciousness 
of the figure in and as inhabitable space; 
others locate and inscribe structure and 
structures. But all of the drawings are 
texts for other unfolding’s, and in this 
way are intrinsically architectural. They 
are notations for other states of being, 
other constructions. (Lewis)

Furthermore, Pichler employs a rigorous 
mode of experimental discovery through 
the simultaneous experimentation in both 

the drawn and the three-dimensional realm, 
enabling immersive sensory experience to play 
an influential role in the conceptualisation of 
ideas into architectural experiences. Drawings 
drift to and fro between the realm of the blur 
and smudge and the fine line drawing, in order 
to explore forms and spatiality through both 
conscious and subconscious active participation 
(Fig 3.4, 3.6). Pichler’s visionary colleague, 
Raimund Abraham, theorises drawing to 
be oscillating between the mental and the 
physical, never arriving at reality but rather an 
autonomous act to anticipate the concreteness 
of the ideal, over time unveiling the inherent 
syntactic form through the grammar of the 
lines. Abraham writes, “The line demands the 
precision of geometry while the layering of 
pigments express the inner and outer qualities 
of materiality through texture” (102).

This investigation builds upon the design 
experimentation methods and craft processes 
of Walter Pichler in conjunction with the 
theoretical propositions of Nimkulrat, Frascari, 
Fiorenzoli and Riedijk, in order to implement 
a rigorous method and process for analogue 
design in this investigation. Pichler manifests 
many of his realisations through the architectural 
artefact, demanding from these drawn and made 
experiments an understanding of the narratives 
and mental objects in tangible form. Through 
a similar approach, this investigation explores 
through metaphor, how drawing, making, and 
crafting of architectural fixtures and fittings can 
contribute to our architectural understanding 
of program, occupant and spatial identity—
responding to Research Objective Two.
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Fig 3.4. Watchwomen on the Tablesaw. Pichler, Walter.  (1984) 

This content is unavailable.
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Fig 3.5. The Women. Pichler, Walter.  (1987) 

This content is unavailable.
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Fig 3.6. The Women. Pichler, Walter.  (1987) 

This content is unavailable.
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C U R AT I O N

Writ ing Spat ial  Stories
͠

This section considers the theory of curation 
concerning writing spatial stories using an 
allegorical narrative as a provocateur. It focuses 
the scope of narrative to the written word, 
exploring manifold relationships between 
literature and museum space. The highly 
experiential and illustrational context of the 
museum provides a solid foundation upon which 
to scrutinize the intricate relationship between 
curating and the written word—in the case of 
this investigation, Nedim Gürsel’s fictional 
“The Graveyard of Unwritten Books”. Dualities 
between literal and abstracted representations 
of literary narratives within museum space are 
revealed, as are real and imaginary influences 
(Hanks et al. 21). 

Although this section interrogates the art of 
curating in relation to narrative-based museum 
design, aspects of this theory will be examined 
to identify a theoretical framework upon which 
to found the curation of uniquely designed 
architectural artefacts—in both their conception 
and resulting perception.

This section relates to Research Objective 
Three. 

RO3: to investigate how curating architectural 
fixtures and fittings can enable metaphorical 
ideas to be experienced as a narrative conveying 
important interpretations about program, 
occupant and spatial identity.

Principal Theorist: Laura Hanks
Related Case Study: The Dark Pool - Janet 
Cardiff and George Bures Miller
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In her article “Writing Spatial Stories”, Laura 
Hanks, Associate Professor of Architecture 
at the University of Nottingham, proposes 
several criteria for the successful design of 
spatial experience and narrative communication 
within the context of the museum. Hanks 
explores the experiential outcome when written 
narrative “moves beyond the medium of visitor 
information and collection interpretation, 
to become the very content, method, or 
meaning of museums” (21). Supporting her 
theories with relevant museum case studies, 
Hanks outlines and explains the fundamental 
mechanisms essential to revealing a narrative 
story through tangible visual and sensual 
experience, demonstrating how they are used in 
a real-life context. Hanks depicts ten criteria for 
museum curating, seven of which are explicitly 
relevant to this investigation. These criteria are 
examined in relation to theory and case study 
research on synecdoche and drawing and craft 
processes to provide a rigorous framework for 
the conceptualisation and design development 
stages of this design-led research investigation. 
This thesis investigation will employ Hanks’ 
theories specifically for the designing and 
curating of the architectural artefact, as the 
designing of definitive architectural space lies 
outside the scope of this research.

Seven criteria for curating a spatial narrative, 
according to Laura Hanks, are summarised 
below. Each criterion is followed by a brief 
description of their design implications in 
relation to Research Objective Three. 

1. Literal and Abstracted Narratives

Literal design translation is where the narrative 
and the museum design, formal or spatial, 
have undeniable coherence in their visual or 
experiential depiction. The simple determinism 
of this design approach is ‘intrinsically limiting’ 
due to its rejecting the opportunity to “alter 
the literal meaning, to make the meaning fresh 
or clearer, to express complexity, to capture a 
physical or sensory effect, or to extend meaning” 
(22). 

Figurative design translation is an increasingly 
symbolic approach where abstracted design 
symbols or motifs are used as substitutes for 
literal depictions of the narrative. Rigorous 
architectural order for example, such as 
repeating columns or structures, as seen in The 
Museum of Modern Literature, can conceptually 
illustrate the conventional order and scales 
of characters, lines and pages of text, and the 
collection of volumes into libraries. In relation 
to RO3, uniquely designing architectural 
fixtures and fittings with a figurative relationship 
to the narrative literature, may enable them to 
extend literal interpretations of the text and 
further convey important ideas about program, 
occupant, and spatial identity.

2.  Imaginary Narratives

Relating to figurative design translation, the 
use of an imaginary narrative within the spatial 
design of a museum, enables the vivid world of 
the imagination, as provoked by the novel, to 
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be conjured architecturally, crafting a material 
representation of found space as a memory 
repository rather than an explicit replication 
of the novel’s atmosphere. This criteria allows 
individual experiences within “The Graveyard 
of Unwritten Books” to guide the designing and 
curating of the architectural artefact. 

3.  Meta-narrative and Metaphor

A meta-narrative or overarching structure 
encapsulates the grand narrative within 
designed museum space while allowing for 
complexity—in the form of sub-themes, minor 
plot lines, and multiple characterizations—to 
occur beneath it. The meta-narrative can be 
symbolised, and then the underlying themes 
and plotlines expressed metaphorically through 
architectural constructs and spatial experience. 
The imposition of material and metaphorical 
structure or space creates the necessary 
boundaries for intelligent and evocative design, 
just as a clear literary meta-narrative enables 
complexity and diverse creativity. Relating 
to RO3 and “The Graveyard of Unwritten 
Books”, this criteria frames the ‘library’ and its 
controversial secrets as an overarching symbol. 
Beneath this, the experiences of fictional 
inhabitants and even of the reader can be 
examined, providing a speculative foundation 
upon which a metaphorical understanding of 
program, occupant, and spatial identity can be 
built.

4.  Organizational and Personal

Operating simultaneously on two principal 
levels, narrative-based spatial design can be 
enhanced when the designed space or objects 
speak to the narrative of the overall program—
the meta-narrative—whilst also chronicling 

the everyday, mundane life of the individual 
protagonist. The viewer, like the reader of 
fictional literature, is able to place themselves 
within the narrative context and inquire, ‘what 
if’? In relation to RO3, this criterion demands 
that the architectural artefact operates at a 
collective organisational level as well as a 
singular detailed level. Curating the design 
experiments towards both levels contributes 
to a more coherent experience of ideas about 
program, occupant, and spatial identity. 

5.  Personae

Stemming from the idea of meta-narrative, 
exhibition environments have grand historical 
narratives, but beneath these overarching 
storylines, individual voices or characters 
emerge. This criteria relates to the immediacy 
of first-person fictional literature, where through 
text on a page, the reader has direct access to 
the intimate thoughts and experiences of the 
individual protagonist. In the case of this 
thesis investigation, curating an experience of 
such direct communication through the design 
of unique architectural fixtures and fittings 
promotes a close and empathetic relationship 
between viewer and artefact/object. 

6.  Identity

Where uniquely curated experiential space 
or objects depict a personal dimension of 
the fictional narrative. A preceding notion 
of personae is crucial to the development of 
this experience. RO3 requires this research 
investigation to engage this criteria in order 
to enhance our understanding of program, 
occupant, and spatial identity; even in their 
absence.
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7.  Self

The final layer of meaning is formed through 
the experience of the viewers themselves. The 
museum visitor interacts with and so affects the 
exhibition display directly, however sometimes 
subconsciously, adding further layers of meaning 
to space through experience. Viewers are often 
able to grapple with the implications evoked 
through the exhibits and project themselves 
into the designed environment, resulting in 
an enhanced experience. In the case of this 
research, this results in an enhanced experience 
and understanding of program, occupant, and 
spatial identity. 

The criteria outlined above provide a theoretical 
foundation on which to build this analogue 
design-led research investigation. Laura Hanks 
explicitly interprets curating as an intimate 
relationship between literature, both real and 
imaginary, and an object-based design process 
leading to an enhanced spatial experience. This 
relationship is important for this investigation, 
as it provides a process by which the research 
investigation can interrogate Nedim Gürsel’s 
short story. Methods of analogue drawing and 
making and the narrative fundamentals of 
museum curating can be incorporated to enable 
the vivid world of the imagination to be brought 
into physical being through uniquely designed 
architectural artefacts. Hanks states that “just as 
for novelists, the creation of a coherent grand 
narrative is important for exhibition designers, 
as from within this legible frame, visitors can 
situate themselves within the context on display 
and gain understanding” (31).
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Janet Cardiff and George Bures Miller – The 
Dark Pool

Curatorial artists, Janet Cardiff and George 
Bures Miller, are internationally renowned for 
their collaborative multimedia installations 
that thoroughly engage viewers’ senses in 
the creation of parallel worlds. Their work 
highlights the important role of fiction in the 
story telling process (Cardiff and Bures Miller 
7). Curating objects and environments in relation 
to unique multimedia, they create immersive 
encounters, both familiar and abstract, enabling 
spatial experiences to transport the viewer 
from the exhibition space into other worlds—
into imaginary realms first conjured through 
fictional writing.

Cardiff and Miller’s installation, The Dark Pool 
(2008), unlike their other theatrical works, 
speaks visually of an abandoned film set, “a 
place where action either may have happened 
or may be about to happen, where we can 
eavesdrop on the furniture or the past” (Cardiff 
and Bures Miller 14) (Fig 3.7). In making, the 
design intention was to ‘haunt’ the space with 
an invisible presence. Traces of inexplicable 
activities and objects litter the space, conveying 
information about the spatial occupant and their 
potential actions. Cardiff and Miller explain that 
their intention was to create “an environment 
that removed the viewer from the art gallery and 
transported them into another space and time so 
that they forgot where they were and why they 
had come” (14).

Cardiff and Miller curate objects and artefacts 
within experiential environments in order to 
set the stage for an elaborate interrogation 
of the relationship between the collector and 
the things collected (Cardiff and Bures Miller 

16). The environment of The Dark Pool is an 
assemblage of personal artefacts such as note 
books, clothing, and a selection of records, all 
of which shed light on the identity and personae 
of the inhabitant—even in the absence of the 
inhabitant themselves.

The importance of Cardiff and Miller’s The 
Dark Pool for this thesis lies in its relation to 
Hanks’ argument for museum design as spatial 
experience and the generation of significance 
and narrative meaning in the form of the uniquely 
designed architectural artefact. Cardiff and 
Miller employ similar theories to Hanks, shown 
through their use of curated personal artefacts 
and a foundation in fictional narrative, in order 
to create a compelling spatial experience. They 
place design focus on the curated object in 
space—in the singular object revealing identity, 
as well as the overall collection of objects that 
create the meta-narrative and invisible presence. 
In relation to this thesis investigation, the 
curation of singular and collective fixtures and 
fittings and the identification of relationships 
between them play a key role in conveying 
understanding of the narrative—of its program, 
occupant, and spatial identity.

Additionally, curation could play a key role in 
the designing of a series of unique fixtures and 
fittings. Specifically designed details and joint 
conditions between materials and forms might 
be carefully curated in the same way Cardiff 
and Miller curate the small everyday objects 
of the imaginary inhabitant within space (Fig 
3.7). This brings together Frascari’s theories of 
synecdoche and Cardiff and Miller’s curated 
objects in a way that might enable even the 
detailing of the artefact to further speak to the 
experiential narrative. However, this thesis does 
not seek to re-create and curate the personal 
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objects imagined within “The Graveyard of 
Unwritten Books”. Rather, it seeks to engage 
Nedim Gürsel’s short story in conjunction with 
these theories on curation, in order to examine 
the potential for fixtures and fittings to withhold 
a greater narrative meaning in the wider 
architecture.

While Cardiff and Miller also engage multimedia 
such as sound and, in some cases, digital visuals, 
the discussion made in this section interrogates 
only what is relevant to the framework of this 
design investigation, and in particular Research 
Objective Three.

Fig 3.7. The Dark Pool. Janet Cardiff, George Bures Miller.  
(2012) 

This content is unavailable.
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004.

P R E L I M I N A RY D E S I G N

•
•
•
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Chapter Four, the Preliminary Design chapter, critically 
reflects and expands on the issues and opportunities 
obtained from the Literature and Project Review chapters. 
It presents an initial body of experimental work that seeks 
to engage the immersive analogue design processes of 
hand drawing and crafting as the primary method of 
iterative discovery. These experiments are presented in 
two sequential collections, the first a collection of sketch 
experiments, and the second an intensified exploration of 
both drawing and craft-based making. 

The design exploration in this chapter begins by addressing 
Research Objectives One and Two; the objectives 
demanding the integration and exploration of synecdoche 
in relation to analogue design processes; and develops into 
the second collection to also explore Research Objective 
Three, building on the first two and incorporating the 
art of curating in order to write ‘spatial stories’ into the 
design investigation. This chapter builds and maintains 
a narrative interpretation of the fictional allegory, Nedim 
Gürsel’s “The Graveyard of Unwritten Books”, examining 
the nuanced detail of the text to identify provocative ideas 
about program, occupant and spatial identity. This series 
of iterative experiments provide a foundation of immersive 
learning in the areas of craft and drawing, enabling each 
design experiment to build upon the previous so that the 
explorations become increasingly expressive, refined, and 
experiential.
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- The Bedroom ||| Drawn thoughts 

- Vessels of Memory––Artefact Studies 

 - The Nightstand––Artefact 01 

 - The Upright Chest––Artefact 02

 - The Inscriber––Artefact 03

 - The Room––A Re-Imagination of 
           Spatial Experience 

 _ a multi-scale experience
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Fig 4.1. Detail Sketch. Pen on Paper. Author’s own. (2019) 
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T H E B E D R O O M

drawn thoughts
͠

Experiment 01 is an initial set of tentative 
investigations which interrogate the potential 
provocateur of the allegorical narrative—Nedim 
Gürsel’s “The Graveyard of Unwritten Books”. 
It interrogates the narrative through a series of 
speculative drawings, seeking to establish a 
scene or spatial setting for the development or 
preliminary design imagination. An examination 
of the imaginative nature of the allegory (Fig 
4.2), specifically the experiential account of 
the passage leading to the inner courtyard and 
‘The Well of Rocks’ provides an evocative 
allegorical foundation upon which to build this 
initial design experimentation. Examining the 
nuanced detail within the text, an underlying 
metaphor is interpreted and several provocative 
spatial notions are extracted; Privacy, Wall, 
Threshold, and Inside. 

The Bedroom, as a metaphorical inquiry into 
the design interpretation of the allegory, is used 
to engage a narrative-based design process and 
begin an iterative investigation of the allegorical 
architectural project. The extracted notions of 
privacy, wall, threshold, and inside, are used 
to speculate the provocative spatial identity of 
the allegory through the design experiment. 
The Bedroom is considered a critical junction 

within the wider context of the home thus 
relating to synecdoche through its very nature. 
This experiment explores its capacity as a vessel 
of memory and rich personal atmosphere to 
provide a framework through which to query 
how a speculative design experiment might 
begin to contribute to our understanding of 
program, occupant, and spatial identity—even 
in the absence of all these. 

This first experiment addresses Research 
Objectives Two and Three, engaging the 
theories of synecdoche and hand drawing design 
processes in order to provide an initial vehicle 
for swift imaginative discovery. Through the 
theory of synecdoche, hand drawing is used 
to conceive the ideals of The Bedroom from a 
series of evocative parts. As a test of theories and 
applications, this generative design experiment 
uses unconventional provocateurs to investigate 
unique experiences and spatial outcomes based 
in the nuances of fictional literature. The findings 
in this section offer a critical understanding of 
the allegorical meaning within this design-led 
investigation, unveiling narrative potential and 
experimental direction for the following design 
preliminary design phases. 
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Fig 4.2. Experiential account of the passage leading to the inner courtyard and ‘The Well of Rocks’. Author’s own. (2019) 
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Fig 4.3. Detail Sketch Plan. Pen on Drawing Parchment. 
Author’s own. (2019) 
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The Bedroom

central pivot point 
of private and public 
enclosed and open.
Juction between
bed and wall
soft and hard, 
mechanisms for movement
but a desire to be still 
to be concealed
to be silent. 
The room of the book
and the room in the book. 
Room? 
. 
. 
. 
. 
Walls?
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Fig 4.4. Detail Sketch Section. Pen on Drawing Parchment. 
Author’s own. (2019) 
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Fig 4.5. Sketch Section of Bedroom 01. Mixed Mediums on 
Drawing Parchment. Author’s own. (2019) 
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Fig 4.6. Sketch Section of Bedroom 02. Mixed Mediums on 
Drawing Parchment. Author’s own. (2019) 
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Fig 4.7. Details Sketch Section of Bedroom. Mixed Mediums 
on Drawing Parchment. Author’s own. (2019) 
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Ref lect ions 

This experiment considers The Bedroom, as a metaphorical 
inquiry into the design interpretation of the allegory 
and engaging the theory of synecdoche to identify the 
relationship of objects within the greater spatial whole. 
These drawings seek to provide insight into the details of 
a spatial experience generated from the interrogation of 
allegorical text, and begin to provide an understanding of 
an abstract spatial identity. 

This investigation poses several issues around the generative 
potential of the design experiment. Firstly, at the speculated 
scale of a room, design focus has not been placed explicitly 
on the architectural artefact as the vehicle for design 
investigation. Additionally, although iterative, the swift 
mode of sketching and collage has a limited generative 
experiential capacity due to its two-dimensionality. 
Methods of craft and making of the architectural artefact 
would assist to advance this series of experiments into an 
increasingly rigorous mode of design investigation, and 
help to address more thoroughly, the Aim and Research 
Objectives of this research thesis. 
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4.2 V E S S E L S O F M E M O RY

Artefact  Studies

The previous sketch experiments tested the 
speculative design influence of narrative 
allegory through analogue drawing processes. 
Generative of curious synecdoche conscious 
vignettes of the allegorical text, these 
experiments provide a foundation of narrative 
meaning within the context of The Bedroom—a 
translation of personal identity into an 
architectural investigation. 

To further the generative nature of this thesis 
investigation, these initial experiments require a 
closer analysis of the designed detail in relation 
to speculative interpretation of the fictional 
literature and more specific response to the 
Research Objectives. Vessels of Memory places 
focus on the conception and making of uniquely 
designed architectural artefacts which have a 
direct relationship to the intimate spatial identity 
of the previous experiment—The Bedroom. 
Through immersive analogue processes of 
drawing and craft, the following series of 
experiments employ the theories of Nithikul 
Nimkulrat and Marco Frascari, engaging in 
experiential craft based design-led research 
and therefore operating through an increasingly 
evocative thinking within architecture. 

͠

Vessels of Memory is a series of design 
experiments translating the previous 
interpretation of The Bedroom into the form 
of architectural artefacts. These artefacts; 
The Nightstand, The Upright Chest, and the 
Inscriber, are derived from the spatial identity 
of the Library Warden—a collective personae 
of the Bookbinder, the Typesetter, and the 
Paper Restorer. By interrogating these complex 
personas, identity is derived from interpretations 
of the allegory and a provocative narrative is 
generated, leading to unexpected discoveries 
and insights about how the architectural artefact 
might be designed in order to address ideas of 
program, occupant and spatial identity—even  
in their absence. 

The following experiments explore through 
analogue drawing and craft, Research Objectives 
specific to each test. 

This seeks to build on the previous by continuing 
to explore similar notions of the allegory within 
a similar context, however it places narrative 
design focus on the architectural artefact and 
questions its capacity to contribute to our 
understanding of program, occupant and spatial 
identity. 



67

The introduction of the ‘other’, through allegory, 
is a mode of thinking and working in architecture 
that allows transgression of established modes, and 
defines the allegorical architectural project as an 
experimental practice, pointing to ideas impossible 
to grasp through the profession or in purely 
discourse-based theoretical investigations. 

  

  

  - Haralambidou 234
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T H E N I G H T S TA N D

Artefact  01

RO1: to investigate how narrative-based 
architectural experience can be greatly enhanced 
through synecdoche.

RO2: to investigate how the immersive 
experience of hand drawing and crafting 
speculative design experiments—in this 
case, architectural fixtures and fittings—can 
enable synecdoche to contribute uniquely to 
our understanding of program, occupant and 
spatial identity.

Experiment one of this series takes on the 
characterisation of a Nightstand. Traditionally, 
the nightstand is an item of furniture which is 
located near the bed and contains essentials 
for the night-time journey into the realm of 
the dream and the memory. Translating this 
ideal into an experimental architectural artefact 
not only opens doors to provocative object 
experiments, but is also generative of abstract 
design thinking, adding to a body of allegorical 
knowledge imperative in the development of 

͠

this thesis investigation. 
This experiment begins with swift explorative 
drawing experiments interrogating the potential 
of the detail and junction between elements as 
initial generator of narrative meaning in the 
design process. These experiments embrace 
both the unintentional blur and the thoughtful 
inscribing to engage an immersive experience, 
allowing a thinking and learning process to 
be carried out on the surface of the drawing 
parchment through the communication of both 
conscious and unconscious intent. 

These drawings progress through progressive 
stages of articulation resulting in a schematic 
realisation of the artefact. Craft and making is 
then implemented in order to conceptualise the 
architectural artefact in three-dimension space 
and further explore how analogue processes of 
drawing and craft can contribute to this design-
led research. 
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Fig 4.8. Sketch Speculations 01. Mixed Mediums on Drawing 
Parchment. Author’s own. (2019) 



70

Fig 4.9. Sketch Speculations 02. Pen on Drawing Parchment. 
Author’s own. (2019) 
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Fig 4.10. Sketch Speculations 03. Pen on Drawing Parchment. 
Author’s own. (2019) 
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Fig 4.11. The Nightstand. Mixed mediums on Drawing 
Parchment. Author’s own. (2019) 
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Fig 4.12-4.15. The Nightstand. Process Documentation. Digital 
Photographs. Author’s own. (2019) 
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Fig 4.16. The Nightstand. Concrete, Steel, Reclaimed Railway sleeper. Author’s own. (2019) 
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Ref lect ions 

This experiment engages the allegory in 
order to speculate narrative notions through 
unconventional provocateurs, prompting unique 
discoveries and insights into the identity of the 
artefact. The physical crafted artefact attempts 
to express the initially inscribed interpretation 
of the allegory through a formal architectural 
artefact. The juxtaposition of materials and 
joints is a generative exploration, allowing for 
interpretation of the artefact not only in the 
final stages of production, but in the midst of 
construing and construction. Formally, The 
Nightstand consists of a volume organic in 
nature, and suspended above a more regimental 
structure. The irregular nature of the timber 
is symbolic of the constantly evolving and 
advancing experience within the realm of the 
dream and the memory. This organic volume is 
suspended above a structural reality by way of 
delicate connections—an interpretation of the 
intricate relationship between the dream and 
reality. These ideas are explored through the 
form of The Nightstand due to its indispensable 
value as a bedside vessel for stowing the most 
precious of books. 

This experiment explores, through drawing 
and making, the capacity of The Nightstand 
as an artefact responding to allegorical 
interpretation. This experiment addresses 
Research Objectives One and Two, questioning 
how detailed synecdoche conscious design can 
offer provocative outcomes, and how the testing 
of these ideas through craft and making can 
enhance our understanding of program occupant 
and spatial identity. However, this artefact is 
designed as one design response, therefore, 
the collective designing of serval of these 
meaningful artefact might enhance the role of 
synecdoche in the experimentation process. The 
unique attributes found between drawing and 
making offer further insights and allegorical 
meaning in this initial experiment that can be 
applied and tested in the following experiments 
of this design phase. 
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T H E U P R I G H T C H E S T

Artefact  02
͠

RO1: to investigate how narrative-based 
architectural experience can be greatly enhanced 
through synecdoche.

RO2: to investigate how the immersive 
experience of hand drawing and crafting 
speculative design experiments—in this 
case, architectural fixtures and fittings—can 
enable synecdoche to contribute uniquely to 
our understanding of program, occupant and 
spatial identity.

Experiment two of this series takes on the 
analogy of a chest, upright in posture and acting 
as a vehicle for interpretation of allegory and 
further interrogation of theories of synecdoche 
and making—addressing Research Objectives 
One and Two. Like the pervious experiment, 
The Upright Chest is derived from the personal 
context of The Bedroom, acting as a vessel for 
the containment of the memory and the dream, 
but in a different configuration. In contrast to 
the previous design experiment, this exploration 
alternates the role and significance of materials 
in the composition of the artefact. The organic 
form of the wood is now the foundation of the 
form, and the substantial concrete form has 

become the artefact ‘body and head’.  This 
alternation places further design focus on 
the articulation of the detail and the joint as 
generator of meaning, increasing complexity 
and demanding an expanding knowledge of 
the capabilities of iterative craft-based practice 
in the design process. This experiment further 
explores the findings and insights from The 
Nightstand, building upon unique complexities 
generated in the relationship between analogue 
drawing and making. 

The sentinel posture of The Upright Chest 
gestures towards its relationship to the forms 
generated in previous experiment. Organic and 
orthogonal forms are separated by relational 
voids, generating an irregular motif of positive 
versus negative as the eye moves vertically 
up the length of artefact. Near the top of the 
front elevation, a steel detail punctuates the 
otherwise smooth masonry volume; a remnants 
of a structure which once held the mask of the 
sentinel. This detail, as a remnant of memory 
is a metaphor from the allegorical text, “The 
Graveyard of Unwritten Books”, referencing the 
enclosing wall which was entered into in order 
to unveil the curiosities of the ‘inner courtyard’. 
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Fig 4.17. Sketch Speculations. Pen on Paper. Author’s own. (2019) 
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Fig 4.18-4.21. Process Photographs. Digital Photograph. Author’s own. (2019) 
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Fig 4.22-4.23. Process Photographs. Digital Photograph. Author’s own. (2019) 
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Fig 4.24. The Upright Chest. Digital Photograph. Author’s own. (2019) 
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Ref lect ions 

The metaphors engaged in the design of this 
artefact are generative of unique design insights 
and meaning. Stemming from abstract ideas 
extracted from allegorical text, the provide 
opportunity for the iterative advance of the 
design process. 

Increasingly complex methods of making and 
craft were used in the making of The Upright 
Chest such as negative detailing using the milling 
machine and complex casting with in-situ steel 
detailing. These singular details each possess a 
character of their own, evidencing synecdoche 
in the construing and in the construction of the 
parts and the whole. These methods of learning 
lend themselves to the advance of the design 
process and continue to provide a foundation 
upon which to further build in the following 
experiment. 
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T H E I N S C R I B E R

Artefact  03

RO1: to investigate how narrative-based 
architectural experience can be greatly enhanced 
through synecdoche.

RO2: to investigate how the immersive 
experience of hand drawing and crafting 
speculative design experiments—in this 
case, architectural fixtures and fittings—can 
enable synecdoche to contribute uniquely to 
our understanding of program, occupant and 
spatial identity.

Experiment three for this series takes a more 
dynamic approach, speculating the mechanism 
of the Library Warden’s Inscriber. This 
imaginary device is used as a vehicle for the 
development of ideas previously attempted in 
experiments one and two of this series. The 
Inscriber explores the concept of a device used 
for the making of ‘the mark of banishment’ on 
the binding cover of censored volume, deep 
in the graveyard of books. This artefact is 
designed as abstraction—a memory of its past; 
its form resembling only a remnant of its former 
purposes. 

͠

Due to its imaginary response to the 
interpretation of the allegory, The Inscriber has 
adopted a technique for allegorical translation 
similar to the work of Walter Pichler. In his 
design process, Pichler engages abstract drawing 
and craft as a way of unveiling the allegorical 
possibilities of abstract concepts and at the same 
time adopting the making process as having an 
influence on the nature of the development of 
the allegory. In more ways than the previous 
two, this experiment operates in through similar 
mode to Pichler’s, using a device imagined and 
derived from the allegory as an unconventional 
provocateur. The placement of forms, materials 
and weighting in the composition of this 
experiment play a key role in the depiction of 
movement and tension (Fig 4.25-4.27). Volumes 
are extracted from the central structure, drawing 
away from the solid compositions of the first 
two experiments and placing further focus on 
the articulation of material relationships.
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Fig 4.25. The Inscriber. Sketch on paper. Author’s own. (2019) 
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Fig 4.26. The Inscriber. Sketch on paper. Author’s own. 
(2019) 
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Fig 4.27. The Inscriber. Sketch on paper. Author’s own. 
(2019) 
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Fig 4.28. The Inscriber. Digital Photograph. Author’s own. (2019) 
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Ref lect ions 

Advancing from the first two experiments, The Inscriber 
employs a more dynamic interpretation of the allegory 
as provocateur as a way of developing a more detailed 
experimental framework for the following design stages. 
The imaginative methods of Walter Pichler, as a key case 
study, further enhance the allegorical framework of this 
experiment. 

This experiment builds on the previous two, to further 
addresses Research Objective One and Two by 
interrogating the dynamic detail as a key generator of 
narrative meaning, and developing the level of drawing and 
craft as immersive experimentation. Unique and complex 
casting methods were used to achieve a more provocative 
concrete form, integrating in-situ steel structure allowing 
it to be suspended from a curved metal arm and balanced 
by the counterweight at the rear of the object (Fig 4.28 and 
4.48). These compositional decisions were the product 
of swift drawing investigations which rapidly discovered 
potential solutions for the artefact. The swift experimental 
sketch is the enabler of a more decisive mode of drawing 
discovery. This experiment, like the previous two lacked 
the implementation of carefully articulated drawings that 
bridge the void between abstract sketching and a definitive 
three-dimensional model. A closer, increasingly iterative 
relationship between sketch, drawing, and model would be 
advised moving forward in the following design stages.
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T H E R O O M

A Re-imaginat ion of  Spat ial 
Experience

The final experiment in this preliminary design 
stage is a culmination of the three previous 
experiments; The Nightstand, The Upright 
Chest, and The Inscriber. Not only does this 
final experiment integrate them directly, but it 
builds on their ideas and discoveries through 
re-imagined concepts, formalities, and scale. 
The final design experiment is titled ‘The 
Room’ as it simultaneously creates and closes a 
metaphorical loop within the preliminary design 
stage by bringing the three singular artefacts of 
the imagined room back together; curating them 
in relation to one another within a reimagined 
spatial scale—an immersive installation 
experience. 

The Room engages critical methods of hand 
drawing and craft as a way of exploring the 
key ideas and issues identified in the previous 
experiments. Hand drawing is used both as an 
experimental tool for speculation of form and 
composition, as well the correction and revision 
of workshop schematics in preparation for the 
construction phase (Fig 4.29 and 4.30). A more 
formal mode of drawing is implemented through 

͠

analogue and digital collage, used to speculate 
an increasingly definitive design outcome (Fig 
4.31 and 4.32).

The craft and making stage of this final 
preliminary experiment advances considerably 
on the previous experiments. Firstly, the scale 
at which The Room is conceived is totally 
re-imagined. Designed to be an immersive 
experiential artefact, the scale is scrutinised 
and re-structured in order to allow a spatial 
arrangement to occur, generating an imaginary 
site upon which the three previous artefacts can 
be curated (Fig 4.33 and 4.34). The resulting 
proportions of The Room enable it to be 
positioned within an existing architectural space 
in an attempt to allow viewers to engage in the 
immersive narrative qualities it seeks to possess.

Due to the scale of this experiment, an 
increased level of detail is enabled in the design 
conception and hand crafting phases. Building 
on the previous design explorations, the details 
are designed in reference to specific concepts 
formerly explored, seeking to address issues 
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of composition and allegorical identity which 
arose in the initial explorations (Fig 4.29 and 
4.30). 

Similar to the previous three experiments, The 
Room seeks to address Research Objectives 
One and Two, where the use of synecdoche 
in conjunction with immersive analogue 
design processes interrogates the way that the 
allegorical artefact can contribute uniquely to 
our understanding of program occupant, and 
spatial identity. Additionally, this experiment 
seeks to address Research Objective Three: 

RO3: To investigate how curating architectural 
fixtures and fittings can enable metaphorical 
ideas to be experienced as a narrative conveying 
important interpretations about program, 
occupant and spatial identity. 

This final experiment brings the three previous 
design investigations together into one, 
examining the narrative potential of curating 
these diverse objects in relation to one another 
in order to advance the generative exploration 
of this iterative research. 
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Fig 4.29. The Room. Concept Sketch. Graphite on paper. Author’s 
own. (2019) 



91

Fig 4.30. The Room. Detail Drawings Pen on Paper. Author’s 
own. (2019) 



92

sexy sketch

Fig 4.31. The Room. Conseptualisation Drawings. Mixed 
Mediums. Author’s own. (2019) 
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Fig 4.32. The Room. Conseptualisation Drawings. Mixed 
Mediums. Author’s own. (2019) 
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Fig 4.33. The Room. Workshop Schematics. Author’s own. (2019) 
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Fig 4.34. The Room. Workshop Schematics. Author’s own. (2019) 
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Fig 4.35-4.43. The Room. Process Images and Drawings. 
Mixed Mediums. Author’s own. (2019) 
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Fig 4.44. Mark Making upon Metal. Digital Photograph. Author’s own. (2019) 

Fig 4.45. (overleaf) The Room, Front View. Digital Photograph. Author’s own. (2019) 
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Fig 4.46. (opposite). The Room, Side View. Digital Photograph. Author’s own. (2019) 

Fig 4.47. (above). The Room, Detail View. Digital Photograph. Author’s own. (2019) 
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Fig 4.48. The Insciber in The Room. Digital Photograph. Author’s own. (2019) 
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Fig 4.49. The Room, Detail View. Digital Photograph. Author’s own. (2019) 
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Fig 4.50. (opposite). The Room, Detail View. Digital Photograph. Author’s own. (2019) 

Fig 4.51. (above). The Room, Detail View of Counterweight. Digital Photograph. Author’s 
own. (2019) 
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Ref lect ions

The re-imagined immersive scale of this final 
experiment played a key role in the development 
of concepts and speculations presented within 
the initial studies in this preliminary design 
phase. Through iterative design drawing, issues 
identified in experiments one, two, and three 
are addressed and translated into increasingly 
evocative outcomes, further advancing the 
development of the research project. These 
issues include; the iterative relationship between 
drawing and crafted artefact, the capacity of the 
craft-based process to enhance synecdoche in 
an evocative way, and the ability of the artefact 
to contain the essence of the allegory. This final 
experiment addresses these issues by: increasing 
the significance and generative nature of the 
dialogue between the drawing surface and the 
making process; examining the potential in the 
crafted artefact, through drawing, to identify 
its evocative attributes; and collating the initial 
experiments as a curated experience in order to 
further convey important interpretations about 
program, occupant, and spatial identity.

Curating the artefacts within the spatial 
arrangement of another artefact of similar nature 

but differing scale, enables the four experiments 
to come into relationship with one another, 
adding layers of meaning to the experience. 
Danko writes:

Storytelling… is a creative process 
of selecting and organising chaotic 
events that enables us to discern how 
diverse elements come together to form 
meaningful experiences. (12)

In the same way, organising the ‘chaos’ of the 
singular artefacts in relation to one another is 
generative of provocative dialogues between 
the artefacts within their spatial arrangement—
an artefact itself by nature—further enabling 
meaningful spatial experiences. This aspect 
of experience combined with the immersive 
scale of the final artefact draws out nuanced 
detail within the intricate relationships between 
volumes and junctions—both material and 
immaterial—not unlike the nuanced detail 
within a page of fictional literary work. 
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Fig 4.52. The Room, Front View. Digital Photograph. Author’s own. (2019) 
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Conclusion

The Preliminary Design chapter summarises 
and critically explores 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. 

Iterative by nature, this body of work begins 
within the sketch and concludes with the artefact 
gesturing towards a dynamic motion or purpose, 
relational to the expressive and determined 
work of Walter Pichler. However, it doesn’t yet 
achieve this specifically through the meaningful 
detail. Remaining static, the purpose of the 
crafted detail remains principally in the realm of 
the imagined. In the first formal design review, 
held on the 24th of May 2019, this was the most 
prominent critique—that these artefacts yet 
reside within the realm of sculpture due to their 
limited ‘action’ and ‘purpose’. In the next design 
phase, it is advised that in order to advance 

the generative nature and narrative attributes 
of these artefacts, they must be given a more 
specific purpose in relation to the allegory; not 
simply as metaphor, but as an interrogation of 
the essence of their conceptualisation and craft. 
Incorporating an actively functional notion into 
the next design stage will play a crucial role in 
the design and crafting of artefacts that hold an 
innovative potential for increasingly concrete 
experiments, and engage more directly with the 
allegory of the Graveyard of Unwritten Books. 

These initial experiments have generated a 
sequential investigation into the narrative 
capacity of the uniquely designed artefact, 
providing an evocative framework upon which 
the following developed design stage can 
expand. This series of experimentation provides 
a foundation of immersive learning in the areas 
of iterative craft and drawing, enabling the 
developed design stages to become increasingly 
expressive, refined, and experiential. 
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Fig 4.53. WW. The Room, Front View. Digital Photograph. Author’s own. (2019) 
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