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Workshop Information 

Thematic Description 

Figure in the scope of this workshop is any subject who experiences and simultaneously manipulates the space around 
it. Figure, in our scenarios will be a human being. S/he will be the main interactor with the space that physically 
surrounds her/him and embodies or extends to alternate realities upon interaction. These interactions may also be 
defined as being in changing matter in between the real and the virtual where the Figure becomes a part of alternate 
realities. S/he may also be referred to as the User where necessary.  

The workshop is the first of three installments devised around the theme of sentient space. The three installments are 
inspired by the structuring of the treatise by Etienne Bonnot (L’Abbé de Condillac). The treatise is a philosophical text 
from 1754 where Condillac dwells on the notion of how knowledge builds up from sensations. In each section, a soul 
carrying marble statue is bestowed with one of the five senses, one by one. In the order of which senses are added to 
the statue, after smell, taste, hearing and sight, the last one to be added is touch. Touch enables movement and hence 
the distinction of self as a physical being separate from the physical environment. In the three thematic workshops we 
planned, the body’s capacity to move is to be ubiquitous, but other senses will be added one by one. The first 
workshop will focus on visual perception. The second workshop is planned to focus on sound and auditory systems 
whereas the third will focus on tactile qualities that involve somatosensory, vestibular and proprioception senses. 

Space Perceived as Sensation 

Walter Gropius (1962, p.30) states that “sensation comes from us, not from the object which we see. If we can 
understand the nature of what we see and the way we perceive it, then we will know more about the potential 
influence of man-made design on human feeling and thinking.” Our past experiences have effect on our sensations of 
an object. As such, there is both a deep connection and a tension between what a designed object, e.g. an 
architectural space, is intended to be in reality and the individual’s sensation of it, the illusion as Gropius calls it, and 
alternate reality as we would like to call it. 

Typically, the materiality of architecture exists in “atmosphere” which is, in Peter Zumthor’s words, “this singular 
density and mood, this feeling of presence, well-being, harmony, beauty… under whose spell I experience what I 
otherwise would not experience in precisely this way” (Zumthor, 2006, p. 2). A Figure’s experience of an architectural 
space relies on what s/he currently perceives within that space rather than just only what exists. This perception 
hinges upon the Figure’s very existence, the current atmosphere, and his/her sensation of the space as well as the 
materiality of architecture itself, encompassing the visual, acoustic and tactile qualities of the materials, and many 
others.  

“Bits are the new building materials” (Simisic, 2014) 

 With the proliferations of digital information / computational methods and integration of those with place making, we 
are experiencing the emergence of new kinds of sensations in the built environments and alternate realities. Thus, 
architects have opportunities to imagine / dream of new kind of spaces that may be composed of complex geometries 
/forms / images providing embodiment through interaction. This would not be possible before. Under regular 
conditions, the image in mind, “is a representation of the object perceived at the instant of impingement” (Smith, 
1971). However, basically immediately, this image is communicated to the brain where the registered form is 
interpreted (Norberg-Schulz, 1963, p. 45). By employing digital technologies and exploring sensory qualities of space, 
we can manipulate this interpretation. This manipulation through visual stimuli may also widen and enhance the 
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possibilities of interpretations of the registered and the unregistered image in the Figure’s mind. This interpretation 
and experience of the Figure is what we are interested in.  

In light of this new sensational potential, we identify the requirement to redraw the basic conceptual framework of 
architecture to accommodate the sensor-based qualities of materiality of interaction that the Figure would perceive / 
experience with. This workshop centers on visually perceived qualities of space and the sensations driven by these 
qualities. It involves designing, building, and installing devices and systems within a neutral space to manipulate the 
user’s visual perception of that space towards creating that particular experience. Here, the neutral space will be an 
empty volume of approximately seven cubic meters defined by using floor-length textile draped around a hoop hung 
from the ceiling.    

The method of tutorial 

The workshop is designed as follows. The first phase is theoretical. Students will be given a lecture on computational 
design and digital materialisation, with a focus on the concepts and methods relating to their prospective design and 
production processes. Then, they will be provided with a structured tutorial session on the usage of the digital tools 
such as Rhino and Grasshopper to model their design. The students will then form groups of 2 or 3 to explore the 
possibilities of interaction that would help them to design the visual experience in ‘alternate realities space’ using 
Unity 3D and Vuforia plug-in. This session is more practical and starts with generation of form/ light/ shadow etc. using 
the tools and continues with series of experiments and analysis of the interpretations of the design. This phase involves 
pulling out the 3D model and converting it into the form of alternate reality using the augmented reality technology. 
Then constructing and materialization of the space will take place. In the final phase, the Figure will experience the 
space, and the materialization of the design idea will be tested. 
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Workshop Materials 

Students should bring the listed materials. 

• Personal computers, drawing and model making tools (measuring and cutting tools, adhesives, clamps, staples, etc.)  

• Below applications must be installed: 

o Rhino 6 (https://www.rhino3d.com/download) 90 days evaluation version exist.  

o Grasshopper (https://www.rhino3d.com/download/grasshopper/1.0/wip/rc) is free. 

o Unity 3D (https://store.unity.com/download?ref=personal) 

o Vuforia (https://developer.vuforia.com/downloads/sdk) for Unity 3D 

  

https://www.rhino3d.com/download
https://www.rhino3d.com/download/grasshopper/1.0/wip/rc
https://store.unity.com/download?ref=personal
https://developer.vuforia.com/downloads/sdk
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Workshop Schedule 

Day (DD/MM/YY) Activity 

Day 0    10.04.2018 Workshop Opening | Ice-Breaking Activities 

Day 1    11.04.2018 Design periphery: to create an alternate reality space – a neutral 

volume of approximately seven cubic meters - for the Figure to 
experience from within 

Day 2    12.04.2018 Design display: to create the display /or a reflective surface design in 

the neutral space (from mirror pieces, or metallic surface) 

Day 3    13.04.2018 Design experience:  to create the experience space using a 3D 

modelling software (using complex geometries- that would focus on 
emphasizing light-shade-shadow) 

Day 4    14.04.2018 Design virtual materiality: to convert 3D model into AR environment /  

or application of Kinect. 

Day 5    15.04.2018 Design production: to test the experience / 3D visuals / light, shadow 

etc. and to document it 

Day 6    16.04.2018 Design re-production: to test and re-test the design space / display and 

to document the improved experience  

Day 7    17.04.2018 Design final: to make the final amendments on design 

Day 8   18.04.2018 Exhibition | Workshop Closing and Certification 

Day 9    19.04.2018 Short trip to Cappadocia 

Day 10    20.04.2018 Cappadocia | Closing Party 

 

Additional Information and Resources 

  

 

Details of Organization Team (TOBB team will fill this part) 

(For further information and in case of any problem during the workshop please contact with MATERIART 
Organization Team.) 

Günsu Merin Abbas +90 536 495 17 98 gmabbas@etu.edu.tr 

Burçin Sönmez  +90 506 737 04 22  

XXXXX 

XXXXX 

XXXXX 
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