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Ambition to learn via advanced technol
ogy has been the precursor for a muhitude 
of inventions and scientific discoveries. The 
physical ability to exceed limits of unprece
dented amounts has always challenged the 
existence of every human being. 

This challenge can be answered through the 
acceptance of change. When society hats 
been able to ac accept change, the resuhs 
lead to the ability to accelerate the process 
of development. Developing challenging ar
chitecture is a small norm comp^ed to the 
many conservative ideas that are liiiked to 
society's acceptances, however, with the 
goring existence of advanced technology, 
architecture will be at the fore fi^ont of the 
challenge to spawn acceptance and change. 
Architecture that serves as a virtual gate
way which links the past, present, and 
the technologically advanced future, can 
be achieved through adaptive transfor
mations of phenomenological experi
ences, creating an architectural interac
tion of change, acceptance and enhanced 
reality. 
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three gen^atiatis of miners 
illustration fitmi: 
\vww.cohunis.ohio-state.edu/history/projects/lessons_US/Gilded_Age/Coal_niining 

The adaptive reuse of Thurber Coal Mine 
will be a technologically advanced museum 
that is to virtually enhance sensory percep
tion and phenomenological experiences. 
The existence of this mUseUm provides the 
vehicle to address the demands of the thesis 
statement in creating an architectural gate
way. 

the Thutber Coal Mine V.E.S. {Virtual-
Enhanced Sensory) Museum will feature 
state-of-the-art technological advancements 
in 3-D holographic video image regenera
tion. These exhibit systems are adapted to 
emphasize the genealogical research process 
and virtual interpretation of past, present, 
and future generations. There is also an 
emphasis on immigrant family lineage em
ployed throughout the American coal min
ing districts of late 1800's and early 1900's. 

The reason for choosing the Thurber Coal 
Mine in Thurber, Texas is due to the inte
gration of the site being a historical prece
dent of advanced technology for its time 
and the presence of a strong cultural link to 
the immigrant workers in the coal mining 
industry. 
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Theoretical Background: 

Phenomenology: 

The basis of phenomenology is de
fined in The Encyclopedia of Philosophy as 
"/A^ science in which we come to know 
mind as it is in itself through the study of 
Ways in which it cppears to us." i. 
Webster's Dictionary describes this term 
as:" a method of arriving at absolute 
essences through the analysis of living ex
periences in disregard of scientific knowl
edge." 2. 

Within these two definitions, lies the 
connection to creating an experience 
through a means of enabling the mind to 
recreate facts and actions of any given time. 
This ability to create a phenorrtenological 
experience is therefore dependant on the 
ability to stimulate the mind. The ability 
must enhance the mind to hone into the 
process of collecting details such as action, 
emotion, and sensation. These are the de
tails which are the key factors to stimulating 
the mind's recollection. 

abandoned cogwlieels 
Anthracite Giosts. Dintonan. p 20 
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multiple tq>ples over mine ̂ aft 
illustration firm: 
www.cxAunw.ciuo-state.edu/history/projects/lessonsJLIS/Gilded_Age/Coal_mining 

The process of a phenomenological 
experience has two main parts: actions of 
consciousness and objects of conscious
ness. Actions include perceiving, thinking, 
and desiring; while objects include material
ity, ideas, and wishes. The rdationship be
tween these two elements of experience is 
called intentionality. 3. 

Intentionality is described by '"the 
result of essences which are intuited as the 
result of exemplary reflectiorC\ 4. The pro
cess of intentionally creating an enhanced 
experience will result in a phenomena which 
reflects and calls upon r^nembering all pre
vious experiences. This experience becomes 
intentional reflective thinking. 

Reflective thinking is achieved 
when the thought process is fi-eely com
bined with the ability to connect actions and 
objects of our consciousness. The result is 
an image of an existing phenomena and a 
means of recreating reality. This process 
can be linked to any given phenomenologi
cal experience which can be created 
through architecture. 
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.^iii^^k^: 

burned down collier remains 
Anthracile Cawsts. Dinteman. p 75 

Marco Frascari applies a notion that: 
''Architecture is a kind of corporeal time 
machine where the past, present, and fu
ture are related architecturally through 
memory." 5. 
This notion is understood that architecture 
plays a vital role of the phenomenological 
experience through the buih environment. 
In accordance to the builit role, architecture 
can also creaites a mental! reality of recollec
tions and reflective experiences, which in
cludes emotions, thoughts, wishes, ideas, 
and desires. Thus, architecture provides the 
ability to create actions and objects of con
sciousness. This phenomena is intentional 
for the mind to create realilty. 

The intent to use architecture to ex
pand our experiences towards a high^ level 
of cognition will prove to be vital to our so
ciety. As we create and adapt to the in
creasing demands of advanced technolo^, 
we most rely on truthfiji precedents of a 
built knowledge. Archit^ture allows a 
transformation fi-om reflective thinkimg and 
intentional actions to become a phenomeno
logical experience. 
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IsSMe; 

otie of the coal nune tipples at Thurber, Texas 
Soiithwest Collections Library, Texas Tech University 
Willie M. Floyd archive, 1939. 

Adaptive Re-Use: 
The tipple at Thurber Coal Mine has 

been a cultural and econortiical symbol of 
the late Thurber, Texas. The tipple provides 
a visual icon of strength and is an unforget
table structure related to industrial power. 
The tipple also reflects images of harsh la
bor and the subtle shadows of perished 
lives. It's purpose is simple, it is the artery 
that descends into and ascends out of the 
depths of the earth's voluminous coal 
mines. The tipple transcends into human 
qualities throu^ the many men and boys 
that rode within the confines of its cage, 
vanishing into the dank darkness of 
Thurber's coal mines. 

The people of Thurber are currently 
interested in creating a museum that ad
dresses the historical value that the town of 
Thurber held during 1880-1930 era. Along 
with their ambition is the desire to rebuild 
existmg buildings that once were standing 
and had Significant value to the context. 

11 
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AdaJJtive re-use recognizes the psy
chological need for such rebuilt structures, 
however, adaptive re-use also accepts the 
need for intuitive representations of existing 
structures. In the adaptive-reuse process, 
the ability to change existing structures can 
either be to keep similarities to the existing 
precedents, or it can be to radically change 
the dynamics of the existing structures into 
interpretive reflections. 

hun\K-mK 

CaStlevecchio Museum extmor 
Carlo Scarpa. Tasdiai. p 72. 

Case Study 
Castelvecchio Museum 
Verona, Italy 1956-1964 
Carlo Scarpa 

Castelvecchio Museum is consid
ered one of the greatest pieces of adaptive 
re-use in modem architecture. Italian archi
tect Carlo Scarpa, created a template for 
architects to learn the many aspects of 
adaptive re-use architecture. "Scarpa was 
more interested in historical transparency 
than in the theory of restoration; he wanted 
to make history come alive by a well-
ordered juxtaposition of the fragments." i. 

12 
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selected images (rfCastleveodiio Museum 
Carlo Scarpa. Taschai. p 74-83 

Scarpa's architecture is based on 
juxtaposition. His dialogue can be ex
pressed as a materials palette that has been 
taken fi-om diflFerent historical eras. He uses 
each of these elements in collaboration to 
develop a dialogue that is true to the theory 
of adaptive-reuse. 

The pictures at the left exemplify his 
palette of materials and displays the materi
als as being a juxtaposition of a historical 
dialogue. The facade of the museum is a 
collection of windows that relate to the in
terior spaces and not the exterior. 

The arched doorway leads into the 
great courtyard where the statue of Can-
grande della Scala is honored, a whole par
tition of the barracks was removed to create 
the interconnection of spaces. Scarpa em
phasizes this interconnection of historical 
eras to show the structure of the building. 
This openness is a synthesis for the 
whole structure. 

Within these examples lies the avail
ability of architecture as being an experi
ence of time and creating a sense of place. 

AMrTlv^^^(l/c 
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Design Response: 

New architecture accepts a certain 
level of respect fi-om the preceding existing 
structures. This level may be underlying in 
the design theory or can be physical in the 
similarity of stylistic impressions. 

The approach of adaptive re-use 
will be addressed by re-creating a subter
ranean space similar to a coal mine. The ar
chitecture design will then be "adapted" to 
its environment, re-using certain construc
tion techniques and design parameters. 

The V.E.S. Museum will be a radi
cal change to the existing conditions and be 
a dynamic interpretation of Thurber's his
tory. 

AbAFTIVC-nW/C 
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illustration designed by author 

Issue; 

Perception: 
"'A 4istiriction should be made between 

signs and symbols: the equations and acronyms 
•which scholars use to facilitate urtequivocal mean
ings in conversation should more appropriately be 
called signs, while insignia, shrines, art and archi
tecture, myth and metaphor, should be regarded as 
symbols. The former can function -with Just the 
sensory-motor or rttechanical capacities ofhuman-
ness, the latter point beyond themselves, and ap
peal to imagitttttion, intuition, memory, as well as 
to intellect.... symbolic transformations are 
the stufT of human creativity." 6. 

The quote above refers to architec
ture as a perception through symbols and 
signs. Architecture can relate as symbols 
and signs through culture, sociology, eco
nomics, psychological, physical, and many 
other parameters. This perception that ar
chitecture produces is seen in a bias accord
ing to the user, owner, producer and other 
roles of society. Thus, it is extremely im
portant that the architecture represents the 
myriad of ideals and aspects that can be as
sociate with its existence. These ideals are 
addressed through several factors, however, 
the most important factor is objectivity. 

- ' ^ 
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Maslow's Hierardiy of Needs Pyramid 

Objectivity is perceived by individu
als on different levels according to the hier
archy placed upon the objective's needs 
base. The needs base is divided by the indi
viduals personal attitude towards objects of 
multiple range. 

To clearly define this process, 
Maslow*s Pyramid divides an individuals 
hierarchy of needs. The objects must fall 
into one of the existing categories and coin
cide with objects that address needs fi^om 
several standpoints of the pyramid. In re
sult, the perceived objects can be broken 
down into elements of hierarchy and also 
address the notion of perceiving as being an 
overlapping process. 

In architecture, the process is very 
similar. All elements of architecture address 
one or several elements depending on the 
hierarchy placed upon them. Architecture is 
a compilation of parts to a whole. It is a 
perceived experience by ways of several in
fluencing ideals, substances, biasesj, materi
als, philosophies and physical traits. 

r^nc^riion 
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Case Studies: 
1. Chiat Day Advertising Group 

Venice, California 
2. California's Aerospace Museum 

Los Angeles, California 
3. Schnabel House 

Brentwood, California 
Frank O. Gehry 

The selected case studies are all de
signed by Frank O. Gehiy. Each one has a 
UiMque quality that is surreal and imagina
tive at the same time. The ability to create 
architecture that is perceived as a structure 
of the activities that are inside the space can 
be a tricky juxtaposition to our perceptions. 

In the case of the Chiat Day Adver
tising building, the initial response to seeing 
the binoculars is that the buildings purpose 
serves as a visual store or a commercially 
suave approach to selling eyewear. How
ever, the building is not that at all, in fact it 
is the headquarters for an advertising firm. 
In this example, our perception is not true 
to the facilities function. 

Rne^rrion 

U 

exterior photo of Chiat Day Advertising conpany, Frank Gdiry 
Sdmabel Ifouse. Steele, p. 14 ^ ,̂, 
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Case Studies:(cont.) 
2. California's Aerospace Museum 

Los Angeles, California 
3. Schnabel House 

Brentwood, California 
Frank O. Gehry 

The Aerospace Museum is easily 
perceived as being a facility type that its 
perception displays. There are no questions 
about the facadb as being symbolic through 
form and fiinction to emphasize the struc
tures use. 

On the other hand, like the Chiat 
Day Advertising Headqu^ers, the Schn
abel House can be perceived as a possible 
resort or a contemporary planetarium. Re
gardless of its facade, perception is what 
society relies on connecting objects and 
forms that are built for a myriad of uses and 
users. 

Therefore, our perception can be 
manipulated through a combination of sev
eral ideals that meet our needs, architec
ture can be used as the built representation 
of changes in the constructed context, an 
environment of signs" %. 

r^nccnion 
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m. 

selected photos of Frank Gdiry' s work 
Sdinabel House. Steele, p. 15, 27 
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image of proposed interior gallery space 

Design Response: 

The Thurijer Coal Mine V.E.S. Mu
seum will be creating a perceived place that 
was once existent. The Museum will have a 
combination of materials and technology 
intertwined together to enhance the per
ception of a facility designed for a place of 
interactive learning. The emphasis will be 
the interaction of socialization on varying 
levels of knowledge. 

The perceiver will create their own 
environment by enabling a collision of the 
advanced technological world of dream 
state, imagination and wishes with the sym
bolic and objective consciousness of the 
present state. 

r^R^crTion 
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architecture Which has become physical and psychological images to society 
Orb "Orblivion" ; compact disc art 
Island Records, 1997 

Issue: 

Insertion: the attaching to or growing out 
of another part naturally. 9. 

The definition above is the literal 
definition of the word insertion. The mean
ing however can be abstracted to accept the 
terms of insertion to be freely expressed by 
a an architectural dialogue. Insertion is the 
inclusion of a bulk form into an existing 
context or structure that may presently exist 
or had existed once before. 

In the event that architecture suf
fices these criteria, the ability to insert ar
chitecture can be accepted as a duality of 
both physical and psychological. The expe
rience when architecture envelopes both of 
these terms is expressed as transforma
tion 

This process of transformation 
means architecture can ̂ ow out of the nat
ural foundations of the physical and pyscho-
logical constructs that are present in the 
context. The insertion of new architecture 
than follows these parameters as well as 
makes new ones. 
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Case Studies: 

Olivetti Store 
San Marco Piazza, Venice, Italy 
Carlo Scarpa 

The Olivetti Store is considered in
sertion architecture because of its ability to 
address both the physical and psycholo^cal 
terms of the existing context. Scarpa em
phasized the duality of commercialism and 
historical precedents that adhered to the 
building that physically occupied the space. 
The psychological parameters of "sense of 
place" were then Overlaid to establish a de
sign criteria which the new architectdre 
must abide by. 

The interior of the store transforms 
into a unique place that offers the viewer to 
establish the feeling of being inserted into a 
realm of historic precedent with the notion 
of oorranercial flair that is evident all around 
the space. Thus the store is insertal as a 
corner stone to serve the user and produce 
a new vocabulary of architecture. 

in/CHTion 

U 
1 

sdected images of Olivetti Store 
Carib Scarpa. Tasdhen. p90-95 
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Oita Convention Cekiter 
Oita, Japan 
Arata Isozaki 

selected images of Oita Convaiiion Center 
Arata Isozaki. GA Documsat Extra. p61-75 

The Oita Convetion CerAer is defi
nitely an expression of insertion. This enor
mous Convention Center is not only in
serted into the context of the urban fabric, 
but it creates a set of new parameters and 
places hself at the pinnacle of architec
turally doihinant structures. This marvel of 
a building is constructed to be a landmark 
for the event in Japanese history called 
'cybernetics'. Isozaki incorporated the 
buildings structure to read as a connection 
of a once popular 'soft' technology that is 
meeting its rival through 'hard' technology. 

He credits the buildings success to 
the 'symbol tower', which is really a curve 
of a sptere one kilometer wide, the radius 
reaching to the sea level. The monuraental-
ity of the tower gives psychological assur
ance to the city of its ever growing strength 
and vitality. 

mmm 
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Design Response: 

The response to the architecture is
sue of insertion is that Thurber Coal Mine 
V.E,S. Museum will be a landmark to the 
community and the surrounding context. 
The structure of the facility will be empha
size by creating a structure that had histori
cal precedents, yet will be abstract in its 
representation. The underlying theory of 
phenomenology still takes precedents to
wards the design criteria, however, the 
product of insertion will be emphasized 
through the physical structure of the mu
seum. 

The psychological parameters will 
be addressed by the museums interactive 
technology. Within the system, the facilities 
disljlays will create many holographic image 
regenerations of culture, people, and land
mark events that express the sense of place 
of Thuiiber. The combination of the exca
vated mine, the surface museum and the ap
plied technology throughout will be an ab
stract definition of architecture growmg 
from nature. 

iftKHTion 
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images of inunigrait coal miners 
The Kingdom of Coal. Miller and Sharpless. plSS, 211 

road map of Texas. 
Rand MdNally 1994 

Contextual Summary: 

During the late 1800's and early 
l900's era, vast numbers of Western Euro
peans immigrated to the United States in 
seardk o£the Americcm Dream. The major
ity of these immigrants found themselves to 
become laborers in the coal mines and rail
road companies scattered across the nation. 
These companies created the heart of the 
Industrial Revolution. 

Regional Pr(^le: (historical) 
Thurber, Texas, located 70 miles 

M ŝt of Ft. Worth on Interstate Highway 
20, became one of these areas of high con
centration of &n immigrant workforce. 
Thurber was once the largest town between 
Ft. Worth and El Paso during flie peak 
years of coal production among 1885-1927. 
At its prime in 1917, Thurber had over 
10,000 residents and was considered one (tf 
the most advanced towns of its time. The 
amenities that Texas and Pacific Coal Com
pany made exclusive to Thurber residents 
ranged fix)m gas-lifted paved streets, in
door electrical lighting, and standard 
plumbing. 

mv 
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piamreofThurtwr 
Labor Day parade 1907 

picture of smokestadc 

piOUlre Of Tlhurber rooftops 

Histano Thurber images: 
Scfllthwest Colleciions (Libiaiy, 
t e a s TedtiUtBvasity 
Willie M. Flc^a atdnve 

••Ji -".i-TTB*'*^* i ^ - . ; t i — ^ ^ = ™ , , ^ ^ ^ ^ 
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picture ofThuiiher, Texas-
present day. 1999 
photo by author 

The Texas and Pacific Coal Com
pany owned every buih structure of the 
town. With exception of three brick build
ings left, T & P completely dismantled ev
ery street pipe, gas-light, drainage culvert, 
and hundreds of miners houses. There were 
fifteen coal breakers and coal tif^le hous
ings, a dairy bat-ti, meat plant, skughter 
hOuse, three schools, lumberyard, band
stand, community recreation center, opera 
house, churches, stables, firehouses, and the 
list goes on. There are facts upon facts of 
historical events and people that fi-equented 
Thurber during its peak performance. 

Regional Profile: (present) 
Thurber, one of Texas' most pros

perous towns is now a ghost town. Upon 
the rolling hills of Texas' High Plains, the 
only reflections of this town rests in the few 
built structures that still remain in operation 
today, one restaurant, a convert^i ware
house, and the Thurber bridk smokestack 
that symbolizes this towns short-lived life. 
There are five residents that live within a 
mile or so of what used to be downtown, 
but the majority of residents moved earlier 
when the town no longer operated. 

'iT 
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iniuugrant map^ Gennan 

V^ 

V - a 
S M f < f- — 

itamigrant map- Iris9i 

ifnmigrant n^p^ Welsh 

r^" 

\ f 

iitnmigranti map- Scottish 

Cultural iProfile: 

The large communities of immigrant 
workers that inhabited Thutber gave 
Thurber a flare of culturalism, style atKl va
riety. Over fifi:een diflFerent coutrtries were 
represented within the community. Western 
European countries were predoniinantly the 
greatest influence of culture in Thurber. 
Italian, German, Irish^ Scottish, Welsh, 
French, and British were the primary labor 
force within the coal mine. Slavic and East-
em European immigrants came much later. 
With all the many different cultures com
bined in a small vicinity, activities of sorts 
were experienced. German weddings were 
cdebrated for days, and Irish walkes for the 
departed were celebrated for as long as two 
weeks. 

'We the Peofrte: An Atlas of America's Ethnic Divafsttv. Raad McNellv. 1989 pg, 39-51 
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picture of qpera Ihouse 

picture of Shake Salwon - Horshoe bar 

images from: 
Southwest Co'Uections Library: Texas Tech University 
Willie M. Floyd arrfiives. 1939 

The most famous cultural spots in 
Thurber was the Opera House, however, if 
asked a miner were the most famous i^ot 
was, without question, the Snake Saloon. 
The Saiake Saloon was home of the state's 
largest bar. Serv̂ lng over 150 miners at its 
famous Horseshoe Bar, the imMiogainy 
beaiiity was rumored to be over two train 
cars long, R^rettably, there are no remains 
of the bar to date after the close of the 
Snake during Prohibition in 1920. 
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Area and i^atursil Profile: 

I N V 1 

n ' f * 

picture of Thurber-present <iay 1999. 
iphotos by author 

Located 1100 feet above sea level, 
Thurber is nestled within the Central Brazos 
River Basin. Once a prime location for nô  
madic Native American Indian tribes such 
as the Conaandie and Apache, soon devel
oped to be a thriving coal company town in 
the late 1880's. The site is clustered by 
"scrub" oak trees amongst the outcropping 
of shale and limestone rodk. The soil is pri
marily loamy and has very little topsoil. 
Mesquite trees are the prittimy tree, how
ever, there are larger broadle^ oaks scat
tered around the ghost town remnants. 

The animals indigenous to the area 
are: white-tail deer, opossums, raccoons, 
jack-rabbits, skunks and the occasional fox 
and coyote. Western diamond-back rat
tlesnake and the endangered Texas "horny-
toad" are the pritmary reptiles. Birds ranging 
fi-om scrub-jays, modking birds, cardinals, 
prairie-falcons, red hawlks, turkey vultures, 
white-winged Mexican doves, seasonal 
ducks and geese, and the roadrunner fre
quent the area. 

All varieties of fi^eshwater fish can 
be found in Thurber's "Big" lake. 
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Psychological Environment: 

pidture of coffin wagon used daily. 
Southwest Collections Library: Texas TediUniversity 
Willie M Floyd ardiive. 1939 

Thurber's psychological phenomena 
is a resuh of the natural, cultural, and pre\^-
ously buih environment. Of the hundreds of 
houses and faciMes that served the com-
murttty, only a handftil remain. The people 
of Thuiiber have all dis^peared and what 
now pervades throughout the whispering 
winds are the ghosts of a once flourishing 
town. 

Only the residents of Thurber's dis
tant communities gather aiMually to rekin
dle the past. Stori^ and pictures are all that 
is left to teach fiiture generations of a town 
that was far advanced for its time. 

High upon a hill rests a cemetery. 
Researchers are always spellbound by the 
percentage of the graves that were infmit 
and children. Living in a towii which had 
electricity, refiigeration and high living 
standards didn't account for the ominous 
toll aoKjng Thurber's young. 

A reminder always lurked in the 
depths of the coal mine, death was eminent 
to happen...any day, any minute, any ^c-
ond. 
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A VIRTUAL- E N H A N C E D S E N S O R Y M U S E U M FOR GENEALOGICAL R E S E A R C H 

Goal and Objective: 

picture of Thurbff miners in front of tipple 
Southwest Collectiotts Library: Texas Tedi University 
Willie M Floyd ardiive. 1939. 

The goal and objective of the con-
textiial program for the V.E.S. Museum are 
disciplined and regulated by the design the
ory issues. 

The primary goal of the V.E.S. Museum is: 
to be an architectural gateway which 
links the past, pres^it, and future |yy 
contextually creating a "sense of place .̂ 

Issues: 

The she of the facility has historical 
references to the phenomena of ghost im
ages The ghost images of historic architec
ture will govern the design criteria for the 
site. Image of the new focility does not have 
to mimic that of the previous building type, 
however, they will refer to them in a mor-
phosis of earlier usage to present and fijture 
parameters. 

i o 
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fe'^^ 

iktig/s of Ellis Island 
www.ellisisland.org 

picture of lintarior of Inundation Office prior to retoration 
Changing Places. Remaking Institutioiial Buildings. 
Sdineekloth.pg.189 

Case study: 
phenomena of ghost images. 

Ellis Island Natural History Museum 
Ellis Island, New York 

The history of Ellis Island is that it 
was the largest single area that immigrants 
came into America. Here on this island was 
buih a grand hall and multiple other facMi-
ties to house and collect information fi-om 
immigrants to allow them entrance to 
America. Several thousand were turned 
away, however, the majority of them were 
able to stay. The site is now a venerated 
memorial to all people of the world. It still 
captures the mind and soul of our present 
generation because the ghosts of our past 
¥v4ll alwa)^ watch upon us. 

Response: 

The architectural response to the 
ghost image issue will be that the facility 
will have certain im^es that are reminiscent 
of eariier Thurber. Parts ofthe site will be 
designed in effort to evaluate historical con
text and reference them into essences of ar
chitectural space. The site will lirik the spiri
tuality with the new architecture. 
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Issue: 

Interaction ofthe museum must be 
in conjunction with the flexibility that it 
possesses. As *'new bounds" architecture, 
The V.E.S. Museum will be at the forefront 
of interactive museum design. The addition 
ofthe museum to this area of Texas will no 
doubt be a landmark upon the site and its 
surrounding context. Therefore, the mu
seum must interact with the natural and cul
tural environment by creating a balance be
tween both design ideologies and be flexible 
to accommodate change for fixture use. 
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modd of steel Cloud design: Rashad + Couture 
A+U . Ardiitedture and Urbanism. April 1994. p 110 
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Case Study: 
Interaction & Flexibility 

Guggenheim Museum 
Bilbao, Spain 
Frank O. Gehry, 1997 

Unquestionably the world's most 
noted new architecture museum, the 
Guggenheim presents its history, culture, 
and abstract stoty within its forms, spaces 
and details. Overall, the museum is a monu
ment to the context of its site. Once a dock 
riddled with fisheries and boats, the site is 
now home to a new bread of emotional ar
chitecture. 

The interaction ofthe forms and 
their spaces are sometimes indefinable 
through words or pictures, however, the 
viewer feels a power of culture and natural 
elements through the use of materials and 
attention to details. The curved surfaces of 
the forms provide an adhered understanding 
to flexibility of architecture in motion. 

Throughout the whole facility and 
its contextual she, architecture reveals its 
true identity of elemental essence, it be
comes the embodiment ofthe experience 
and space. 
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Response: 

The V.E.S. Museum will address 
the balance of natural and cultural environ
ments by making available a palette of de
sign options. The museum will intermix vol
umes , spaces, natural landscape and a vari
ety of materials that respond to the flexibil
ity ofthe museum as being an interactive 
learning facility. 
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model of Steel Cloud desigti: Rashad + Couture 
A+U. ArdiitectureandUrbanism. ^ r i l 1994. pl30 
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cillm- bank p.62 

images from: 
Anthracite Ghosts. Dinteman. 1995 

collapsed mine p. 88 

Issue: 

Environmental impact ofthe coal 
ndining has been an issue fi"om the beginning 
of legislation during the Surface Mining 
Control and Reclamation Act of 1977. Pre
viously, there were no laws governing the 
impacts of mining operations. The Act was 
drafted to implement better safety and Site 
restrictions to limit effects of environmental 
impact fi"om the coal industry. 

Such environmental impacts may 
include: water quality J)roblems, heahh and 
safety problems, economic problems, aes
thetic problems, and land subsidence from 
the open mine below. 

Fortunately, Thurber does not have 
any ofthe problems listed above. The mines 
are back-filled and do not have any aban
doned openings or shafts. Texas and Pacific 
Coal Company filled the mines with leftover 
remains from the mining process before 
leaving the area. The majority ofthe re
mains that are above ground have been lev
eled so as to not create a mountainous culm 
bank. There are a few regions of left over 
coal dumps that are scattered throughout 
the site, however, they are not of high con
cern. 
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selected images of Nagi Museum of Contoi^orary Art 
Arata isozaki. GA Document Extra 05. 1996. p30-39 

Case Study: 
Environmental impact 

Nagi Museum of Contemporary Art 
Okyamd, Japan 
Arata Isozaki. 1994 

The museum is created for a perma
nent display of art. The artist and architect 
both share a commonality with their views 
upon the environment in which the museum 
was built upon The distant niountain range 
is the framed view while the small prosper
ous town is in the foreground. The collabo
ration ofthe two environmental aspects are 
never in competition of each other. It is 
with this understanding that the museum 
can then be an abstraction ofthe physical 
features ofthe mountain range and the 
town structures that surtound its context. 

The simplistic shapes govern the 
mind to relate to a higher order of under
standing. It is the primary volumes that al
low the viewer to abstract from their natu
ral context, a necessity of space which re
lates to the museum's shapes. The environ
mental impact upon the site is minimal and 
responds holistically to the context ofthe 
site. 
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Response! 

Thurber has been associated with 
being a town having a high standard of liv
ing. Even thoiigh the present state of 
Thurber is non-existent, the environmental 
impacts that the V.E.S. museum will have 
on the site will mirror those design issues of 
aesthetics which were adopted by the com
pany's value towatds the site's aesthetic 
quality. Care and respect for the environ
ment was taken into concern prior to the 
company's departure. 

The site has an abundance of natural 
and existent landforms that make the site 
unique. The response ofthe V.E.S. museum 
will be to enhance such environmental char
acters through accentuating these forms 
physically and schematically into the design 
ofthe facility. Architecture becomes the in
terlocking of forms and space within the pa
rameters ofthe natural context. 
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Site Analysis: 
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detail of topo map. 
Strawn East, Texas USGS, 1984 Edition 
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picture of site from 1-20 acess road 

The purpose for this section is to 
inform the reader the specifics ofthe site 
and how the design will address contextual 
issues with respect to geographic location, 
built, natural, and cultural environments, 
and psychological constructs. 

Location: 

thurber Goal Mine V.E.S. Museum 
Site is located ofthe east-bound access road 
Of 1-20 off the thurber exit, there is a small 
jeep trail which runs north and sOuth ofthe 
site and divides the site from New York Hill 
to the east. There are small cliffs that are on 
the perimeter of Small Lake. The site will 
include Small Lake and the bluffs. 

Built envirbnmertt: 

The are some existing structures 
which have historical value to Thurber. 
These structures are within the area ofthe 
site which will be part ofthe already pro
posed museum. The location of an actual 
coal mine shaft has not been located on the 
V.E.S. site, due to unavailability to contact 
land owner. 
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Thurber tipple 
Southwest Collections 
Library: T.T.U. 
Willie M. Floyd archives. 
1939 

Thurber Black-Diamond 
Southwest Collections Library: T.T.U. 
Willie M. Floyd archive 1939. 

young mule drivers 
www cohums ohio-state edu/history/ 
projects/1 essons_US/Gilded_Age/ 
CoalMining 

General Context Description: 

The tipple and collier that were 
erected at the opening of each boal shaft 
have been dismantled and removed by 
Texas and Pacific Coal Company prior to 
their departure from the site. Primarily, 
both structures were wood construction 
and had steel components within the con
nections of rooms and service areas. All 
structures were dismantled in pieces and ei
ther sold or retro-fitted for Other coal mines 
at a different site. 

The railroad tracks that served the 
ttioUth ofthe shaft have also been extracted 
from the surface. The cars were on a 
smaller gauge rail compared to the larger 
steam driven freighters. Each car could hold 
one to one and a half tons of coal and were 
pulled to the main shaft ofthe mine by ei
ther young boys driving mules or electrical 
pulleys. 

Thurber had its own small gauge 
train that would take laborers to and from 
their mines. The train was called the Black 
Diamond. 
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view of Thurber from south of warehouse 

typical executive house 

Snake Saloon- Horshoe bar 

m^^^-,.;.' 
« j « * i . ^ . i -

opera house 
all pictures from: 
Soutwest Collections Library: Texas Tech Univasity. Willie M. Floyd archives 1939. 

Thurber had 1314 houses that were 
buih for the laborers' and their families. 
Each family had electricity and all but 187 
of therti had running water. The executives 
and company men were accommodated 
with brick houses made from the Thurber 
brick kilns. 

Other structures to note were: 
Pump houses for fire suppression, cotton 
gins, stables, blacksmith shop, lumber yard, 
several warehouses, drug store, general of
fices, barber shop, dry goods store, bakery, 
shoe shop, grocery, cold refiigeration stor
age, ice plant, meat market, butcher shop, 
hardware store, fire station, power house, 
restaurants, dairy plant, train station, activi
ties pavilion, cemetery, several saloons, ho
tel, bandstand, clubhouse for lodges and 
unions, baseball park and grandstand, public 
school, parochial school, and three 
churches. 

Thurber competed with cities like 
Ft. Worth, Dallas, and Chicago; and it was 
a fraction ofthe size. Today, Thurber lies 
in the stories and memories of a vanishing 
generation. The ghosts are all that remain. 
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Performance Requirements: 

the performance requirements of 
the V.E.S. Museum will address the site to
wards the specific context issues previuosly 
described: 

the phenomena of ghost images 
interaction and flexibility with site 
environmental impacts 

Each of these issues will be ad
dressed with response in which the theory 
of phenomenology will be the underlying 
controlling factor ofthe performance re
quirements. m u 
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remnants of original New York Hill steps 

old madiine foundation next to abandotied mine shaft 

Issue: 
Phenomena of Ghost Images 

Performance Requirement 01. 

The phenomena of ghosts at 
Thurber are the Unks from the past life to 
the present. In order for the design ofthe 
site to relate such an emotiond phenomena, 
the site must keep certain details and physi
cal elements Untouched and undisturbed. 

The physical site where the museum 
will be located has the historical precedent 
ofthe town's existing structures. Certain 
sites where earlier building foundations re
main should be excavated and possibly 
memorialized. 

TncnoA^nA or 
qno/T \i\mu 
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old tipple design representation 

coal car representation 

Performance Requirement 02. 
The site will be a memorial to the 

Western European immigrants which com
prised the labor forces ofthe nation's coal 
mining industry and also the labor forces of 
Thurber, Texas . the location of certain 
memorial artifacts will surround the site of 
the museum. 

these artifacts may be representa
tions of: train coal cars, old tipples^ ware
houses, mule stalls, saloons and other buih 
Or physical structure which can be consid
ered symbolic. 

TncnoA^nA or 
qno/T \i\mu 
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flags for different countries 

L-j . 

signs or banners to represent different 
coimtries 

TncnoAcnA or 
mon \i\mu 

Performance Requirement 03. 
The inclusion of flags/ banners or 

some sort of symbolic representation will be 
located in the vicinity ofthe museum facility 
to honor the several different immigrant 
cultures. Symbols may also be sculpted 
earth or patterned ground cover. 

Specific symbols that represent cer
tain Western European countries will be de
signed and replicated as depicting ghost im
ages of ancestral lineage. 
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sculpture to represent imagery of immigrants 
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concept diagrams of light wells 

wind 

tonal lattice 

\VV\\\ water fountain 

vibrating / humming rods 

reflecting pool 

Performance Requirement 04. 
The physical manipulation of light, 

wind, and water throughout the site will 
enhance the phenomena of ghost imagery. 
The site will address each issue throughout 
the design phase ofthe site. 

Specific uses of light wells and 
shafts into the corridors ofthe museum will 
enhance the site and museum fecility. 

Enhancing the effects ofthe wind 
through grated slates or "tonal" latticing 
can manipulate sound and create imagery of 
ghostly souls that float by. 

The inclusion of water within the 
site design will link the use of water being a 
primary source for survival and working 
conditions. Immigrants crossed Over an 
ocean...visitors cross over a water way. 
Water was pumped from the depths ofthe 
mine to excavated the coal seam, likewise 
was it the cleaning agent for immigrants to 
rid them of lice and bacteria from the jour
ney. Water is a very important design el
ement. 

TncnoA^nA or 
qno/T lAAQC/ 
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berming of earth to create a barrier 

cutting back land for facility to be focal point 

Issue: 
Interaction and Flexibility. 

The performance requirements of 
interaction and flexibility within the site 
context will address the ability ofthe site to 
psychologically or physically interact with 
the visitor. 

Performance Requirement 01. 
The physical site ofthe museum 

must demonstrate a perceived interaction 
among the museum's built structure and the 
site's physical land forms. 

Changing ofthe physical land struc
ture to create different approaches to the 
facility will enhance the museums flexibility 
throughout the site context. 
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excavated soil to be used as site enhancing 
Performance Requirement 02. 

The excavated site will be flexible 
towards the museum facility's requirements. 
The existing coal mine will be exhumed to 
respond to the specifications of the mu
seum's buih program. 

The excavation work within the coal 
mine will be structurally dependent and re
spond in a physical form of stability while 
remaining flexible to the museum's require
ments. 

InKfiAaion 
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internal structuring and support for mine 

exhibit spaces will be 
interchangeable for 
flexibility ofthe museum 
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InKRACTIOn 
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diagram of sculpture garden 

diagram of veranda with terrace 

diagram of landscaping placement 

Performance Requirement 03. 
The site will create an architectural 

"sense of place" by allowing visitors to in
teract with the details ofthe site. 

Physical structures and modified 
landscaping will create contemplative areas 
for the visitor to interact. Each area will 
have an abstract representational theme of a 
certain culture or country. 
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diagram of contour changing 

diagram of canopy system 

Issue: 
Environmental Impacts 

All performance requirements are 
directed to sustain as little, if any, environ
mental damage to the existing site. The site 
can be manipulated for the program ofthe 
facility, however, care will be taken in all 
design decisions. 

Performance Requirement 01. 
Water run-off, drainage, and collec

tion must be addressed to keep water from 
disturbing the museum's ftmction below 
grade. 

Water can be diverted through 
means of changing contour lines ofthe site, 
creating a buih canopy, developing reflect
ing pools for storage collection, and chan
neling excess water via culverts, gutters, 
piping, etc. from the mouth ofthe under
ground entry. 
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diagram of monorail 

diagram of imderground tram systein 

Performance Requirement 02. 

Decreasing vehicular traffic upon 
the site will emphasize the site as being a 
pedestrian designed facility. This will also 
enhance the aesthetic quality ofthe site. 

Create a monorail system, or Under
ground tram to the parking facility away 
from the museum. Create a sub-level park
ing garage with separate programmatic 
specifics. 

CnvinonAcnTAL 
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diagram of sublevel parking facility 
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diagram of solar panel gain 

diagram of solar power capabilities 

diagram of wind device 

Performance Requirement 03. 
The site is primarily located in a 

temperate-arid climate, The ability to utilize 
solar and wind power will be cOst effective 
and also theoretically accepted for the ide
ology of an advanced-technological mu
seum. 

Solar panels will make up certain 
canopies or structiiral devices. The Wind 
devices can act as flanctional aesthetic 
forms. Solar technology development will 
minimize regular deficiencies in serviced 
output. 
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Facility Analysis: 

the theoretical construct of phe
nomenology is the underlying foundation 
for architecture being a virtual gateway. 
A buih facility that creates a phenomeno
logical experience can be as small as a se
cret renmssance chapel to the grandeur of a 
gothic cathedral. Both of these faciUties 
have their unique qualities to imprint the 
visitor with emotion and remembered expe
riences, yet both of them differ in size, 
shape, structure, volume, and a myriad of 
other aspects. 

No matter what the argument, both 
pieces of architecture become virtual gate
ways into the brain's sensory of recogni
tion. The remembered experience became 
phenomenological. It is the intent ofthe 
museums program to repeat this process. 
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A facility analysis of a museum can 
be gathered by personal or written experi
ences from a visitor which encounters and 
experiences architecture. Therefore, the 
program ofthe facility relies foremost upon 
the visitor's experiences. 

The visitor is the primary reason 
that museum architecture exists. The visitor 
brings with them personal hierarchical 
needs and at the same time represents a 
number in society's masses. Their unique
ness, when combined with others, creates a 
catalyst to combine all experiences into one 
holistic experience. It is at this point that 
the physical structure ofthe facility must 
capitalize on fihering the experience and ex
pressing it as a "sense of place". 

This expression can be achieved by: 
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demanding the facility program to 
address the necessities of the visitor, 
create a process of interactivity with 
the aid of advanced technology, 
and interpret the museum facility as 
an abstraction of an existing physical 
structure. 
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Facility Description: 

The Virtual-Enhanced Sensory Mu
seum is a museum that combines the histor
ical knowledge of genealogy and an ad
vanced technological holographic imagery 
system to create an interactive exhibit. The 
architectural aspects ofthe V.E.S. Museum 
will be its subterranean location. The theory 
of phenomenology is the precedents of all 
design decisions made. 

The V.E.S. Museum will have two 
buih structures, one at grade level for entry 
purposes and a larger facility, sub-level, 
where the majority ofthe museums activi
ties will be encountered. The sub-level 
space will be accessed through different 
shafts and different ascending and descend
ing apparatuses. 

There will be a number of interac
tive galleries which branch off the main ex
hibit hall. These galleries and anterior 
rooms will be where the visitor interacts 
with the holographic images. 

There will be several spaces which 
will be used for online research and exterior 
spaces which will enhance the museum ex
perience. 
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A VIRTUAL- E N H A N C E D S E N S O R Y MUSEUM FOR GENEALOGICAL RESEARCH 

Facility Sytithesis: 

The thurber Coal Mine Virtual-
Enhanced Sensory (V.fi.S.) Museum is at 
the forefront of museum design. It is a very 
new approach tO the typical adaptive re-use 
programs. The majority ofthe V.E.S. Mu
seum will be subterranean, similar to a coal 
mine, comfortably nestled underground in 
the excavated remains of Thurber's once 
most prosperous mineral. 

there are several instances of caves 
being retrofitted for museums, but there are 
only a few cases related to adaptation of 
coalmines. Miraculously, the physical pres
ence provided by the coal mine will enhance 
the "sense of place" phenomenological ex
perience, re^onding directly to the mission 
statement ofthe museum. 

Create a phenomenological expe
rience through responsive concern to the 
atmosphere of the visitor, the interaction 
of the visitor with advanced technologi
cal exhibit media, and the overall archi
tectural abstraction of the built form 
from its natural environment. 





A VIRTUAL- E N H A N C E D S E N S O R Y MUSEUM FOR GENEALOGICAL RESEAt^CH 

Goal and Description: 

The Virtual Enhancement Sensory Mu
seum is designed to facilitate the virtual gate
way that exists between generation time gaps. 
The primary goal ofthe museum is to adapt 
holographic image regenerating technology 
into the museum's program to facUhate ge
nealogical research. Why genealogy? The rea
son for genealogy is because answers lie in the 
details ofthe past. Most of these details are 
erased or forgotten through generation gaps. 
If it is possible to create a link of information 
into the past, then the existence ofthe present 
will enable us to predict the fiiture. This link to 
the fiiture lies in genealogical research...lot's 
of it. 

The present problem is that the mass 
amount of information that is actually existent 
is virtually inaccessible by standards of today's 
means. The information has not been easily ac
cessible primarily due to the fact that it hasn't 
been transposed into a mass reference media 
such as the Internet. Several web-pages and 
search companies have helped tremendously in 
the cataloging process. However, without 
fiill documentation being easily accessible, the 
truth of family lineage still relies in the ghostly 
records of transoceanic ship logs, company 
work ledgers, and decaying family Bibles. 
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image of holographic regeneration concept 

Holographic image regenerations 
are virtual images that can be created by 
several millions beams of laser light com
bined with compressed air particles to de
velop a 3-dimensional form. This technol
ogy presently exists only in a schematic 
phase. However, with ample research, fiind-
ing and increased technological advance
ments, it will be a common tool for the next 
generation. 

these virtual holographic image re
generations will allow the visitor to interact 
with all the human senses. The gateway of 
family lineage and genealogy will then be 
crossed via the threshold of these virtual 
forms. All virtual forms have an internal 
program which learns through association 
ofthe human visitor. In the event that a vis
itor speaks a different language than stan
dard English, all forms will be able to speak 
any language fluently, including regional di
alects from the base language. Such ameni
ties will respond to all visitors, regardless of 
speech barriers. 

A 
C 
1 
L 
1 

T 
Y 

60 



mw 
'sB9: 

^^^^^^psSP-";" ' ' 

; • : :^:^^^^5^^•^^:^ 

f^^i^i^^^i^:. 

* 



A VIRTUAL- E N H A N C E O S E N S O R Y M U S E U M FOR GENEALOGICAL RESEARCH 

Facility Organization and Layout 

outdoor pedestrian areas 

diagram of facility layout and spaces 

The V.E.S. Museum is a museum 
that will have several design concepts which 
are at the advancing edge of architectural 
design. The museum incorporates techno
logical descriptions that are not present at 
this time, however, will address them with 
applied knowledge in those fields. 

The organization ofthe museum 
spaces will initially start at the ground level 
entrance and submerge to the level of the 
main galleries located approximately the 
same depths ofthe existing coal mine. On 
the interior ofthe main galleries, niches, 
info kiosks, internet hubs, image regenera
tors, large exhibits, and public amenities 
will be organized in the sub-level sector of 
the museum. Administration and other pub
lic facilities will be located at grade. 

The parking facility will be away 
from the actual site and have a tram/shuttle 
service to the museum entrance. 

Surrounding the facility will be 
pedestrian gathering spaces, sculpture gar
dens, and contemplative spaces. 
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A VIRTUAL- E N H A N C E D S E N S O R Y M U S E U M FOR GENEALOGjCAL RESEARCH 

Facility Issiies: 

The V.E.S. Museum will respond to 
these architectural issues: 

The visitor which responds to the 
museum atmosphere and resources that are 
provided for their necessities. 

The interaction process of tech
nology in architecture, the process will 
be developed to facilitate a better learning 
environment as well as increase museum 
exhibit standards. 

The abstract interpretation of 
historical building precedents. The al
lowance ofthe new architecture to relate to 
historical precedents and be a separate in
terpretation with underlying theoretical 
constructs. 
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Issues 01: 
The Visitor: 

The Interactive Experience Model 

Authors, John H. Falk and Lynn D. 
Dierking, have thoroughly examined and 
addressed the visitors experience in their 
book, The Museum Experience. Within the 
analysis gathered, they have designed a 
model which represents the experience had 
by visitors, regardless of museum type or 
exhibit content. The model defines three 
factors that influence the visitor's experi
ence. 

The Personal Context is unique to 
the individual which includes personal inter
ests, motivations, concerns, and expecta
tions. 

The Social Context recognizes that 
most visitors come to the museum in a 
group atmosphere. Also, age and physical 
mobility are parts ofthe social context. 

The Physical Context is the setting 
which the visitor has chosen to enter. The 
physical context includes the 
"...architecture and feel ofthe building as 
well as the objects and artifacts contained 
within." 
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images from: 
Arata Isozaki. GA Docu-
mart Extra 05. 1996. 
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plans ofthe museiun p. 80 

Case Study: 

Domus: Interactive Museum about 
Humans 

La Coruna» Spain 
Arata Isozaka. 1995. 

The museum is an interactive mu
seum designed for the visitor to interact 
with the exhibit displays. The displays are 
specific to the human body and are related 
to all ages of visitors. Each kiosk and dis
play has a unique design for stimulating the 
interactive process. 

The spaces in the museum are con
tinual and rely on the movement ofthe visi
tor responding to a learning atmosphere. 

The materials are specific to the site 
and also have meaning in the content ofthe 
architectural spaces. They are used both as 
a guide to follow physically through the 
galleries and also as a theoretical founda
tion to the museum's intent. 
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interior view p,86 
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Response: 

The V.E.S. Museum will enhance 
the visitor's experience by creating an ar
chitectural "sense of place". This will be 
done by carefijl attention to design detail 
and location of spaces that enhance activity 
between the visitor and architecture. 

Materials will also be suggestive of 
space separation and theoretical content 
throughout the museum's design. 
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pictiu-e of concept model for library design- Rashad + Couture 
A+U Architecture and Urbanism. April 1994. p. 112 
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future world 
overan by droids 
and machines 

Hodeetts+Fung. 
Rizzoli. 1997.p70 

society uses technology everyday 
A+U Architecture and Urbanism 
Sept. 1992 
Helmut Jahn. p. 32 

Issue 02: 

Technological Interaction in Architec
ture 

The process in which technology 
interacts with architecture has many vari
ables in economics, client needs/wants, 
availability of products, and so forth. The 
increase in technology in architecture has 
made users of architecture to desire similar 
systems to be adapted to a variety of uses in 
other faciUties. 

The V.E.S. Museum will exceed the 
technological expectations ofthe user and 
be a magnet for the applied advanced tech
nology to be used in similar facility situa
tions. 

The use of several means of inte
grated technology will enhance learning 
methods and reduce the struggles ofthe la
borious and intense data collecting process 
that have been the stereotypical modes of 
research. 
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images from: 
Hodgetts + Fung. Rizzoli. 1997 
b.63,67 

Case Study: 

Architectural Exhibit for Technology 
World Financial Center 
Manhattan, New York 
Hodges + Fung .1992 

The architects developed a museum 
exhibit which its primary goal was to dis
play technology that influences architecture 
on a daily basis. Each exhibit referenced a 
part of our environment and expressed the
ories in how the technology plays a vital 
role in architecture. 

the exhibit represented these fol
lowing elements: 

temperature, decay, vegetation, 
earth, and sea. 

It is within these elements that we as a soci
ety strive to achieve a technical leverage. In 
all instances, architecture has achieved a 
buih and physical medium to our quest to 
stifle the above forces. However, each of 
these elements have prevailed. Regardless, 
our advancements in technology move for
ward. 
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Response: 

The V.E.S. Museum will create an 
interaction Of technology and architecture 
through the design. The structure ofthe 
museum will in itself present a technological 
advancement in building materials. 

The exhibit spaces will enhance and 
embrace technology by their spatial organi
zation and figuration. The museum will em
phasize these spaces with specifics to mate
rials and detail throughout the design. 
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Issue 03: 

Abstraction. 

Architectural abstraction has been 
used throughout history for a myriad of 
purposes. Abstraction is sometimes consid
ered an alter representation or indirect iden
tity of a known subject. Webster defines it 
as "... the act of taking away, formation of 
an idea apart from concrete things, situa
tions, etc." 

The abstraction of architecture will 
be responsible for addressing the theory of 
gateway architecture as being a tangible 
link to architecture that has already existed 
and now has disappeared. The 
"concreteness" ofthe built structures can be 
referenced by old pictures and written de
scriptions, however, the "sense of place" 
must be recreated through abstraction and 
phenomenological experiences. 

Ao/TRACTIOn 

F 
A 
C 
1 
:L 
1 

T 
Y 

^ M H 

^ j 

^ M H 

^•^^H 

renderings of Steel Cloud model- Rashid and Couture. A+U April 1994. p 108-135 
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Case Study 

Guggenheim Museum 
Bilbao, Spain 
Frank O. Gehry. 

The Guggenheim is an extremely 
complex building in both the physical con
structed sense and also in the abstracted 
sense. The Guggenheim can represent a 
muhitude of ideas and theories to any indi
vidual and visitor. 

Abstraction ofthe buih elements 
can be construed to be playful forms and 
interesting collaborations of thoughts. 
These forms also make strong reference to 
the site and its contextual surroundings. Lo
cated upon an old shipping dock, the mu
seum takes on forms ofthe water, boats, 
fish and other related concepts. These ab
stractions of certain specifics can give the 
building a vocabulary to be read by, and in 
the same nature, let the building be in a sep
arate vocabulary by itself 

^mmm\\ 
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selected images of Guggenheim Museum 
,\rdiitectural Record. Octoba-1997. p. 82-87 
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rendering of Steel Cloud model 

Response: 

The V.E.S. Museum will be disci
plined by site specific and theoretical con
structs, however, will also create its own 
palette of rules and vocabulary to be judged 
upon. The museum is considered an ab
straction of many disciplines and all of these 
combined will actually embellish the mu
seum to seek different interpretations across 
a wide spectrum of visitors. 
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Rashid and Couture. A+U April 1994. 
p 108-135 
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Spatial and Activity Analysis: 
_rti 

The information gathered and com
piled for this section is fi^om Museum's and 
Art Galleries, written by Geoff Matthew, 
along with excerpts fi^om Time Saver Stan
dards for Architectural Design. 

According to Matthew's division 
sections, the museum services and activities 
can be divided into four main categories-

Collections display and storage 
Public Services 
Administration 
Amenities and ancillary services 

Cfi 
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Collections display and storage: 
The exact content of all the exhibi

tions is not known, however, the collections 
will be housed and stored within the under
ground main museum location. All the arti
facts and relic pieces will be chosen for 
demonstrating the advancements of tech
nology and also have historical precedents. 

Exhibition HaUs: 25,000 nsf 
Participants 
Visitors, staff, employees 
Number of Users: 
1 to 200 
Activity: 
used to display artifacts, relics, antiques 
fi-om historical era 
Space Requirements: 
Space must be well lit both artificially and 
naturally to be able to read exhibit descrip
tions; create flexibility through materials 
palette,ceiling height will be larger than 20 
feet, circulation will be well marked and ac
commodate large crowds. Acoustical ab
sorption will be essential. 
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Adjacenov / separation: 
adjacept to reception, elevator lobby, main 
entry, interactive rooins 
Public / Private: 
very public 
Space Analvsis: 
Space should have quality materials and 
good directional lighting for exhibit dis
plays. The space should remain open and 
flexible for different exhibits to be dis
played. Space must be a starting and ending 
point for the cluster of galleries. 
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Exhibition Rooms: 8,000nsf 
Participants: 
Visitors, staff, employees 
Number of Users: 
1 to 20 
Activities: 
Space will be ancillary to the main exhibi
tion hall. These rooms have smaller collec
tions. 
Space Requirements: 
Space will have lower roof and task lighting 
directed upon the collections. Space will be 
acoustically quieter than main hall. 
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Adjacencv / Separations: 
Adjacent to main exhibit hall, adjacent to 
interactive rooms. 
Public / Private: 
very public 
Space Analysis: 
Space will be quieter than larger exhibh 
hall. Space will have semi-enclosed spaces 
off main corridor to allow individual obser
vation. 

Workshop 5,000nsf 
Participants: 
staff, employees 
Number of Users: 
I to lO 
Activities: 
Space will be used to repair, fix, and aher 
any exhibits; as well as have in-house main
tenance operations. 
Space Requirements: 
Space will have certain hand tools, com
puter software/ hardware and laser systems 
electric parts, along whh highly-technical 
machines to facilitate the operation ofthe 
museum. 
Adjacencv / Separations: 
Space will be separate from all exhibit ar
eas, adjacent to loading areas, fi-eight eleva
tor and exterior service areas. 
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Public / Private: 
private 
Space Analvsis: 
Space will be acoustically sound proof and 
located at grade level. The space will be se
cure from the public. 

Permanent Storage 5,000nsf 
Participants: 
staff, employees 
Number of Users: 
l t o 5 
Activities: 
Space will be used to store collections that 
are not on display. 
Space Requirements: 
Space will be accessible for conservation 
work. Space must be secure from public. 
Adjacencv / Separations: 
Space will be adjacent to main office, load
ing dock, and freight elevator. 
Public / Private: 
private 
Space Analvsis: 
Space will have a computer monitored ther
mostat to control temperature/ climate fluc
tuations. Facility will have large volumetric 
storage space and circulation for the effi
ciency ofthe workers. 
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Temporary Storage 3,000nsf 
Participants: 
staff, employees 
Number of Users: 
1 to 5 
Activities: 
Space will be used to load, unload, pack 
and unpack all exhibition materials. 
Space Requirements: 
Space will be accessible fOr conservation 
Work- Space must be secure from public. 
Adjacency / Separations: 
Space will be adjacent to main office, load
ing dock, freight elevator, and permanent 
storage. 
Public / Private: 
private 
Space Analysis: 
Space will have computer monitored ther
mostats to control temperature/ climate 
Space Avill have large storage facilities and 
circulation for the efficiency for the work
ers. 
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age rooms will share a small office 
space. 
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Piiblic Services: 
Public services consists of information, edu
cation, research and library, and other asso
ciated activities. 

Reception Area 5,000nsf 
Participants: 
Visitors, staff, employees, all 
Number of Users: 
1 to 200 
Activities: 
Space will be used to obtain information on 
how to use the research facility. Waiting, 
entering, leaving, conversational. 
Space Requirements: 
Space will be large, open, and flexible. 
Light will have adjustable levels fi"om both 
incandescent and natural clerestory or light-
shelf Space will have easy circulation and 
paths well defined by the change in surface 
materials. 
Adjacencv / Separations: 
Space will be adjacent to main office, en
trance, tram/shuttle drop, elevator core, 
public amenities, and exhibition hall. 
PubUc / Private: 
very public 
Space Analvsis: 
Space will have large spacious volumes, 
light levels of varying degrees, an array of 
natural and synthetic materials, interior 
plantings, and an interior/ exterior space. 
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Interactive Laboratories 30,000nsf 
P^icipants: 
Visitors, 
Number of Users: 
1 to 200 
Activities: 
Space will be used to obtain information on 
genealogical research .Learning and inter
acting with exhibit. 
Space Requirements: 
All laboratories will be defined by exhibit 
interaction. Space will have easy circulation 
and well defined paths. Full sensory adapta
tion will be possible. 
Adjacencv / Separations: 
Space will be adjacent to main exhibition 
hall, and smaller exhibit rooms. 
Public / Private: 
very public, public-private, very private 
Space Analvsis: 
Space will have fully adaptable sensory vol
umes amongst an array of materials and 
other technological advancements. 
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Administration: 
The administrative activities are those 

that pertain to the business fiinctions ofthe 
museum. 

Director's Office 600nsf 
Participants: 
Director 
Number of Users: 
2 
Activities: 
Space will be used for director and secretary 
to conduct business and to oversee the effi
ciency ofthe museum. 
Space Requirements: 
Space must have no less than 200s.f/person 
for director and secretary to conduct individ
ual business as well as oversee museum busi
ness. Natural and artificial lighting will be ad
justable and exterior views are essential. 
Acoustic barriers will be installed. 
Adjacencv / Separations: 
Space will be adjacent to entrance and located 
either at grade or sub-level. 
PubUc / Private: 
very private 
Space Analvsis: 
Space will have fijU electronically adaptable 
sensory volumes amongst an array of natural 
and synthetic materials along with other tech
nological advancements. The office will inter
act with the director as seen fit. 
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Marketing Office SOOnsf 
Participants: 
staff, employees 
Number of Users: 
l t o 5 
Activities: 
Space will be used for staff to market activ
ities and design graphic advertising. 
Space Requirements: 
Space must have no less than 85s.f/person 
for staff, inclusive of furniture and office 
supplies. Natural and artificial lighting will 
be adjustable and natural environment is 
necessary. Exterior views are necessary and 
acoustical barriers are essential 
Adjacency / Separations: 
Space will be adjacent to entrance, direc
tor's office, reception/lobby and located ei
ther at grade or sub-level. 
Public / Private: 
private-public 
Space Analvsis: 
Space will have full electronically adaptable 
sensory volumes amongst an array of natu
ral and synthetic materials along with other 
technological advancements. The office will 
interact with the staff as seen fit. 
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Conference Room 2000nsf 
Participants: 
staff, employees 
Number of Users: 
l t o l 2 
Activities: 
Space will be used for staff to have meet
ings, presentations, and social gatherings. 
Space Requirements: 
Space must have no less than 85s.f/person 
for staff to lounge, converse, and present. 
Natural and artificial lighting will be ad
justable and natural environment is neces
sary. Small kitchenette, vending machines, 
and restrooms. Exterior views are optional 
and acoustical buffering will be essential. 
Adjacency / Separations: 
Space will be adjacent to entrance, direc
tor's office, reception/lobby and located ei
ther at grade or sub-level. 
Public / Private: 
private-public 
Space Analvsis: 
Space will have full electronically adaptable 
sensory volumes amongst an array of natu
ral and synthetic materials along with other 
technological advancements. The space will 
interact with the staff as seen fit. 
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Security / Climate Control Room 
SOOnsf 

Participants: 
staff, employees 
Number of Users: 
l t o 3 
Activities: 
Space will be used for stê ff to control cli
mate and security throughout the museum. 
Space Requirements: 
Space will have security measures also. 
Adjacencv / Separations: 
Space will be adjacent to entrance, direc
tor's office, reception/lobby and located ei
ther at grade or sub-level. 
Public / Private: 
private-public 
Space Analvsis: 
Space -will have fiill secured amenities and 
can be overridden in emergencies. 
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Amenities and Ancillary Services 
These spaces are what support the 

overall operation ofthe museum. 

Entrance/ Lobby and Circulation 
10,000nsf 

Participants: 
visitors, staff, employees, all 
Number of Users: 
1 to 250 
Activities: 
Space will be used to orient and facilitate 
visitors throughout the museum space. Di
rectional choice will be given to the visitor. 
Space Requirements: 
Space will have large volumes to acquire 
for large crowds, create a corridor of move
ment, and decrease congestion within the 
museum. 
Adjacencv / Separations: 
Space is adjacent to all other spaces. 
Public / Private: 
private-public 
Space Analvsis: 
Space will have a variety of natural and syn
thetic materials, adjustable natural and arti
ficial light levels, and other sensory embel
lishments considering location of space. 
The space will also have information 
kiosks, and an exterior sunroom for relax
ation. 
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Cafe and Gift Shop 8,000nsf 
Participants: 
visitors, staff, employees, all 
Number of Users: 
l t o25 
Activities: 
Space will be used to the sale of merchan
dise related to the museum's program. 
Space Requirements: 
Space will have items and paraphernalia as
sociated with the museum. The shop will 
have approx. lOOOs.f for expansion on sea
sonal items. The space will have a small deli 
and cafe combined. Views will be deter
mined by location of space. Acoustical 
buffering will be required. 
Adjacency / Separations: 
Space is adjacent to entrance/ lobby and ex
hibition hall and outdoor spaces. 
Public / Private: 
public 
Space Analvsis: 
Space will have a variety of natural and syn
thetic materials, adjustable natural and arti
ficial light levels, and other sensory embel
lishments considering location of space. It 
will have an exterior portion. 
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Square Footage Summary: 

Total Square Footage 

Collection Display/ Storage 44,000s.f 
Public Services 

35,OOOs.f 
Administration 3,900s.f 
Amenities/Ancillary Services 18,000s.f 

I00,900s.f. 

Usable Square Footage 
(Total Square Footage x 1.3) 
Collection Display/ Storage 57,200s.f 
Public Services 

45,500s.f 
Administration 5,070s.f 
Amenities/ Ancillary Services 23,400s.f 

131,170s.f. 

Gross Square Footage 
(Total Usable Square Footage x 1.2) 
Collection Display/ Storage 68,640s.f 
Public Services 

54,600s.f 
Administration 6,084s.f 
Amenities/ Ancillary Services 28,080s.f 

157,404s.f. 
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Process: 

-Identifying and Addressing Program Issues 

-Response to Design Review Criticism 

-Changes in Program or Approach to Design 
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Identifying and Addressing 
Program Issues 

The issuis of Adaptive Reuse, Percep-
tien and Insertion were addressed during the 
entire design process. 

It came to my attention early on in the 
diiigfl phase that the Adaptive Reuse issue 
weuld have a similar impact which was stated 
in the program. The coal tipple became one of 
th@ leading schematic design structures that 
wai consistent diroughout the whole design. 
The approach towards re-creating the coal mine 
through historical research stayed prominent 
throughout the whole design as well. 

The issue of Perception was one ofthe 
leading issues in the schematic design phase. It 
was \sry important to mcorporate as many in
terpretations of symbolic "objectivity" through
out th© physical form and silhouette structure 
ofthe building. The building is a distinctly new 
and contrasting form to its contextual environ
ment and can be perceived as an object which 
creates a "sense of place". 

The issue of Insertion has been the 
most intriguing and most difficult because of 
the ability to abstract its definition. The defini
tion that I chose to work with was called trans
formational architecture. Transformational ar
chitecture was the governing design criteria 
and the museum design has always been con
sidered to be a landmark design. With this in 
mind, I truly strived to abstract the museum 
design to become a fi"ee interpretation by the 
user, owner and the context which it occupied. 

^ 
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Response to Design Review 
Criticism 

The response to the design reviews en
abled me to fully explore other design options 
and issues. The design issues which varied the 
most were the underground facility portion of 
the museum. Initially, die design started as a 
half-dome facility which had rooms attached to 
its interior perimeter space. (grajAicOi). 

After debating with the design ap
proach, die rooms were then moved to the exte
rior ofthe dome structure, (graphic 02). 

The design still lacked the intensity of 
the space created and therefore went through 
another phase of revisions. The third concept 
was by far the most dynamic concept. The 
rooms were wrapped around the perimeter of 
the half-dome structure as helix coils as they 
ascended to the top ofthe dome. The scheme 
was produced to emphasize the theory of inter
twining cultures into one gathering room. 
(graiAiic 03). 

The fourfli and final design phase was 
finally agreed upon by the advisors and myself 
The design utilized the interior ofthe dome 
space by increasing the volume to a 3/4 domed 
interior which became an auditorium space. 
The individual rooms were alleviated and 
therefore maximized the experience and the 
space by incorporating all the activities into 
one massive volume. (grai*ic 04). 
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Changes in the Program 
The changes made to the program 

were primarily the re-allocation of office 
spaces and the changing ofthe parking 
structure fi-om below grade to on-site. Cer
tain offices were combined and others were 
simply done away with. The restraining of 
vehicular traffic was obtained by berming 
the excavated soil to create a visual barrier 
between the museum facility and the park
ing lot. 
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Response: 

-Conceptual Basis of Your Design Solutions 

-Hierarchy of Spaces/Systems in Design 

-Controlling Factors Of Design 

-Most Compelling Aspect of Design 
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graphic 01 

Hierarchy of Spaces / Systems 
in Design 

The hierarchy of spaces is best de
scribed by the story of family lineage through 
generations. First, the entry to the facili^ is by 
way of an underground tunnel from the parking 
site. This is representational ofthe first genera
tion being solidly grounded and creates a foun
dation for the next generational movement. 
(graphic 01) 

The next space is the museum facility. 
The buih structure is penetrating the earth and 
at the same time bathed in light from above and 
fi-om the sides. The facility symbolizes the sec
ond generation coming to America and finding 
their dreams after intense work and determina
tion. Within this section ofthe facility, re
search is done fi-om the computer kiosks and 
archives can be viewed. Still tied to the old 
world, this second generation makes possible 
the third generation to "stretch" out and ex
plore their limits, (graphic 02). 

The third generation ofthe family is 
the third "section" ofthe museum facility. This 
section is comprised of a simplistic structure 
and is cat-walked to the elevator core. The 
choice for the transparent cat-walk is to empha
size that all of society is on display, regardless 
of race, gender, origin, etc. The cat-walk termi
nates at the elevator core with the intent that 
the museum visitors are to descend into the rest 
ofthe museum, (graphic 03) 

Section through site 
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graphie 04 

The fourth space in the museum is the 
underground facility. This space is the most 
important in terms of design and theory. The 
fourth generation is cyclical and must regener
ate knowledge, ethics, morals, and ideals that 
were precedents for generations before them. It 
is the "digging" for information and identity 
that creates this space. The space is enveloped 
with new technology yet governed by the pe
rimeter of old ideals. Throughout the ftieility, 
the domed structure is exposed while the coal 
mine shafts are enclosed within the confines of 
the earth. The mines' corridors symbolize the 
"roots" of our ancestors and surround all sides 
ofthe dome. Within the corridors are relics and 
ghosted machines of a working coal mine. In 
the large dome space, the holographic repre
sentations of ghosts are interacting with the rest 
o f t h e visitors, (graphic 04) 

The fifth space is created for observa
tion. This structure is cantilevered off the rest 
ofthe museum and is grounded through the 
elevator core. The physical form of this section 
is an abstraction ofthe pick axe. This form 
symbolizes how the next generation looks to 
the horizons and views life with a renewed pas
sion. Its direction is on a visual axis with the 
old ghost town of Thurber. As new generations 
look ahead, they should never forget their past. 
(graphic 05) 
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Massing model of site context and building shape 
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Controlling Factors of Design 

The controlling factors ofthe design 
are the issues which were addressed in the 
Process section. The design was created as the 
story of my lineage was more apparent to me. I 
had strived to find my family's past and wanted 
to trace as far as posiible where they had origi
nated. After finding eertain clues and links to 
unanswered questions, It became evident that a 
genealogical research facility like this was in 
great demand. I would like to say that it may 
some (ky be built, but the exhibit and display 
technology needs to be created first. 

The museum was to become a land
mark. Building mass and its abstract shape con
trolled the design. Different shapes and their 
physical context on the site were explored. Af
ter study models were built, the shape seemed 
to speak for itself. It was abstract and it sat 
within its context with authority and power. 
(graphic Ol). 

The underground facility is the "heart" 
ofthe facility. Controlled to create a space that 
addressed the existing coal mines as well as the 
new technology of our society, the design of 
this interior space became a tedious process of 
trial and error. The final design lied within the 
connection of old ideas and new methods, a 
cyclical idea that became a spherical shape. 
(graphic 02) 
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graphic 01 

Most Compelling Aspect of 
Design 

The most compelling aspect ofthe de
sign would be the abstraction ofthe pick-axe 
form. As equally appealing, the underground 
domed structure is also a compelling design. 
Both of these forms came after several design 
schemes and sketches and yielded the most 
thought process while creating, (graphic oi) 

One compelling aspect is the historical 
precedents which controls the sites context. 
Throughout all the books and historical docu
ments researched, I feh that the ghost town was 
very importint in the stories which it held and 
the people that once inhabited this area. The 
history of Thurber became a key aspect with 
the rest ofthe design. 

The other compelling aspect ofthe de
sign lies within the nature ofthe coal mining 
industry. An industry which is very labor inten
sive and also very committed to by the people 
who give their lives for it. Being a graphically 
stimulated person, 1 copied pictures and photo
graphs of machines, structures, mineshafts, tip
ples, maps, and most importantly the men and 
boys which "slaved" in the bows ofthe earth. 
(graphic 02) 
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Description: 

-Graphical Illustration and Description of 
Final Design 
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Perspective transverse section Sublevel axonometric 
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Concept sketches Ground floor plan 
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Structural column details 
Artifacts from site 
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Concept sketches 

Structural column details 
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