
'Schools began \Nith a n1at1 lder a tree, 

J man ;;vho df .~ l<~o~ he ~a;_ a • 1 i ---------
~eac er, d isc 111g r11s reallzat1or s with a 
=evv ott1ers v\1J10 id r1ot kr1ow tf1ey were 
,tudents. The -tuder~ts reflected o 1 tt1e 

~xchanges bef0~1~N~howl""r'lt•IOn. 
;,ood ,t \/\ as td ~1~1 p l&.J1ce ~1U · • 
nan. They is~1ed 1AVlsllfal-medl0 EduGgtfOnar Facility for Elementary Children 

iste11 to Sl cf1 a mar . or1, ti 1e r1eederl Master's Thesis by: 
J. Kyle Coker 

t d d .a.. f f' t Thesis Instructor: ;pa es iere ereC e atl l 1 lrS Prof. Michael Peters 

h ) · Th Thesis Advlsor: 
)C Q Q $ Caltle 1 ltO eXISterlCe. e Prof. BenShacklette 

le 



'Architecture is a dangerous 
profession because it is a 
poisonous mixture of impotence 
and omnipotence, in the sense that 
the architect almost invariably 
harbors megalomanical d reams that 
depend upon others, to impose 
and to realize those fantasies and 
dreams." 

- Rem Koolhaas 
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Preface 
Architecture has become an undefinable subject for 

me. As I have approached similar crossroads in my life times 
before, architecture always finds a way to recreate itself. 
When I began school, discovered the delight of design, had 
the fulfilling chance to study abroad, and now as I have 
begun this project, and with all the former of these, 
architecture has reinvented itself for me, which I am sure it 
will do again. 

From the first spark of interest brought, as my mother's 
hand led me through the surreal vaults of Kahn's Kimbell Art 
Museum, to my self-traverse of Gehry's mystical Guggenheim 
Bilbao at age 21, so much more has been taught to me by 
my first love, Architecture. And with this obsession I take the 
next steps of my journey, not knowing where they will lead, 
full of wonderment, still merely a ftedgling in this world of 
tomorrows. 

So indebted I would like to thank all that have stood 
beside me. My family and friends, most importantly my 
mother and father, my roommates of the pa~ t five years, 
Theta Chi Fraternity, the profound professors, the late nights 
of studio, visions of the balcony view towards the hills of 
Italia crowned by the Villa Rotunda, "Tuesdays, Thursdays, 
and Saturdays," and '~I That You Can't Leave Behind." 
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Thesis Statement: 

Facility Statement: 

Context Statement: 

Abstract 
Iconography can unite content and form to present a view 
of architecture that bears meaning. 

A pod elementary school, essentially a school within a 
school, combined with an interactive museum, for achieving 
visual learning and a better cultural awareness. 

The town of Mansfield, Texas is located in the southern core 
border of the DFW area and is surrounded by both urban 
and rural customs and a highly diverse population. In the 
area of the site is a number of residential areas, a civic 
complex, schools, churches, and a large strip park all within a 
112 mile. Also US Hwy 287 is within that distance, with two 
major arteries in the area, Broad and Walnut Creek. 

Scope of Project: This elementary school combined with an interactive 
museum will be a catalyst for a new type of education, 
focusing on all types of learning, conventional and 
unconventional. Creating a better cultural c1wareness within 
the community of the school will teach children at a young 
age to work together in all aspects of life, this done by 
education. 
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"If in fact the end of the nineteenth and the beginning of the twentieth 
century experienced the advent of the automotive vehicle, the 
dynamic vehicle of the railroad, the street, and then the ai~ the end of 
the twentieth century seems to herald the next vehicle, the audiovisual 
one. A final mutation: static vehicle, substitute for the change of 
physical location, and extension of domestic inertia, a vehicle that 
ought at last to bring about the victory of sedentariness." 

- Paul Virillo 
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What is Iconography? 

Iconography relates to the investigation of the meanings 
conveyed through the merger of content and form, reaching beyond 
the subject matter of a piece of architecture, and bearing in mind its 
cultural context and examining it as an idiom of its world view. Content 
is the subject matter of the architecture, extending beyond its 
appearance to a consideration of the architecture's place in time and 
culture, while form refers to shape, color, and texture in architecture. 
The ability to assess the content and form of an architectural element is 
the chance for one point within a plane to be the discovery and 
influence for all its surroundings, a reaction to the reactors. 

"Iconography is derived from the Greek words, eikon and 
srap hien, that is "image" and "writing." Therefore translated literally, 
iconography means "imagewriting" or "image describing." 
Iconography, then, is not primarily concerned with the attribution of II 
works of art or with their dating." (Straten, p .3) Every image is of equal 
significance in an iconographic investigation, whether artistically, 
culturally, or historically. 

Formally iconography is a systematic compilation of images 
expressed in a way so that a lesson can be interpreted by a person, 
either visually or literarily, and learned from in an abstract manner. The 
ideals of iconography can then lead to an exploration of the influence 
of ways form, space, scale, pictures, color, light, and materials are used 
in contemporary design. 
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The Phases of Iconography 

All phases of iconography, these being the subjects of 
personification, allegory, and symbols, should lead to the specification 
of the subject matter or theme of the representation. 

The first of these categories of interpretation of iconography, 
personification, is the portraying of a symbol or meaning visually 
through the recognition of a person and their understood influence 
over a certain subject. 

The second of the ideals of iconography is that of allegory. 
Allegory is the representation of a personification with one or more 
personifications, for personifications by themselves rarely take part in 
any action or activity. So through the use of an allegory, the intended 
reference is portrayed by the use of objects assembled in a w ay to be 
interpreted for only one purpose. 

FinallY, the hardest aspect of iconography to define is the 
symbol. For symbols alone or in a composition can be interpreted in a 
variety of ways, but if done successfully can be the most beneficial. 
The high quality of the representation and meaning of symbols is what 
makes their use so effective in an aspect such as architectural design, 
because they are easily used in standard conditions and easily 
interpreted by users. 

All classifications can be portrayed by use of perso n, p lant, 
animal, or sign (letter, number, etc .) that contains, in a certain context, a 
deeper meaning. 
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History of Iconography 

The way iconography has been used and interpreted over the 
many years of it's existence is indeed important information if one is to 
understand how it was used and the purpose it holds in today's 
culture. 

The earliest known use of iconography was in the ancient 
Byzantine empire, dating back to 600 be, in which it was used as a 
way of storytelling. Ancient fables of the culture were depicted upon 
structures to explain ways and rites of its citizens. These images are in 
fact educational sources for future ages, the history books of an earlier 
time. A great resurgence of this art form occurred during the 
renaissance. Art and structures of this time held series upon series of 
great depictions of reverence. Religion was reborn through the many 
artists interpretations of what their faith meant to them, teaching humility 
and recognition of deities to others. Today a whole other group of 
deities are portrayed through iconography. Pop culture has arrived 
w ithin the last half century and set a spin about how the way of life is 
perceived, for at least most Americans, if not most of the world. 

Iconography has been the major contributor for the definition of 
the culture of these times. Iconography is the rites, religion, and retail, 
for the way Gods, Jesus, and the Holy CEOs have been apart of our 
world, and how it is understood. 
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Issue #1 : 
response: 

Issue #2: 

response: 

Promote individual, social, and cultural interaction. 
Promotion of interaction on all three of these levels relies on the design 
to be recognizable, comfortable, and inviting to the user. Possible 
ways to achieve this would be to design w ith plenty of definable 
characteristics. Characteristics that are beneficial are the assignment of 
color, textures, standard materials, and the use of light to play off these 
fundamentals. Also spaces are more or less local, so that there is a 
definitive line of where one must work together and where people can 
come enjoy the company of others. 

Use of Scale and Proportion and how it relates to the range 
of individual users. 
Scale and proportion are used to bring buildings together in a 
humanistic manner, leading the trend for people of diverse 
backgrounds and attitudes to come together for periods of study and 
communication. The search for form and shape based on disciplined 
formal principles is congruent with the desire to shape places that 
fundamentally support and encourage the changing life o f pinpointed 
communities. With a sensitivity to scale, proportion, hierarchy, and 
geometry, easily design can express the potential of a place. 
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Issue #3: 
response: 

Issue #4: 

response: 

The Inversion of people, technology, and spaces. 
Iconography can easily achieve this because of how iconography is 
defined today. Iconography takes aspects of contemporary culture 
such as people, technology; past, present, and a glimpse to the future; 
and market these things to the current aspects of society. In these 
spaces consistency but a variety of structural order must be adhered 
to. Spatial, mechanical, perceptual, and functional needs must all be 
recognizable. Repetition of these uses creates a common thread of 
design throughout the whole building. 

Portray meaning through the Perception of ColoG Light, 
Signage, and Materials. 
lmageful architectural spaces or places should create amenity and 
identity so that a design can accommodate a number of feelings. 
Exquisite use of Color, Light, Signage, and Materials can lead to inspiring 
findings in a users studies. Color, Light signage, and materials are 
physical objects which hold meaning that consists of a signifier and 
signified. The signifier is the image as we perceive it while the signified is 
the mental image to which it refers. Symbols portrayed through these 
aspects of design can accommodate the dynamics of flexibility. 

II 



New York Times Square 
Manhattan, New York 

Not a moment goes by that the streets of "Times Square," (the 
crossing of Broadway and Seventh) are not jammed packed with 
people, taxis, buses, and a picture of American life at it's most turbulent 
pace. Signs of the times are everywhere, from neon, to billboards, 
flyers, to windows, functionality of retail, corporation, and technology, 
are all on the same page. The idea and power of the sign. 

f\s great planes of color, these sign panels redefine the building 
walls as a great outdoor room. f\s billboards, the amount of 
information gathered here can overwhelm the senses. Viewers are left 
to draw their own conclusions about what the meaning might be of 
each plastered image. 

A definable rhythm can be determined, that of an ever
changing world. On any given day admiration of the audacity, 
ingenuity, tacky commercialism, and some of the most bizarre acts of 
advertisement can be displayed in this well of pop culture. Who 
knows what creations Times Square will hold for us tomorrow, just as 
long as it keeps defining the most familiar aspects of what has become 
of today. 

"Times Square" is definitive as iconography because of the use 
of image and media as the catalyst for suppling information for an to 
the masses in a quick and productive manner. 
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Rem Koolhaas: ZKM Center for Art and Media Technology 
Karlshrue, Germany 

The Zentrum fur Kunst und Medientechnologie was an 
experiment in design, a "Darwinian Arena" where types of art, media, 
education, and culture can come together to compete and influence 
one another. A hybrid condition is achieved because of the number of 
programs contained in such a particular building. 

It contains five different programs, Laboratories for imaging, 
media-theters, a museum, library, and lecture halls. All programs based 
in a single "tower," the upper committed to display, the lower research 
for the facility. It was considered a "sign" of potential development. 
Intertwined not only with programs of the building but with the city as 
well. 

It is a technologically savvy design not concerned or 
dependent on aesthetic or compositional functions. A catalyst for 
complexity and freedom to be pursued at the same time. The 
structure of the building plays a very important role, helping change 
and manipulate the spaces, keeping them completely flexible and 
reprogrammable. 

Koolhaas' ZKM is an educational forum that p ivots around the 
ideals of iconography. It is a stationary building forever in motion, an 
everchanging journey of information. The centers walls are the 
teachers, through visual enhancement stories are told and lessons 

learned. 
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Piet Mondrian: "Composition with red, yellow, and blue" and 
"Broadway Boogie-Woogie" 

Piet Mondrian (1872-1944) was a pioneer of abstract art. His 
works here are one of the first and the very last of his vast collection. 
Though his career spanned nearly 70 years the main ideas behind his 
mastery stayed the same. Developed off the abstract ideas of culture, 
city, music, and dance he intended to represent the utopianism of 
diversity harmonized into a vibrant, coherent whole. 

"Composition" has an equilibrium of planes and the colors 
reduced to basic elements; over against the three primary colors, 
which form a perfect triad, which stands against the bright white non
color and thick black lines. All these elements are portrayed here to 
create a balance between weight and dimension. 

"Broadway Boogie-Woogie" is the second p iece seen here. An 
unexpected syncopation of rhythm, not only representing dance, but 
the driving beat of daily life he found in pulsating movement of New 
York, creating a harmony out of the opposition of contraries. 

These works incorporate iconographic reference by utilizing 
simple shapes and colors to deliver the representation of the 
syncopation of movement, life, and character. Through abstract 
symbols are related ideas of life as seen in the city. Simplified yet 
fruitful these images are symbolic, understandable, and informational. 
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Louis I. Kahn: Kimbell Art Museum 
Fort Worth, Texas 

The museum is a realization of the use of content and form 
within a design and how they influence one another. First impressions 
lead the obseNer to believe that this construction is one of simple 
structure based on repetitive implementation of a single element. 
Based on a rectangular plan, a shell of windowless walls, stark concrete 
and travertine surfaces, and what appear to be simple arches, create a 
monolithic character. 

Once in the interior o ne finds it anything but that. The cycloid 
vaults represent a masterpiece of form, for there is a slot-shaped 
opening sliced perfectly on center to allow light to travel the arch and 
spray completely down the surfaces. The perforated aluminum 
scoffers are the definitive p iece of the puzzle as to how these vaults 
are successful. They admit just the right amount of light to protect the 
art inside. Through the use of light the outside is brought in, the 
exterior defines the interior. 

The interior spaces are entirely defined by what function is 
taking place at that moment. A building that is completely flexible to 
it's content, because of partitions, exhibits, and function. 

Kahn's Museum is a conglomerate of light, form, and shape that 
are iconographic of the surrounding area. The light taken from the sky 
to define the ceiling inside, the forms from nearby stock pens, and the 
shape ever redefined by the exhibits that the building creates through 

itself. 
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"Schools began with a man under a tree, a man who d id not know he 
was a teacher, discussing his realizations with a few others who did 
not know they were students. The students reflected on the 
exchanges between them and how good it was to be in the 
presence of this man. They wished their sons, also, to listen to such a 
man. Soon, the needed spaces were erected and the first schools 
came into existence. The establishment of schools was inevitable 
because they are part of the desires of man." 

- Louis I. Kahn 
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faeility everview 
Why School Design? 

The school is most probably everyone's first and possibly most 
formative introduction to architecture as symbol and civic meeting 
place. The school resides both at the core of each neighborhood and 
at the beginning of each life journey. The chance to design a 
combination of a pod elementary school and an interactive museum to 
create a hands o n visual learning environment for the development of 
stimulating practical, rational, and cultural awareness of a young mind's 
surroundings has possibly no other opportunity quite like it. 

"Over the past three decades architects and educators have 
been both witnesses to and players in a fascinating evolution in the 
planning and design of public schools. Driven by the dichotomy of the 
traditional schoolhouses genre in which the classroom is a structured 
environment for "education by lecture" versus a place for the 
collaborative teaching/learning process occurring in a flexible, 
interactive, socially and culturally conscious environment. The 
architect's inquisitive analysis of changing educational needs and 
synthesis of the design solutions has enriched public education and 
delivered new images of the schoolhouse which today are being 
integrated into our communities."(Focke, 25.) 

So essentially that is the focus, technology integrated with the 
education of the human psyche to develop not only a new facility but 
the design of a new school of thought. A new method of promoting 
education through a need for innovation. 
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faeility ever-view 
The History of the School 

When brought to mind, early school design conjures up images 
of a simple red, one-room schoolhouse. But in the early 1900's for 
most of the urban industrial areas of this country the schoolhouse was 
anything but a house. Urban schools usually consisted of an axial plan, 
three to six rooms a floor, averaging two to three stories. 

"Modern Architecture" brought about the rapid production of 
schools in our countries cityscapes. This formula of design helped 
administrators put together simple plans and expand out of classroom 
based buildings because they found design easier to program for 
auxiliary spaces such as auditoriums and offices. Still though the school 
was viewed as a shoe box crammed onto a busy site and hardly 
accommodated a user's needs. 

With urban sprawl in the late 1950s the school building turned 
more into a design focused on education rather then a plan based on 
area. Design began to redirect the learning process and how the 
architecture was generated, recognizing the importance of how to 
learn and where to teach. Also the materials began to change. 
Schools were no longer brick and concrete but individuality was 
achieved through the use of metal and glass. These new found 
materials began to open up the school, letting in light and air. 

With the 60s came the ability to use these new found materials 
and produce schools more quickly, efficiently, and cost effective. 
Flexibility in school design became the new form of innovation, but 



faeility e-veFVtew 

was strongly contested because it changed the concept of education. 
These schools also were made larger than ever before and as 
enrollment declined in th 70s so did the need for all these new 
buildings. Most were sold to public or private owners who d id what 
they pleased with the carcasses. 

As the 1980s proved what has a downswing must gain steam 
again at some point, elementary schools were again needed. 
Communities began to take more of a role in how their schools were to 
be designed for their population of students. Communities began to 
give back to the districts and this brought about great changes in 
school design for the early 1990s. 

As the 90s ran their course so d id the fact that the technology 
began to redefine America's business world. Classrooms began to 
become flexible teaching labs. Educators began to realize a number of 
subjects could be taught to students not through just lectures but 
through hands on activities and visual aids. As technology has evolved 
classrooms in new schools are now being designed to accommodate 
computers, communication systems, cable television, and LCD 
projections. The classroom is no longer a room, but a window to the 
world by way of the internet and community interaction. 
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facility overview 
Schools within a School 

Schools have come into a new age. /'.s schools began to span 
their curriculum across the internet, the realization is that schools have 
become large, overcrowded, hectic, and impersonal. Therefore, 
schools will see a growing trend of welcoming the sense of 
community, in a sense an educational renaissance, welcoming child and 
adult alike to work and learn together. Schools should began to plan 
for the future of their students not their facilities. So far in the twenty
first century their has been a great shift in values. A shift of how the 
human and machine should began to work in unison. A concept that 
desrves attention for this growing interest is the idea of the "house 
plan" school. One school, divided into smaller schools learning to 
work together in smaller identities but recognizing each other as a 
larger community. Since in the late 90s communities on the outside of 
the school played such a large part of the design, now the focus 
should be shifted to the students within the school to be brought 
together and act as that community. 

The pod school idea is one that helps define individual spaces 
for each sector but combines general use areas such as the library, 
interactive learning labs, auditorium, cafeteria, and play areas. Through 
this interaction hopefully the student will find that they are really 
needed, an important counter balance to our impersonal culture. Plus 
this type of design can bring in the important ideals of regional ism and 
an understanding of the cultures, history, resources, industries, and 
occupations of the surrounding urban area. 
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faeility issties 
Issue #1 : The physical environment relates to and supports the learning 

process. 
response: The physical environment should reflect how a student grows and 

learns in different ways from one another. A well-designed 
environment can help stimulate and support teaching, whereas a 
poorly designed school can inhibit learning. Rooms and furniture 
should be scaled down to the children. 

Issue #2: School design should be geared to all types of learning. 
response: Classrooms should be flexible and should adapt to the student. 

Education should be easily attainable for any person by their way of 
learning. After a child has understood required lessons through their 
way of learning, and so classrooms should be adaptable so that they 
can began to look at the same lesson in a different style of teaching. 

Issue #3: Teaching should be more direct and personal rather than 
group-wide. 

response: Technology enhanced classrooms so that the b lackboard is rather 
obsolete. A focus of good multimedia education presents material 
verbally, spatially, musically, and logically. Classrooms should be wired 

accordingly. 
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Issue #4: 

response: 

Issue #5: 

response: 

Issue #6: 
response: 

f-aeility issues 
Place, Time, Scene, and Scheme should all become 
important factors. 
Once these factors are defined it is easier for the user to understand 
and associate with their surroundings. Places, times, scenes, and 
schemes are achieved by creating opportunity for meetings whether it 
be academically or socially. Memories in these situations and how the 
space effect you are the main contributors to a quality approach for 
the clutter of creative action. 

The basic design of the facility should strive to be an 
interceptor of the community. 
Shared vision unites teachers, students, and the outside community, 
creating a chance for the people to come together and work to teach 
ethical and moral dimensions taught by w ord and deed. 

School design should rely on a high quality of safety. 
A coherence to a quality ensured safety program w ill lead to the 

embracing of proven practices of pride and aw areness in a user. 
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Hybrid Linear 

faeiHty ~yeuts 
School Layout Types 

There are four types of facility organizations: 

Interior Cluster- Classroom locations placed around an interior 
activity space and corridors. Design is focused more on 
individual learning and concentration. 

Exterior Cluster- Classroom locations arranged w ith a focus to 
the outside play areas. Develops more of a feel of 
openness, and ability for interaction. 

Linear- Classroom locations and auxiliary spaces designed along 
an interior spine. Focus to the outdoors and indMduality 
of classes. 

Hybrid linear- Classroom locations developed across a 
complex spine made up of a series of activity spaces. 



TEACHING 

LEARNING 

WORKING 

faeility aetivities 
Typical Activities 

List of Activities 
Entry- first approach into a building 

7 square foot a child 

Circulation- how to move about the spaces 
20 square foot a child 

Learning- either Individual or Interactive studying 
42 square foot a child 

Teaching- Instruction of lessons 
38 square foot a child 

Working- either Reading, Writing, Typing, or Experimenting 
42 square foot a child 

Observation- usually utilized by staff or parents 
9 square foot a child 

Recreation- p laying in the outdoor or interior spaces 
75- 200 square foot a child (depending upon activity) 
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f-aeility activity aAalysis 

Typical Activities 

Entry- the first approach to a building 
7 square foot a child 
1- 8 Users 

Issue : The entry space shall serve as a transitional area for the user. 
responses: - The user should be introduced comfortably into the space. 

- Since the entry sometimes plays a part in where children 
exhibit anxiety over separation the space should be 
semi-private. 

- Open interaction between users should be welcomed. 

- Visible site lines down through the building are important as a 
user enters the space for the first time. 

- Entry should serve as the main axis for security, accessibility, 
safety, and ftexibility. 



.,----~---------faeility activity aAa-lysis 

Li 
Issue: 

responses: 

Typical Activities 

Circulation- how to move about the spaces 
20 square foot a child 
1- 15 Users 

Circulation should be easi ly mapped out for the user. 
- The area should develop wayfinding tilrough tile building. 

- The area should develop placemaking in tile building. 

- Certain site lines, materials, accessibility, and flexibility of areas 
should lead to ease of circulation. 

- Marked spaces should define tile places for certain areas 
witilin tile school by use of appropriate patils, signage, 
and symbols. 



Typical Activities 

Learning- either individual or interactive studying 
42 square foot a child 
1-22 users (1 on 1) or (1 to 22) 

Issue: Learning should be promoted with the proper design of the 
building. 

responses: - Site lines and Views within the areas should be unobstructed 
for development of interaction. 

- Natural lighting should be used in area to minimize use of 
electric lighting. 

- Acoustics in area should be well-designed so that all users can 
participate continually in activity. 

- Places for sitting should be provided to conduct activities for 
learning, such as reading, writing, and viewing. 
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Issue: 

responses: 

faeility aetivity analysis 

Typical Activities 

Teaching- Instruction of materials 
38 square foot a child 
1- 22 Users (1 on 1) or (1 to 22) 

Teaching and other forms of instruction should be enhanced 
by the proper design of the facility. 

- Areas should be available for instructors to stand when 
presenting lessons. 

- Visible site lines from teacher to student should always be 
maintained. 

- Lighting should benefit the areas for instruction. 

- Each area should be beneficial for conveying presentations. 

... 



Typical Activities 

Working- either Reading, Writing, Typing 
42 square foot a child 
1- 22 Users (1 on 1) or (1 to 22) 

Issue: Areas should help arrange activities for achieving the best 
results possible. 

responses : - Areas should maintain distances between students for 
individual work. 

- Lighting for all types of working to be beneficial. 

- Working environments should be flexib le for a number of 
different types of projects. 
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faeilify aet~vify aAalysis--

Typical Activities 

Observation- usually utilized by staff or parents 
9 square foot a child 
1- 5 Users 

Issue: Areas should be open to visitors and designed for viewing 
persons, activities, projects, and experiments. 

responses: - Proper lighting to observe a number of activities 

- Plans should be open and site lines not obstructed. 

- Equal chances for people to see a variety of activities by 
assigning definable space from and to one another. 

- Form and function work together for ease of control. 
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aeility ae1:i~ity aAalysis 
Typical Activities 

Recreation- playing in the outdoor or interior spaces 
75- 200 square foot a child (depending upon activity) 
1- 100 (some smaller groupings will occur) 

Issue: Areas should be open and encourage participation in 
activities different from classroom subjects. 

responses: - Areas for game sports, play, and testing of student skills. 

- Adaptable spaces for a variety of activities. 

- Air quality and ventilation should be of utmost importance 
when exercising indoors. 

- Proper safety precautions should be considered when dealing 
with a number of physical activities. 



Typical Spaces 

List of Spaces 
Entry- 200 square feet 

Core Classrooms- 28,000 square feet 

Learning Centers (Special Programs)- 9,000 square feet 

Library- 2,800 square feet 

Auditorium- 3,000 square feet 

Food Service- 5,450 square feet 

Commons- 2,200 square feet II Administration- 3, 950 square feet 

Clinic Suites- 650 square feet 

Restrooms- 500 square feet 

Shared Sports and Athletic Facilities- 5, 100 square feet 



faettity s13atia aAalysis 

List of Spaces 
Entry- 200 square feet 

Quantity- 1 

Typical Spaces 

- Welcoming; spacious area with seating and places for informal 
visiting. 
- Large enough to accommodate small groups of children and adults. 
- Heated/ cooled. 
- Display area for bulletins;flyers and artwork/children's projects at both 

adults' and children's eye level. 
- Close to administrative area to provide security and accommodate 

parent-teacher /administrator meetings. 

II 
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Typical Spaces 

List of Spaces 
Core Classrooms- 28,000 square feet 

Quantity- 22- 30 
- Pre-Kindergarten Classrooms 
- Kindergarten Classrooms 
- 1st- 4th Grade Classrooms 
- Alternative Classroom 

- All could be programmed to include technology wiring (electrical 
and inter or ethernet ready), Teacher cabinet, Marker Board, Tack Board, 
Teacher and Individual Study Workstations, Student Lockers, Equipment 
Casework. 
- Create areas for distinct activities, these are best designed as flexible 

spaces by use of partitions to create smaller spaces. 
- Design space to meet both adult's and child's proportional needs 

with millwork design and spatial qualities. 
- Materials chosen by acoustical quality (best suited for noise). 
- Provide daylight, with shade devices for light and temperature 

control. 
- Install flexib le lighting levels to accommodate certain activities. 
- Install individual climate control for each room. 
- Place room close by toilet facilities. 
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Typical Spaces 

List of Spaces 
Learning Centers (Special Programs)- 9,000 square feet 

Quantity- 10 
- Seminar/ Resource Rooms 
- Special Populations Room 
- Life Skills Room 
-Music Room 
-Art Studio 
- Computer Labs 
- Learning Media Center (Interactive Museum) 

- All should include technology wiring, Teacher and individual 
workstations, Storage rooms, Marker Boards, and Tack Boards. 
- All classes should be integrated into the House plan by creating 

certain area for different academic houses. 
- Toilet facilities should be in close proximity if not located in rooms. 
- Proper d isplay space for activities involved in space. 
- Room for conducting experiments in th LMC. 
- Natural Light, with workable shade devices. 
- Material finishes for easy cleanup. 
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faetlify ~ati-al aAalysi 
Typical Spaces 

List of Spaces 
Library- 2,800 square feet 

Quantity-1 
- Circulation Desk 
- Entry/ Display Area 
- Workroom & Support Space 
- Librarian Office 
-AV Storage 

- Tables to seat an entire class, with additional smaller study areas. 
- Low shelves for child access and staff visibility. 
- Circulation desk near Main Entry and accessible to Librarian's office. 
- Separate storytelling area created by shelves or partitions. 
- Acoustic materials for sound reduction placed on walls, ceilings, and 

furniture. 
- Access to a computer lab (either in close proximity or have one 

located in area. 
- Natural Light and workable shade controls. 
- Adjustable fixed lighting over reading spaces, in reach of students 

and adults. 



fae~lity s~atial ar-talysis 
Typical Spaces 

List of Spaces 
Auditorium- 3000 square feet 

Quantity- 1 
- Seating 
- Stage Curtain 
- Back Stage 
- Rehearsal Space 

- Acoustically sound production area with acoustic pads to 
reverberate sound from the stage area .. 
- Seating for spectators. 
- Storage for props. 

- Fixed and spot lighting above on stage and located in catwalk. 
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f-aeifrty s~atial aAaly is 
Typical Spaces 

List of Spaces 
Food Service- 5,450 square feet 

Quantity- 1 
- Cafeteria 
- Kitchen 
- Chair Storage/ Custodian 

- Exterior windoVv'S on southern side of area for bacteria protection, 
sunlight will aid in disinfection. 
- Separate, distinct entry for after-hours activities. 
- Position for easy/secure delivery. 
- Accessible to waste management. 
- Accessible to student corridors. 
- Provide free sight lines through the kitchen. 
- Finishes for easy cleanup. 
- Room for large equipment.(Stoves, Ovens, Freezers, etc.) 
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faeility s~ati-al aAalysis 
Typical Spaces 

List of Spaces 
Commons- 2,200 square feet 

Quantity- N/A 

- Viewed as extensions of activity space. 
- Avoid long, straight hallways. 
- Provide space for display of student's work to increase awareness in 

students of what is happening in their school. 
- Use carpeting to reduce noise or designate certain areas. 
- Take advantage of borrowed natural light. 
- Open up corridors to classroom spaces. 
- Provide alcoves for sitting and playing. 
- Use color to designate spaces. 
- Make Corridors as inviting as possible. 
- Possible track lighting to accent display areas. 
- Promote interaction between students;teachers/administrators. 



faeility ~at~al aAalysis 
Typical Spaces 

List of Spaces 
Administration- 3,950 square feet 

Quantity- 1 
- Reception 
- Principal 
- Conference Room 
- Storage 

- Secretary 
- Vice Principal 
- Workroom 
- Vault 

- Attendance Office - Counselor's Office 
- Teacher Workroom - Teacher Lounge 

- Locate to supervise main entry. 
- Reception area for 3- 5 users. 
- Workstations and shelving for 3- 5 users. 
- All accessible from Reception. 
- Accessible student corridors. 
- Enough area for large equipment 

(Copier, refrigerator, microwave, laminator) 
- Natural Light, glare reducers if necessary. 
- Fixed, Task, and overhead lighting .. 
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faeility s~_a_t:i~a_I a~A_a-_ly_sis __ I 
Typical Spaces 

List of Spaces 
Clinic Suites- 650 square feet 

Ouantity- 1 
- Reception/Treatment Room 
- Nurse's Office 
-Cot Room 
- HC Cot Room 
- HC Restroom 

- Locate near administration. 
- Student corridor access. 
- Basin sinks. 
- Seating area for 2- 4 users w aiting. 

- Room for scale and tests. 
- Lockable storage for Medicine. 
- Wheelchair access. 
- Draw Curtains for privacy. 



fueility si;:>atial aAalysis 
Typical Spaces 

List of Spaces 
Restrooms- 500 square feet 

Quantity- 10- 12 
- Janitorial Storage 

- Include child and fu ll-sized adult toilets. 
- Accessible fixtures for small child. 
- Should be located in each cluster of classrooms. 
- Provide minimum of one toilet per classroom. 
- Provide a separate facility for staff and visitors. 
- Consider hands-free flush/faucet to promote hygiene. 
- Mirrors above sinks, proportional for both adult and child users. 
- Materials that are easy on cleanup. 



faeility SrJatial aAalysis 
Typical Spaces 

List of Spaces 
Shared Sports and Athletic Facilities- 5, 100 square feet 

Quantity- 1 of each 
-Gymnasium 
- Gym Storage 
- Play-ground 
- Playing Fields/Courts 

- Proper Court space.(64'x40') 
- Fields for Football, Soccer, and Baseball. 
- Located safely from streets. 
- Consider sheltering devices from sun, wind , rain, etc. 
- Proper fencing areas, buffer appearance with landscaping. 
- Use natural land formations/terrains for exploring. 
-Allow for good visibi lity across area. 
- Vary surfaces for play- asphalt, concrete, grass, sand, or synthetic 

materials. 
- Provide varied outdoor lighting. 
- Constructed of environmentally sensitive materials. 
- Indoor air quality is paramount for healthy activities. 



faeility ~reeeeJe11ts 
Concordia Architects: "Henrv Ford Acadeny" 

Dearborne, Michigan 
The design for the Henry Ford Academy is one of the best 

examples of how a public facility, such as a museum, can be used as 
an innovative school. In the museum the space allotted for the school 
is different from the museum but the two programs work together to 
create an innovative center for education. 

Classrooms are actually located and opened to observe the 
display space to the inside of the factory. Classes are able to study 
from books and technology and then experiment with the learned 
concepts in the museum, their laboratory for knowledge. In this setting 
more than pictures can teach young minds, an engine is no longer two
dimensional representation in a book, it is know part of the classroom 
environment. 

Also other grades are housed in buildings scattered throughout 
the Ford Village. So incorporated so that the user really gets a sense of 
what is going on in the village around the classroom. The village is an 
office complex situated in a setting of a early twentieth century 
townscape. Students are allowed to visit the old civic buildings and 
vintage locomotives to learn how they were an intricate part of the 
town and their part in the Ford Corporations success. 

In this setting or any similar anything can be applied, taught, and 
learned. This is a concept of how trends of education should be 
heading in the future to create more adapt citizens. 
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f-aeilify preeeeient!) 
Richter Associate Architects, Inc.: "Dawson Elementary" 

Corpus Christi, Texas 
Dawson Elementary is based around the idea of developing a 

sense of community within the school. How is this done? By creating 
a atrium space for all it's students. Students are encouraged to interact 
there before, during, and after school. Teachers can leave the confines 
of the classroom and head into a more exhilarating space, a space full 
of life, other classes, plants, sunlight, and comfortable surrounding's 
makes a space such as this more successful than the four-walled 
classroom. 

The school revolves around an open plan, one can look all the 
way through the building, with that much natural light flooding in it 
creates a sense of openness, inclusiveness, and a sense of community. 
Spaces are more inviting to use and more flexible for a variety of 
activities. Even though the school is completely closed, a fantastic 
natural setting creates a relaxing space. 

With all the windows the design also provides visual references 
that give people a sense of direction. People are never closed in or 
out of the space, inviting a chance for all to see how the interior and 
exterior of the surroundings fuse together for a sense of interaction. 



faeil ity preeederrts 
Torhu Funakoshi + ARCOM R&D: 
"Shiroyama Elementary School" 

lzushi, Japan 
Shiroyama elementary school located in Japan is an excellent 

example of interaction between elements between people and 
relating back to current educational needs. This neo-modern 
technological school was a beginning prototype for an up and coming 
firm from Japan who understands the embracing of character in 
people, materials, nature, and the scale all of these entities need to 
relate in a common and productive manner. 

The relation between people is expressed in their idea of the 
flexible classrooms were corridors are designed to be movable 
partitions. Partitions used as tackboards and lockers for the students 
can be very appropriate in a school where most of the children's 
parents are employed in the area by high-tech factories, here the 
children learn the ideas of all pistons working as one to achieve abetter II 
understanding between one another. 

The cool concrete and steel, marqueed with the large painted 
walls, each color belonging to a different neighborhood in the school 

"\ are a warm contrast to the sleek natural surroundings of trees and 
mountain versus the concrete paths of the city that lie on the foothills of 
this major terrain which sweeps across the Japanese countryside. 

Japanese are very subtle as creatures to the earth and through 
this design a greater understanding of this thought is portrayed. 

II 
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MacCormac Jamieson Prichard: Wellcome Wing, 
Science Museum 
London, England 

This science museum design is top notch in technology and 
design. A magical atmosphere for interactive learning is achieved by 
the neon lights projected onto the displays below. The combination of 
color, light, science, and curiousness aids the delivery of this space as a 
comfortable, colorful creation. It is essentially a "theater of science" 
making visitors become the actors. 

Using largely interactive exhibits, it is intended to display the 
Making of the Modern World in exhibits which are largely interactive 
covering the life sciences. The gallery is very adaptable, for the exhibits 
change very rapidly compared to conventional ones. It has very 
carefully controlled lighting levels, because of all the screens and 
optical illusions contained within the space. Also it provides for its 
own design not just architecturally but functionally, by how it portrays II 
the movements and experiments of its steam engines, rockets, wheels, 
and hovering airplanes. 

The variety of industrial materials creates an interesting contrast 
with the concrete floors and large windows. The transfusion of the 
sunlight against the blue and metal materials creates a luminous effect 
almost comparable to space. 

II 
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"You have to go to the roots, to the culture, and design for a place. 
The challenge is to create architecture that everyone feels good in. " 

- Ricardo Legorretta 
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What is the Context? 

The culminating act of the processes and procedures that give 
form, content, meaning, and delight to the physical environment serving 
education are developed through and by a campuses surroundings. 
Design thus created can define and celebrate a sense of place; 
communicate an institution's purpose, presence, and domain; and 
generate an image charged with symbolism, graced by history. 

The facility will be situated in a community on the edge of the 
Dallas/ Fort Worth metroplex. The town of Mansfield, Texas is located in 
the southern core border of the DFW area and is surrounded by both 
urban and rural customs and a highly diverse population. Mansfield is a 
growing community and Mansfield Independent School District has 
been confronted with the problem of building a number of schools for 
this booming population. M.l.S.D. Is lacking in the number of 
specialized schools and has had no such neighborhood presence for 
their local facilities to strive. This is probably due to the racial diversity 
of this surrounding area and the loss of a combined vision. 
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Campus Design 

The campus should be designed as an ideal setting for 
education, community involvement, and convince students of the 
necessity for tradition and the possibility of cultural evolution. The term 
"campus" came to represent an aggregate and interconnected set of 
voids, the total figure of space between the facilities buildings. The 
incremental formation of a figure of public space is essential to the 
scale and character for the campus, for it to be successful in 
developing into the particular culture of the place. 

Some contextual products of campus design to look at are: 
- Patios - Courtyards 
- Quadrangle - Lawn 

- Field 
The ideals of campus design and these products are discussed 

in the humanistic views of Jeffersonian architecture and are further 
discussed today in the Seattle SCUP statement. In these manifestos "a 
liberal education was viewed as a means for young Americans to 
defend their democratic freedoms. In support, the campus was 
designed as an idealized setting. There, students were to be exposed 
to the civilizing powers of architecture to impart lessons of civic duty 
and community service. A campus education was intended to 
convince students of the necessity for tradition and the possibility of 
cultural evolution."(Polyzoides, 11 .) 



PoQulation and Racial DemograQhics 
Mile Radius of Intersection at HWY 287 and E. Broad 

1.0 3.0 5.0 
1990 Census 2,796 3,597 22,491 

Current Year 4,336 21 ,290 35,242 

5 Year Projected 5,073 24,836 40,772 

Change 90 to CY 55.1% 56.6% 56.7% 

Change CY to SY 17.0% 16.7% 15.7% 

Male Population 47.9% 49.5% 50.3% 

Female Population 52.1% 50.5% 49.7% 

Median Age 32.0 32.7 32.9 

Population Density 1,550.13 697.94 457.12 

White 96.4% 95.5% 94.5% 

Black 2.1% 3.3% 4.1% 

American Indian 0.8% 0.6% 0.6% 

Asian/Pacific Islander 0.8% 0.7% 0.9% 
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Age DemograQhics 
Mile Radius of Intersection at HWY 287 and E. Broad 

1.0 3.0 5.0 
Age Oto 5 11.5% 10.5% 10.8% 

Age 6 to 13 13.9% 14.3% 13.8% 
L 

Age 14to17 6.0% 6.5% 5.9% 

Age 25 to 34 15.7% 13.9% 15.6% 

Age 35 to 44 15.0% 17.8% 17.5% 

Age 45 to 54 12.4% 14.0% 14.0% 

Age 55 to 64 6.3% 6.9% 7.2% 

Age 65 to 74 4.7% 3.9% 3.8% 

Age 75 to 79 2.6% 1.7% 1.4% 

Age 80 to 84 1.6% 1.0% 0 .9% 

A9e 85 + 1.7% 0.8% 0.7% 

Median Age 32.0 32.7 32.9 



Climate Averages and Records 
Mansfield, Texas (76063) 

Avg. High Avg. Low Mean Avg. PreciQ. 
Jan 54 F 32 F 43 F 1.80 in. 
Feb 58 F 36 F 48 F 2.20 in. 
Mar 67 F 45 F 57 F 2.80 in. 

6r2r 76 F 54 F 66 F 3.50 in. 
May 82 F 62 F 73 F 4.90 in. 
Jun 91 F 70 F 81 F 3.00 in. 
Jul 96 F 74 F 85 F 2.30 in. 
Aug 96 F 73 F 85 F 2.20 in. 

l Se12 87 F 66 F 77 F 3.40 in. 
Oct 78 F 55 F 67 F 3.50 in. 
Nov 66 F 45 F 56 F 2.30 in. 
Dec 57 F 36 F 47 F 1.80 in. 

i t Record High Record Low 
113 F (6/1980) -1 F (12/1989) 
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Issue #1: Identity brought to the school by developing a spirit in the 
community. 

response: By developing components of the site and campus from ideas of the 
surrounding community will help create a sense of pride of the 
surrounding neighbors and bring them in to understand and accept the 
purpose of the facility to the community. All needs should be listened 
to and somehow developed in a aesthetically pleasing way. 

Issue #2: The design of facility should blend, adhere, and form to the 
site. 

response: The site should always be the starting block for the project. 
What is learned there is how the building will develop and rise from 1t. 
The design should always fit comparatively with how the site appears 
to be and how the designer wants to portray it. 

Issue #3: Accessibility, functionality, ftexibility for all and to all 
surroundings. 

response: Strong considerations should be approached in the design for the 
reactors around the site. How things develop around the site should 
determine way things develop on the campus. Strong paths, visible 
sight lines, and the ability for the building to utilize and adapt to 
needed activities. 
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Issue #4: Recognize the Urban/Rural culture of the area. 
response: The site is situated in atown that is both influenced by the metroplex to 

the north and the farmland to the site. It is essentially a buffer to the 
two cultures and hoe they react with one another. Sensitivity should 
be brought in to develop proper design for all parties. Recognizable 
symbols of culture should be incorporated in to the fabric of the 
campus to create a blanket of comfort for all users. Thereby creating a 
greater sense of community and a place for acheiving cultural 
awareness of all users of the campus young and old. Also with the 
football stadium so close many users from other communities will 
experience the space. Recognizable elements for them should be 
utilized so that they respect the built and natural environment on which 
they are visiting. 

Issue #5: Be sensitive to the Public/Private areas around and on the site. 
response: There should be a clear distinction between public and private use 

areas on the campus. These can be expressed by the use of sensitive 
approaches to enclosure, either being walls, fences, or greenery. 
Public spaces should be provided and recognizable to all users. 
Private should be provided essentially for safety and accord for 
everyday users. 
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Satellite View 
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Site Analysis 

The site is one which has been chosen as the new site of an 
elementary school for Mansfield Independent School District.. 
Currently an alternative campus, elementary school, and football 
complex set within a 114 mile radius, as well do, two major arteries for 
the town . Has a variety of retail, civic buildings, civic parks, and 
industrial buildings nearby but is heavily surrounded by residential 
neighborhood in a 112 mile radius. Also just 3 miles from US Hwy 287. 

The majority of the site is currently covered by trees. On the 
eastern side of the site there is a small creek, which is dry during the 
warmer months of the year, usually mid-June to September. On the 
western side of the site there is parking for the existing school and 
football stadium. The southern part of the site that runs along Broad 
street is a continual slope that is mostly a grassy field with a few signs of 
tree and shrubbery growth. The north of the site along Magnolia is a 
fairly narrow site of trees that is squeezed between the existing school 
and a neighborhood on the right. 

As a designer one should approach the site with a special care 
not to disrupt to much natural growth, form to the site, find better 
access from the arteries, and have sensitivity for the neighborhoods. 

II 





II 
Side Views 

From Magnolia 



Lake/Flato Architects: "Greenhill School" 
Plano, Texas 

Greenhill private school is located in a similar type of 
neighborhood located in northeastern Dallas. It is a finely mastered 
campus plan with rich cultural influences of the area. Its campus 
includes a state of the art technology building and a fine arts studio. Its 
design is derived of character of the community and accepts the 
community in after hours to display students, giving back the pride the 
neighbors have instilled in the system and facility. 

The campus has a very robust flavor of building forms and 
architectural details. Circulation of the campus is based around the 
facilities layouts on the site. Much care was taken by the architectural 
team to adhere and form the buildings low-profile to the area, for a 
blending of cultures to be achieved. 

Just recently this campus underwent a rebuilding of its facility, 
Lake/Flato added the needed pieces for this school to function 
fundamentally and fantastically. They inserted pieces of their projects 
to revitalize a school that had lost major identity, and gathered 
information from administrators and the locals for an overall success in 
design and compatibility of community. By creating thoughtful buildings 
with sensitivity to context, Greenhill has garnered a significant new 
architectural legacy. 
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Perkins & Will: "Trinity Valley School" 
Fort Worth, Texas 

Trinity Valley is a ranging campus design on a sloped site located 
in nearby Fort Worth, Texas. Designed to reflect the historical character 
of the indigenous southwestern architecture, the school takes 
advantage of the moderate climate. Native plants and wild flowers are 
landscape for the campus. The layout includes seven different 
buildings organized on a central axis down the 7 5 acre site. 

The campus is d esigned to promote a sense of community 
while preserving the age-centered instruction that is utilized in each 
individual school. The school shares all auxiliary spaces to promote 
cultural awareness between the students. Currently elementary to high 
school students all are active members of the campus. These 
parameters help define the proximity among buildings and the quiet, 
intimate spaces between buildings. 
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Ricardo Legorreta: "La Solana" 
Westlake, Texas 

Looked at for its exquisite campus design and being located in 
an area just north of the project site. A surreal feel to the way the 
community is brought together and how buildings of different 
programs are brought together in a happy accord. On the expansive 
site sit two office complexes, a highway intersection, a variety of retail, 
restaurants, banks, a hotel, and a sports club and sauna. The campus is 
divided yet composed of a series of courtyards, reflecting pools, 
greenery, plazas, patios, and spaces. All design concepts are sensitive 
to the surrounding nature, even the well-landscaped parking lots. 

The location is in Westlake, Texas, just north of Fort Worth. This 
area is a sparsely populated area of the metroplex and generally the 
campus has a middle- to -upper-class users. Not many sites in this area 
have such a laid-back subtle type of design. Even if the bright colors of 
the planes and gardens do not suggest such a feel. The campus and 
architecture can be comforting for anyone wanting to get away. 



Ricardo Legorreta- "San Antonio Public Library" 
San Antonio, Texas 

This library definitely moves away from the typical library plan 
and layout. It resides in an area with an ethnicity much like the project 
neighborhood. Its attractive "enchilada-red" color has made it a 
landmark for the city. 

The goal of the project was for visitors to take pride in the 
surrounding culture and discover something new with each visit. The 
library incorporates the use of volume, natural light, color, and the street 
configuration this is an ingenious blending of design and function. 
Since the contextual area of the project is highly racially diverse and a 
fairly poor economic area, this chance for the nearby citizens to feel 
pride in a place as their own is important to the overall aura for the 
neighborhood. 

Architectural elements of the design and child-size stacks, with 
the use of p roportional designed furniture young people are brought 
to ease in this facility for learning new things not about just literature but 
about one another. The library utilizes high-tech educational 
opportunities supplied for the community, the only chance most of 
them get to utilize a computer for informational purposes. 
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'Architecture is a kind of corporeal time machine where the past, the 
present, and the future are related architecturally through memory." 

- Marco Frascari 

II 



Design Process 
By identifying appropriate design parameters in a basis for 

proper theoretical, facility, and contextual overviews a cohesive design 
for the material presented in the foreword chapters was reached. It is 
said now that nothing comes to pass without a trial, a trial found 
through the project on understanding precursors, present time, and 
what the future may hold, and because of this as the design was 
approached three questions were asked by the project to be 
determined in a formal matter. 

- How does visual-media relate to educational convenience? 
- What does the student of tomorrow to be successful? 
- What is the re la tion of the natural setting of and to a building? 

All three of these questions were discovered to be vital in the 
attempt for this design to be successful in reaching the qualities such a 
project should need to be forthright and cunning to a person, the 
senses, and the surroundings. 

Criticism throughout the project was definitely important 
because during the process discovering the different issues that one 
must find while working with an instructor and advisor who both 
brought different ideas to the table. Three main aspects that reared 
themselves through criticism was the approach on how the design held 
out its theoretical basis of Iconography, the next was the size of the 
project which showed unlike what was previousiy found in the written 
tnesis was tbat the Building grew and had to evolve to reach its full 
potential, ana finally the variety of activities that were programmed to 
take place how did they: work as a greater system and relate 
fundamentally. Size and circulation became key. 
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SCHEME 1 

SCHEME 2 

SCHEME 3 

Design Response 
Since so many spaces were defined that became the first focus 

while putting together schematic themes for such a unique project. 
Again important questions had to be asked. 

- How does a school and a interactive museum relate? 
- What are the systems of the school? 
- How are a schools program met? 
- What are the important aspects of a interactive museum? 
Fundamental as a school is and the idea for interaction drove 

the design. When outlined by a greater system for a more minute 
whole what comes to mind? The solar system or a clock relates 
accurately to two such systems. For as long as there has been time 
there have been systems. With first the planets, great bodies of mass, 
each standing powerful alone but offering so much more to individuals 
as a collective unit. The systematic orbit of the planets around our sun 
the such defines time. 

Time to has a system. Gears and pulleys designed in unison to 
create a clock as the definitive mechanism. The pulsating rhythm of this 
machine captures every image as the world passes by. 

All this icons in our modem world, the beauty of creation one 
rhythmic beat after the other. A tale informing us what has been, what 
is, and what will be, one movement at a time. So why should we not 
design with these characteristics? 

With this design first was taken two opposing grids, one of the 
site, the other true nortli, thereby relating what lies in the building, by 
the building, and around the building. The design worked on the 
interaction of three levels. 

SCHEMATIC PLANS 
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Design Response 
These levels plane, circulation, and element. The planer elements 
evolving from horizontal, vertical, and vir tual keys. Circulation relating 
individual, cohesively, and randomly. Element being that of the built, 
natural, and virtual realms. The repetition of all these collective as a 
whole was the development of that greater system. With the 
development of the system controlling one factor arose to be the 
definitive central element of the design. This element was the 
interactive gallery. The gallery became a square of sorts for all the 
surrounding programs. It was the threshold into the spaces. Lined with 
trees it became the interaction between the people, nature, and 
technology. So controll ing it became almost cumbersome. As 
allowed in the previous space analysis it nearly doubled in size so that 
it could and did encompass the entire building. How you traveled in 
the school was through this space allowing features of the building to 
hopefully, if a built environment it would draw you in, and relate the 
users not on how they individually learned but collectively worked 
together to gain a more worldly understanding and this is what wanted 
to be achieved more than relating media to an individual. The building 
became its own universe, but related in both macro and micro means 
to the solution and design desired. 
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Design Description 
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Design Description 

The three main materials used on the facades of the building were glass, 
wood, and concrete. In the major portions of the building each is supplied 
with some kind of porch to carry the idea of the front porch from the 
inside, these porches are marked with the corrugated metal to shimmer the 
sunlight back onto the natural surroundings of the building. The glass facade 
backings do not serve just as windows to the world or to allow sunlight to 
penetrate for the trees inside, but serve as a backdrop for the sky, making 
the major systems, library, office, classroom cores, and secondary spaces, 

efined with tne use of r~gh-sprayed concrete, stand out as separate 
entities, but still serve connection as a whole. The glass corridors are 
colored re , yellow, and blue just to call attention to themselves as entry 
devices and major arteries to the overall system. So to in the elevations the 
building serves a a system as an overall whole to the inside and outside. 
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Design Description 
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Design Description 
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