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PREFACE: 

Ashfall F os~il dig has interested me 

since its opening in the early 1990's. I grew up 

in Orchard, Nebraska and have known about -

the fossils for some time. When construction of 

the facility started, I became interested in the 

prehistoric wildlife of Nebraska. 

I always enjoyed going to the site and 

talking with Dr. Voohries about the fossils . 

This is when I became interested in designing a 

. facility for Ashfall. 
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ABSTRACT: 

Thesis Statement: 
In theory a wormhole can transport 

people back in time. The facility at Ashfall 
needs to be a wormhole to transport people to 
another time and place. Can architecture be a 
wormhole -in time and place? Ashfall needs to 
be a time machine or gateway to the past. 

Facility Type: 
The Facility is a combinatio~ 

laboratory/museum for Ashfall Fossil Beds 
State Uistorical Park. The facility will display 
the fossils· in the exact position that they died. 
The facility will teach the public and 
paleontologists about the prehistoric wildlife of 
Nebraska ten million years ago. 

Scope of Project: 
This project is a learning facility that 

-will teach people about the prehistoric wildlife 
of Nebraska. The facility will be a gateway to 
the past and also needs to reflect 
the disaster that happened 10 million years ago. 

Context Statement: 
Ashfall State Historical Park is located 

6 miles north of U.S. 20 between Royal and 
Orchard, Nebraska. The site is located on 360 
acres of rugged rangeland. The park offers a 
fascinating and educational experience for the 
entire family: Ashfall offers an opportunity to 
travel back in time and see what Nebraska 
prehistoric wildlife was like long before 
modem man ventured onto the Great Plains. 

ASHF'ALL FOSSIL BEDS 
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SUPPORTING THEORY: 

"Any Building, no matter how minor or 

mundane has the potential to transport us to 

another realm."1 According to theory, objects 

or people might be able to travel through a 

blackhole (wormhole) to other locations in time 

and space. 

But, first we need to know what is a 

black hole and how is it formed. "The term 

black hole was coined in 1969 by the American 

scientist John Wheeler as a graphic description 

of an idea that goes back at least two hundred 

years, to a time when there were two theories 

about light: one, which Newton favored, was 

that it was composed of particles; the other was 

that it was made ofwaves."2 A black hole is a 

black void in space. 

To understand how a black hole is 

formed, a person needs to understand the life 

cycle of a star. A star is formed when a large 

amount of gas (mostly hydrogen) starts to 

collapse in on itself. When a star runs out of its 

hydrogen and other nuclear fuels it becomes 

unstable. "When a star contracts, the 

gravitational field at its surface gets stronger 

and light cones get bent inward more."3 When 

the gravitational forces are reversed, a black 

hole is formed. 

"One theorist suggests that black holes 

may serve as doorways to another universe or 

to other points in time. "4 Scientists call such 

bridges, wormholes. Scientists have no physical 

evidence that wormholes exist, but 

mathematical calculations show that they are 

possible. 

· ASH FALL FOSSIL BEDS 



ARCHITECTURE AS A WORMHOLE IN TIME AND PLACE P A CE : 2 

SUPPORTING THEORY: 

"The idea of wormholes between 

different regions of space-time was not an 

invention of science fiction writers but came 

from scientific sources. "5 

"In 1935, Einstein and Nathan Rosen 

wrote a paper in which they showed that 

general relativity allowed what they called 

bridges, but now are called wormholes. "6 

Travel in time depends on the angle of 

approach to the worm hole. A steep angle might 

result in a trip to an antigravity 

universe or a shallow angle might result in a 

trip to another universe like ours. 

According to the astronomer Kaufinan: 

"Perhaps a rotating black hole connects our 

universe with itself in a multitude of places. But 

remember, these would be different places in 

space and or time. In other words, by emerging 

into one of these "other universes" you might 

actually be reentering our own universe in the 

same place but at different times. This is a time 

machine. "7 

"Time and place take on new 

dimensions in the hands of Disney's architects 

and designers."8 "As in many Disney offerings, 

the metaphors are cavalierly mixed to create the 

effect of another place in time."9 

Charles Moore recognized the 

significance's and effectiveness of storytelling 

in the architecture and planning of Disneyland, 

in California. "There Disney indeed revived 

architecture as a storytelling device, and he 

exploited and embodied a number of perhaps 

simple but artificially interwoven themes."10 In 

ASHF'ALL FOSSIL BEDS 
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SUPPORTING THEORY: 

The designers for Disney were able to 

let people step right into a story. "Like Alice 

stepping through the portals of Disneyland will 

be like entering another world."11 

"Alice stepped into a world where 

experience was heightened by the manipulation 

of size and shape and color and sound."12 

How can the theory of time travel be 

applied to architecture? In theory, a wormhole 

can transport people back I 0 million years ago 

to a place now called Ashfall. The facility at 

Ashfall needs to reflect the conditions of the 

site I 0 million years ago. The site has 

drastically changed over millions of years to the 

present climatic conditions and vegetation. 

Ashfall needs to be a time machine that 

will allow people to step into a different time 

and place. Disney is able to accomplish this by 

the manipulation of color, sound, and scale. 

The theme parks of Disney are able to transport 

people into a make believe time and place that 

only existed before in the movies. 

ASHFALL FOSSIL BEDS 
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ISSUES AND RESPONSES: 

For architecture to become a wormhole 

in time and place, several issues need to be 

addressed. The three most important are the 

issue of time, issue of place, and the issue of a 

gateway. 

Issue: The importance of Ashfall 

occurred ten million years ago when a volcano 

erupted burring thousands of animals in 

volcanic ash. The facility and site need to 

reflect this time that occurred at Ashfall. 

Design Response: What is the 

image of the time that existed 10 million years 

ago? This was a time when animals were free to 

roam the plains. Animals that survived adapted 

and changed with the environment. The facility 

needs to express the disaster that took place at 

Ashfall. The facility should have a dynamic 

presence on the site that reflects the tragedy at 

Ashfal/. 

Issue: Ten million years ago this site 

reflected a place similar to a modem day 

African savanna. Today the site is rugged 

rangeland in the Verdigree River Valley. The 

facility needs to communicate a sense of place 

to the environment of ten million years ago. 

Place is the atmosphere and ambiance of the 

environment. 

Design Response: . The site of 

Ashfall has been changed dramatically over 

millions of years in climate and vegetation. The 

rugged rangeland was formed from glaciers 

cutting through the Great Plains. 

Ashfal/ needs to express and interpret the 

prehistoric timeline of the past. Views of the 

entire site are very important and so are guided 

ASHFALL FOSSIL BEDS 
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ISSUES AND RESPONSES: 

tours throughout the site. Paths need to be 

constructed throughout the site in various ways 

to explore the site. 

Issue: The site will be :accessed 

through the museum/research,oenter. 'fhe 

building is represental of a time mac'hine. 

When you enter the building y.ou step into a 

different place and time. The facility needs to 

be a gateway or doorway to a different time. 

Design Response: 'The buildimg is :a 

vehicle to travel back in time ten million years. 

To travel back in time a person J]j}eeds Ito enter 

through a wormhole in space. The facility needs 

a symbolic presence of a time machine. The 

facility needs to represent the power and 

strength that is necessary to travel back in time. 

The buildings needs to be entered through. a 

tunnel or by waUcing down a slope to enter the 

facililty. The building needs to utilize high-tech 

100.king materials, and be expressed as a 

bigh-;tec'h machine that can transport peqple to 

another iplaoe and time. 

ASHFALL FOSSIL B tEDS 
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CASE STUDIES: 

Hotel Santa Fe by Antoine Predock 

"'Predock began with what he terms, 

somewhat-elliptically, as "the extraction oft.he 

landscape," looking at the subtle earth. colors 

found in the Southwest and the different 

manifestations of water .. from melting snow 

trickling down mountainsides to torential 

Exterior of Hotel Santa Fe (illus!) 

Predock added a rotting 1957 Ford 

Faidane, 1'934 Ford Phantom, l946 Chevy 

truok, .aM were half-buried on the grounds of the 

hotel t-0 give the impression they had been 

abondoned in the desert. 

"''The Hotel Santa Fe is full of 

metaphors about the endless highways and 

Sidewalk at !Hotel Santa Fe (ilJos. 2) 

"''Predock also sought lo evoke the 

feelilng of infinite space -on experiences while 

cr-0ssing the desert."15 Predock created a feeling 

about an atmosphere and time of the American 

Southwest in the Florida swamps. 
Bibliography; 
Dountop, Beth, Buildina a Dream. New Yodc A Times 

Mirror Oonipany~i996, page 150. 
l4Duri.Iop, Beth. Buildinaa Drea:tn. New Yotik: A Times 

Mirror Company,1996. page 150. 
l5Dunlop, Beth. Buildini' a Dream. New Y odG A Times 

Mirror Company, 1996. page 150. 
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CASE STUDIES: 

Hollywood Tower Hotel by John 

Hench 

Ho11ywood Hotel was loosly based on a 

number of old Los Aingeles hotels built in 1the 

[ 920''s. The hotel !Possesses its own aura -of 

faded glamour. 

~'As iB many Disney offerings, the 

H:ollywood TowetHGtel1(illus. 3) 

metapl1ors are 

cavalierly mixed to 

:create the effect of 

:another place in 

another not quite 

definable time."16 

uDisney theme 

-· parks require rnote 

refined stinmU, including the associations 

evoked by architectural style itselif."17 

Th.e unique part about this lbttilding is 

th.at it takes visitors back in ;time to the 1920'.s 

an« ito a diferent 1place in a Gothic hott'-Or srocy. 

Th.is is accomplished by the Gothic style .and 

color. 

Bibliography: 
16IJhmiop, Beth. Buildini'a iDream. New Yo1lk: A 'Dimes 

Mirror Oompany.,1996. page 53. 
I :,Dunlop, Beth. Buildini a iDream. New Yorck~ A Times 

Mirror Ootnpany~[996. page 53. 

ASHFALL FOSSIL 18EDS 



ARCH IT ECTURE AS A WORMHOL E I N TIM E AND P L A C E F' :.c.i:: 9 

CASE STUDIES: 

Wilderness Ledge by Peter Dominick 

~·rhe Wildenress Looge draws upon :a 

variety Q'f rustic landmanks, mcladin.g 01.d 

Faithful hm at Yellowstone Nati@mal ~atik, 

Ahwalmee Hotel .at Yosemite, Lake McDonald 

Lodge at Glacier Nation.al Park, and 'fimberline 

Lodge at Mount Ho@<il, Oregom.." 1~ 

"Waterfalliin frolit ofWildemessiLodge {illus. 4) 

'The gnat oOhe WiMemess Lodge iis to .create a 

:sense of place in Florida of a westem 

lands~. 

''The six story lobby is dominated by a 

giant fireplace with. stonewo11k depicting the 

strata of the Oran<il Canyon:"19 

The fan.dscape r@f die wildnerness h@tei consists 

of a geyser, fly-fishing creek, and a waterfaU 

that ttansfomis ithe F1loz;ida ·swamp into a 
. / , 

Wildemess Lodge !Lobby, (illus 5) 

western landscape. 

Bey@ndjust 

typical rustic 

.ai;chitectwre 

m@tifs and westem 

materials, the 

.architect sought 1to 

express the spiritual idea about the west. "This 

was made p@sslble by incoipor.ating Native 

American iegen.t\s into ithercolumns and totem 

poies-andpattems in 1the rugs.''20The spiritwas 

ev~r more a;pparent by the philosophical and 

ASHF9ALL FOSSIL BEDS 
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CASE STUDIES: 

the structural approach to It.he Wilderness 

Lodge. 

The lodge is trying to ensure a 

r-0ughn6'ss and a trueness in the structure of !the 

Wilderness iLodge {illus. 6~ 

Bibliography; 
l8Duttlop,Beth.Buildin2at>rew. NewYorllc A Tllllles 

Mirror Ootnpany., 1'99~. page 112.. 

i9i)untup, Beth •. Buildin2;a Dream. NewYorllc A Trmes 
Mirror Oompany, 1'99f;. page 112.. 

20DWllop, Beth. Bulld.in2 ;a Dream. New Yorllc A Tames 
Mirror OotQt>atlY~ 1'996. page 11.5. 
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OVERVIEW: 

History ofsite: 

Ten million years ago, hundreds of 

rhinos, 3-toed horses, camels and other animals 

died around the edges of a watering hole. 

Covered injagged glass particles of volcanic 

ash and still locked in their death poses, the 

amazing well-preserved skeletons of these 

prehistoric beasts lay undisturbed, until the 

1970's. A volcanic eruption in the Rocky 

Mountains blew ash eastward across the United 

States. 

Unlike most fossil deposits, this deposit 

consist of scattered bones accumulated over 

extended periods of time. The ash bed contains 

mostly remains that are still joined together in 

the proper order. The quick burial in volcanic 

ash allows for the 3-dimensional preservation 

of skeletons, from animals that became extinct 

millions of years ago. "Paleontologists are 

given an opportunity to reconstruct the life 

appearance and habits of these ancient species 

with an accuracy never before attainable."21 

The Ash Bed also contains additional 

clues to the vegetation and climate of the 

landscape 10 million years ago. Ashfall is a 

time capsule presenting us with a picture of a 

vanished world. This area contains North 

America's most complete record of the 20 

million year history of grassland animals. 

If you were able to transport 10 million 

years back in time, you would find a Nebraska 

covered with subtropical grasses and patches of 

jungle. Before this catastrophic volcanic 

eruption occurred, the area was inhabited by a 

rich variety of life reminiscent of modem east 

African savannas. Different species of 

ASHFALL FOSSIL BEDS 
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OVERVIEW: 

animals are located in layers throughout the 

ash. At the very bottom of the ash bed, which 

was previously a lake, are small creatures, 

which probably died immediately. Just above 

these remains are skeletons of horses and 

camels. Finally above the horse and camel 

skeletons are the rhinos and the occasional 

giant tortoises. 

History ofMuseums: 

The public museum dates back to the 

late eighteenth and early nineteenth centuries. 

"Its origins in houses and palaces, where rooms 

are specifically designed to display works of 

art, are even earlier."22 

"The most influential source for 

museum architecture in the nineteenth century 

was J. L. Durand's designs for an art museum 

published in Precis des lecons d 'architecture 

(1802-1805). "23 

The first museum building boom in the 

United States began in the latter part of the 

nineteenth century. This boom was in response 

to centennial celebrations of American 

independence, and it was slowed only by The 

Great Depression of the 1930's and World War 

II in 1939-1940. During this period, the 

creation of major institutions such as the 

Metropolitan Museum of Art, Museum of Fine 

Arts, Brooklyn Museum and the Philadelphia 

Museum of Art were all conceived in the 

classical mode. "This period was followed by 

the creation of such classic modernist 

masterpieces as the Museum of Modem Art, 

The Solomon R. Guggenheim and Eriel 

Saarinen wing at the Des Moines Art Center.''24 

ASHFALL FOSSIL BEDS 
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OVERVIEW: 

"The work of a new generation of architects 

appeared in the 1960's and 1970's, with the 

completion of such important buildings as 

Sheldon Memorial Art Gallery at 

Univ. ofNebraska-Lincoln, J.M. Pei's Everson 

Museum of Art in Syracuse, New York, and 

Louis Kahn's Kimbell Art Museum in 

Dallas. '"'25 

"A late 20th century phenomenon was 

the provision of additional exhibition space 

wholly or partially underground, in order to 

leave undisturbed an existing site above 

d ''26 This . d groun . 1s emonstrated in museums 

such as the De Witt Wallace Decorative Arts 

Gallery and extensions to the Smithsonian 

Institution. 

The Museum in the Next Century: 

Since the completion of the Pompidou 

Center, there is a clear indication that the form 

of the new museum is beginning to piece itself 

together. 

"The rooms, for example, are both 

larger and smaller-- larger to admit an 

expanded and educated lay audience that 

dwarfs the old elite, and smaller to admit a 

whole range of specialized activities and media 

that demand a personal rather that public 

presence. ''27 The new audiences expect these 

new types of multi-media presentations. "The 

presence of electronic media in these rooms 
' 

which began to appear as exhibition aids in the 

1980' s, is an element that seems at once secure 

in the present and formidably decisive in the the 

future. ''28 

ASHFALL FOSSIL BEDS 
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OVERVIEW: 

"In the next century it is virtually 

impossible to imagine a work of art being 

mounted in an exhibition without the viewer 

being given access to a wide range of 

supplementary information. ''29 

Thanks to the intemetand technology 

each museum is now potentially every museum. 

ASHF'ALL FOSSIL BEDS 
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SITE CONTEXT: 

Ashfall State Park is located 6 miles 

north of U.S. Highway 20 between Orchard and 

Royal, Nebraska. The park is a joint project of 

the University ofNebraska State Musewn and 

the Nebraska Game and Parks Commission. 

Each summer, paleontologists work on 

uncovering skeletons buried in the ash. "The 

newly uncovered fossils are left exactly where 

they are found. "30 

Ashfall is situated on 360 acres of 

rugged rangeland in the Verdigree Creek 

Valley. Verdigree Creek and its may tributaries 

have carved nearly 500 square miles into a 

network of rugged hills and ravines. 

The site consists of a rugged valley, that 

runs north to south between the excavation site 

and the exposed bedrock on the nearby hills. 

The fossils extend over at least 300 square 

meters of the 360 acres of the site. The entire 

site will be excavated, but only areas with 

numerous fossils will be covered with a 

building. 

Bibliography: 
2 1 Ratcliffe, Brett. "Museum Notes" Uniyersjty of 

Nebraska State Museum. Feb. 1992: no. 81. 
22 Darragh, Joan. Museum DesilPJ.. New York. 

1993. page .. 
23 Darragh, Joan. Museum DesilPJ.. New York: 

1993. 
24 Darragh, Joan. Museum DesilPJ.. New York: 

1993. 
25 Darragh, Joan. Museum DesilPJ.. New York: 

1993. 
26 Darragh, Joan. Museum DesilPJ.. New York: 

1993. 
27 Davis, Douglas, The Musewn Transformed. 

New York: Abbeville Press, 1990. page 203. 
28 Davis, Douglas, The Museum Transformed. 

New York: Abbeville Press, 1990. page 203. 
29 Davis, Douglas, The Museum Iransfonned. 

New York: Abbeville Press, 1990. page 203. 
30 "Ashfall Fossil Beds." Nebraska Game and 

Parks Commission. page 
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SITE DESCRIPTION: 

Rain: 

May through June is the heaviest 

rainfall. 

3 .5" Average during the summer 

months 

5" Average snowfall during winter 

months 

Temperature: 

During summer months the average is 

70 degrees. 

July is the hottest with a 88 degrees 

average. 

March is the coolest with a 47.5 degree 

average. 

Wind: 

Wind blows from the south in the 

summer months. 

Wind blows from the northwest in the 

winter months. 

Traffic: 

There is a highway that runs along the 

west side adjacent to the site. 

The access road and parking lot is to the 

north of the excavation site. 

Vegetation: 

Oak trees and pine trees are located 

along the west side of the site. Tall grass covers 

almost all the site. 

ASHF'ALL FOSSIL BEDS 
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SITE GEOLOGY: 

GEOLOGIC SEITING of ASHFALL FOSSIL BEDS and VICINITY 
SEDIMENTARY ROCK LAYERS 

Elev;ition 

1750 

1700 

1650 

Name Age 
!MILLION Yl:ARS) 

LONG PINE 
FORMATION 

ASH HOLLOW 
FORMATION 

(Qp Rock 
Member) 

VALENTINE 
FORMATION 

Description 

SIGNIFICANT FOSSILS 

7J;BRAS • l£\L\ll:>.:GS • Gl!\Nl CAMELS 
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VIEWS OF SITE: 

View of valley to the west and also views of the exposed 
bedrock of adjacent hills. (illus. 9) 

View to the south, looking down a nature trail. (illus. 10) 

View of creek. running along the west of fossil dig. 
(illus. 11) 

View to the south, looking down the valley. (illus. 12) 
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VIEWS OF SITE: 

Aerial view of fossil dig and site. (illus.1 3) Location of fossils (illus. 14) 
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GOALS AND OB..JECTIVES: 

Issue: Mood/Ambiance 

Goal: The facility should create an 

atmosphere of another time and place. 

This experience of another time and 

place should be heightened by the environment 

of the facility. This experience can be 

heightened by temperature changes in the 

facility, lighting in the facility (natural light, 

placement and design of lighting fixtures), and 

temperature changes when entering dark 

cavernous display areas. The texture of the 

flooring and the wall treatments (outside and 

inside) can create a response to another time 

and place. 

Color can also be used to make an 

emotional response. Dark to light will show 

changes in facility from public to private areas 

and also distinguish between types of displays. 

Creating moods (illus. 15) 
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GOALS AND OBJECTIVES: 

Goal: 

The facility should create an atmosphere of 

another time and place. 

•!• The facility should use changes in color to 

distinguish between different times. Dark to 

light changes in color will create dramatic 

changes in the atmosphere of a space. The 

·display area needs to reflect the darkness of 

a wormhole. 

•!• The facility should utilize different ceiling 

heights to create mood changes. People 

experience different moods when entering 

into rooms with changes in ceiling heights. 
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GOALS AND DB..JECTIVES: 

Issue: Privacy 

G()a/: The facility should create 

secluded spaces that allow people to imagine 

time travel. 

Displays should be orientated in spaces 

that are withdrawn from the public. This would 

allow for individual viewing, and also make it 

possible to imagine time travel. 

The facility needs to create spaces that 

are secluded. This can be accomplished with 

partial walls around displays that allow the 

. . 
viewer pnvacy. 

Ashfall is a place of reflection. Places 

need to be created along paths for people to be 

secluded and withdrawn from the public. Exhibit space with partial walls (illus.16) 
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GOALS AND DB.JECTIVES: 

Goal: The facility should create secluded 

spaces, that allow people to imagine time 

travel. 

•!• The facility needs to create display spaces 

that are private and secluded. A central 

space should be used for people to report 

back from time travel. 

•!• Privacy is needed along circulation paths 

for individuals to reflect and ponder time 

travel. 
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CASE STUDIES: 

DeSoto Visitor Center: 

The DeSoto Visitor Center is a large 

concrete structure used for a 7,800 acre wildlife 

refuge that stretches across the Missouri River 

between Iowa and Nebraska. The facility was 

designed to provide public education about the 

ecology of the river, and it is also an important 

archaeological find. To make the facility 

Front elevation (illus. 17) 

harmonious with the site, it was designed by 

dividing the building into several parts to 

reduce its scale. 

The building is accessed by a long 

entrance drive through the woods with stopping 

Elevation of Visitor Center (illus. 18) 

This is a good case study, because it 

shows how a visitor center design is influenced 

by the site. The building is raised above the 

water by concrete columns. Wood infills are 

used on the inside and outside of the building 

demonstrating a connection with the site. 
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CASE STUDIES: 

Museum of Anthropology by Arthur 
Erickson 

The Museum of Anthropology at the 

University of British Columbia in Vancouver is 

an example of how a design can be influenced 

by striking features of the site. 

Museum of Anthropology (illus. 19) 

The site had three features that influenced the 

museum structure. First, is the spectacular view 

from the cliffs. Second, a permanent mark on 

nature in the form of tons of concrete poured as 

gun emplacements from the last war are 

distinctive features. Finally, the museum had to 

be kept low to preserve scenic views from the 

highway. 

The interior layout of the museum was 

accomplished by utilizing three spaces that 

represented three cultural zones. 

The structure of the building is based on 

contextual elements from the natives. "The 

architect wanted to show the same generosity 

and flamboyant disdain for economy as the 

Channeled Beams (illus. 20) 

native people in their 

potlatches and still 

suggest their 

reverence for nature; so 

began the process of 

establishing supports for a 

deep-beamed structure."31 

Bibliography: 
JlErickson, Arthur. The Architecture ofArtbur 

Erickson. New York: Harper & Row: 1988 
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CASE STUDIES: 

Fine Arts Center by Antoine Predock 

Antoine Predock's Fine Arts Center is 

located on the Arizona State campus in Tempe, 

Arizona. Predock's work hints at regional 

location, southwest landscape of rock outcrops, 

buttes and parched desert. 

Roof forms (illus. 21) 

"The roofscape captures the beauty of 

an arid climate and makes us believe for a 

moment that students can inhabit the world of 

the pueblo."32 "In mood the roofscape is a 

cross between a Mayan temple of sacrifice and 

an eighteenth-century Indian astronomical 

observatory; and here one feels part of some 

brooding cosmic spectacle where the planets 

and stars must be consulted to ward off feelings 

of existential angst. "33 

Roofscape (illus. 22) 

Predock, in his architecture, makes 

attempts to a new age, sci-ft altered atmosphere 

as motives to his work. Predock lets his designs 

grow from the site and function of the building. 

Bibliography: 
32Jencks, Charles. The Language of Post-Modem 

Architecture. Great Britain; Academy Editions, 

1991. page 193. 
33Jencks, Charles. The Language of Post-Modem 

Architecture. Great Britain; Academy Editions, 

1991. page 192. 
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FACILITY ANALYSIS: 

What type of facility is needed for 

Ashfall? If Architecture is to provide a 

wormhole through time, then the theory of time 

travel needs to be reflected in the building. The 

facility needs to be a doorway or gateway to 

another time and place. The context of the site 

needs to be integrated into the facility. The 

facility needs to reflect on the past history of 

the site. Ten million years ago the environment 

was very different than today. The climate was 

comparable to a modem day savannah in 

Africa. 

Should the building reflect the site or be 

a high-tech looking facility? Or could the 

facility use both of these ideas in a 

combination? 

In the movie "Jurassic Park" the facility 

looked like a twenty-first century fortress. The 

animals of Ashfall will not come back to life as 

they did in the Jurassic Park, but the concept is 

similar. People come to these parks to learn 

how these animals lived, what they ate and 

what they looked like. 

If a person could travel through a 

wormhole to the site of Ashfall, then how 

would the building reflect this process? The 

building becomes the time machine to another 

time and place. The building needs to show the 

layers of time a person would travel through to 

get to this site. Just as a person travels through 

layers of time, the paleontologists uncover 

layers of earth to discover the mysteries of the 

past. 

The facility needs to have an immediate 

level change at the entry. This can be 
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FACILITY ANALYSIS: 

accomplished by entering into an elevator, or 

by some other means of entering the facility. A 

ramp going down into the ground could be a 

way to enter the facility. 

The facility needs to be partially 

submerged underground. This will be a 

metaphor to how paleontologist uncover fossils. 

Instead of uncovering fossils, the building will 

be a time machine that is uncovered to display 

the fossils. 

The facility does not need to reflect the 

modem day site but a time machine to the site 

of the past. 

A monolithic design or high-tech 

looking machine or a combination of the two is 

a possible design concept for the facility. 
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FACILITY ANALYSIS: 

Mission Statement: 

The mission of the facility is to 

create a time machine to transport 

people back in time 10 million years 

ago, to a time when the fossils at 

Ashfall were still alive. The mission of 

the facility is also to enhance the 

experience of research and learning 

about the fossils and site of Ashfall. 

ASHFALL FOSSIL BEDS 
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I 

GOALS AND 08.JECTIVES: 

' 
Issue: Time 

• 

Goa/.: The facility should create an 

environment of another time. 0 

The facility at Ashfall is a vehicle to the 

past. The facility needs to look alien to the site. 

The flora , fauna, and climate have all changed 

over the last 10 million years. The facility does 

not need to reflect the modem day site, but a 

time machine that will allow people to travel 

back ten million years. The facility needs to be 

a gateway to the past. 

If Disney creates another time by 

changes in color and scale, then facility at 

Ashfall needs to incorporate these principals 

into its design. 
Travelof t:i.Ine (illus.23) 
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GOALS AND DB.JECTIVES: 

Goal: 

The facility should create an environment of 

another time. 

•:• The facility needs to utilize lightweight 

materials that give the impression that the 

facility is only temporary. The building will 

not be moved to another site, but the facility 

needs to reflect the ability of a time 

machine. 

•:• The facility needs to create an image that it 

doesn't belong on the site. 

Building needs to utilize lightweight materials. 

Building that looks alien to the site (illus.24) 
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GOALS AND DB.JECTIVES: 

Issue: Circulation 

Goal: The circulation system should 

reinforce the experience of time travel 

The circulation of the facility needs to 

reflect a wormhole in space. In order for time 

travelers to arrive at their desired destination, 

they need to travel through a wormhole. 

Visitors at Ashfall will have to select 

desired circulation routes to travel to their 

destinations. Circulation paths need to force 

people to make decisions on which route to 

take. Obstacles need to be placed in the path of 

circulation to direct people. Circulation paths 

need to be a progression through time. 

.... __ _ 

Circulation through wormholes (illus. 25 

ASHF'ALL F'CSSIL BEDS 
. 

I 
I 



ARCHITECTURE AS A WORMHOLE IN TIME AND PLACE PAGE: 33 

GOALS AND DB.JECTIVES: 

Goal: 

The circulation system should reinforce the 

experience of time travel. 

•!• Progression through time should be 

represented by the layering of the 

circulation paths 

•!• When traveling through a wormhole, a 

person can trek anywhere in the future. 

Circulation paths should reflect this, and 

allow people to make their own choices 

about which path to take. 

•!• Traveling through time is like a maze. 

Circulation paths in the display area need to 

reflect a maze. 
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GOALS AND 08.JECTIVES: 

Issue: Visibility 

Goal: Paleontologist uncovering the 

layers of time should be highly visible to the 

public. 

Uncovering of the fossils transport 

people to another time and place. When visitors 

see the fossils in the ground, they are shown the 

position in which the animals died. 

Individual viewing areas should be 

created to allow a person to view the ongoing 

digging. Separation between people and the 

digging needs to be divided with barriers. 

Small viewing portals need to be 

provided to allow visitors an opportunity to see 

the activities in the fossil preparation lab. 

Paleolentoligsts uncovering a rhino skull (illus. 26 
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I 

GOALS AND 08.JECTIVES: 

Goal: 

Paleontologist uncovering the layers of time 

should be highly visible to the public. 

•!• Walkways need to be constructed to allow 

visitors to get within 5 feet of the dig. 

•!• Different sized openings at different height 

levels can be used for visitors to have 

seperate views of the fossil preparation lab. 
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FACILITY ORGANIZATION 

AND LAYOUT: ' 
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CASE STUDIES! 

Museum of Glass by Gunnar Birkerts 

The design for the Coming Museum of 

Glass was conceived as a flowing extension of 

the existing Glass Center building." It has a 

form analogous to that of glass, which is 

amorphous in the molten state and acquires 

highly structured crystal properties in the 

solidified state."l The skin of the building 

reinforces the metaphor. 

Elevation (illus. 27) 

"The circulation of the exhibition space 

flows clockwise and represents the 

chronological development of glassmaking. "2 

Masterpieces of each era are placed in the 

Grand Circulation Gallery, and mark the points 

of highest achievement. 

~' 
Floor plan (illus. 28) 

The exhibit space at Ashfall needs to 

show a chronological order in time. The 

layering concept could also be applied to the 

design at Ashfall. 

Bibliography: 
34sirkerts, Gunnar. Process and Expression in 

Architecture. Norman; Oklahoma Press. 1994. page 69. 

35Birkerts, Gunnar Process and Expression in 

Architecture. Norman; Oklahoma Press. 1994. page 70. 
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CASE STUDIES: 

Hagerman Fossil Beds 
National Monument, Idaho 

Hagerman Fossil Beds is a combined 

research center and museum. It is a place where 

active scientific investigations are integrated 

with interpretation. It is a place where visitors 

and scientists interact and participate in 

scientific discovery. 

Display of natural materials (illus. 29) 

The facility is a sustainable design that 

uses the architecture style to reflect the color 

and horizontal character of the surrounding 

landscape. The building uses natural lighting 

and passive heating/cooling through the design 

applications. 

The theory for this facility is to recreate 

the past without destroying the future of the 

site. 

Nature trail (illus. 30) 

Hagerman tries to fit into the existing 

context of the site. Ashfall, on the other hand 

will recreate a site of 10 million years ago 

instead of the existing site that exists today. 

Ashfall will show the changes in the site that 

have occurred over the millions of years. 
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CASE STUDIES: 

The Mammoth Site of Hot Springs, 
South Dakota 

A large concentration of mammoth 

fossil's are housed in one building covering the 

entire site. The bones are left as exactly as they 

were found. 

Working dig (illus. 31) 

A 20,000 square foot visitor center now 

covers the sinkhole and enables visitors to view 

first hand this working fossil dig. 

Walkways have been constructed 

around the dig to allow visitors a close up view 

of the fossils. 

Interior of facility (illus. 32) 

Ashfall won't be just one building 

covering the entire site, but smaller buildings 

covering specific areas on the site. This due to 

the fact that the fossils are to spread out for one 

building. Fossils are dense in specific locations 

throughout the site. 
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CASE STUDIES: 

Visitor's Center, Limerick, Ireland by 
Murray O'Laoire Associates 

The visitor center is for a 

thirteenth-century castle in Limerick, Ireland. 

Juxtaposition of buildings (illus. 33) 

The design of the facility makes few references 

to its historic context. The new facility is an 

expression of the late twentieth century. 

-~--Juxtaposition of buildings (illus. 34) 

The new facility is an industrial-tech 

looking building that creates a juxtaposition on 

the site. As a result of this juxtaposition both 

elements are enriched by the other. 

The new facility didn't try to imitate the 

existing castle. The new facility is a high-tech 

looking facility that encases the relics that have 

been dug up on the site. 

Long section (illus. 35) 

A industrial-tech looking facility was 

used to display relics that are over 700 years 

old. This facility is a vehicle to display relics 

from the past. 

ASHFALL FOSSIL BEDS 
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ACTIVITY AND SPATIAL 

ANALYSIS: 

2 Educational Classrooms: 

Square foot: 400 sq. ft.--800 sq. ft. total 

Users: students, staff 

Number of users: 1-40 

Activity: lectures, meetings, presentations 

Public/Private: private, rooms used for large 

meetings, classroom activities. high traffic area 

Space requirements: open plan, room needs to 

be flexible. 50% of lighting needs to come 

from natural light. 

Adjacency/Separation: Adjacent to offices, 

research lib., lab. separated from the lobby, and 

museum 

Space Analysis: rooms are open and away 

from main circulation paths. The organization 

of the room needs to reflect time travel. 

D 

0 0 0 
D 0 0 
0 D D 

D D 

DD 0 DO 
DODOO 
DDo 
D 

The circulation of classroom needs to represent 

time travel. 
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ACTIVITY AND SPATIAL 

ANALYSIS: 

Fossil Preparation lab: 

Squarefoot: 800 sq. ft. 

Users: students, employees, professors 

Number of users: 1-14 

Activity: cleaning fossils, assembling fossils, 

producing casts of fossils, documenting, 

photography 

Public/Private: private, public is encouraged to 

view from outside of lab 

Space requirements: 50% light is to be natural 

light, AD accessible, circulation paths should 

be clear and unobstructed. 

Adjacency/Separation: Research library, 

classrooms 

Space Analysis: needs to be flexible, open plan 

to allow for expansion. The lab needs to 

communicate a sense of time travel. 

-

The fossil preperation lab. needs to allow 

visitors the ability to view inside the lab. 
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ACTIVITY AND SPATIAL 

ANALYSIS: 

Multi-Purpose Auditorium: 

Square foot: 3000 sq. ft. 

Users: visitors, students, staff 

Number of users: 1-60 

Activity: listening to lectures, movies, 
presentations 

Public/Private: public, high traffic area 

Space requirements: A stage will be located in 

the front of a projection screen. Floor will be 
sloped. Space must meet ADA requirements. 

Adjacency/Separation: Adjacent to classrooms, 
museum. Close proximity to restrooms. 

Space Analysis: Ceilings should be high to 
allow for acoustical panels. Seating should be 
comfortable, and lines of sights should be 
unobstructed to the stage and screen. 
Auditorium needs to express time travel in the 
circulation and design. 

The auditorium is sloped for better viewing. 
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ACTIVITY AND SPATIAL 

ANALYSIS: 

Lobby: 

Squarefoot: 2000 sq. ft. 

Users: visitors, staff 

Number of users: 1-100 

Activity: visiting, waiting, ticket purchasing 

Public/Private: public, high traffic area 

Space requirements: At least 50% of the 
lighting is to be natural lighting. Open to allow 
for views to other public spaces, as well as the 
outside views. 

Adjacency/Separation: Adjacent to parking lot, 
gift shop. 

Space Analysis: Lobby is the transition from 
the outside space to the inside space. This space 
needs to show a transition in time. Symbolic 
representation of a gateway. 

II . ...,..__. . 
• 
• 

• • 

The lobby needs to be a open to allow people to 

gather. 
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ACTIVITY AND SPATIAL 

ANALYSIS: 

Gift Shop: 

Squarefoot: 800 sq. ft. 

Users: customers, visitors, staff 

Number of users: 1-25 

Activity: selling, buying, browsing 

Public/Private: very public, moderate traffic 

Space requirements: Space needs to be flexible 
and open. shelving on walls 

Adjacency/Separation: adjacent to lobby, but 
separate to allow for gift shop to be closed, 
while lobby is still open. 

Space Analysis: Space needs to be open in the 
front to allow for viewing from lobby, and 
promote Ashfall. 

II 
Ill 

- - - -

II 
Ill 

The gift shop needs to be open to the lobby to 

allow visitors to window shop. 
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ACTIVITY AND SPATIAL 

ANALYSIS: 

Museum Space: 

Square foot: 6000 sq. ft. 

Users: visitors, students, staff 

Number of users: 1-100 

Activity: viewing displays on fossils, learning, 
studying, reflecting 

Public/Private: public, high traffic 

Space requirements: The museum space needs 
to represent the timeline of Ashfall. Glare from 
light on the displays need to be eliminated. 
Interactive displays. 

Adjacency/Separation: Adjacent to lobby, 
auditorium. Separated from private spaces. 

Space Analysis: Space needs to provide a 
time line of history by a linear or circular 
layering of space. 

The museum needs to provide private places for 

people to reflect on time travel. 
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ACTIVITY AND SPATIAL 

ANALYSIS: 

4 Administration offices: 

Square foot: 150 sq. ft. each --600 total 

Users: curator, secretary, visiting Professors. 

Number of users: 1-3 each office 

Activity: administrative functions, 

Public/Private: very private, low traffic 

Space requirements: At least 50% of the 
lighting should be from natural lighting. Offices 
located away from public areas. Utilize natural 
ventilation from windows. 

Adjacency/Separation: close proximity to 
parking lot, adjacent to research lab, and 
library. 

Space Analysis: Offices are small, private 
spaces located away from public circulation 
paths. 

• 0 

• 
m • 

• 

Offices need to be orientated to allow for 

viewing in at least two different directions. 
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ACTIVITY AND SPATIAL 

ANALYSIS: 

Educational research library: 

Squarefoot: 600 sq. ft. 

Users: students, professors. 

Number of users: 1-15 

Activity: reading, interaction, research, learning 

Public/Private: very private, low traffic area 

Space requirements: Quiet space that allows 
for bookshelves and computer stations. At least 
50% of lighting should be from natural lighting. 

Adjacency/Separation: adjacent to classrooms, 
offices, and laboratory. Separate from public 
areas. 

Space Analysis: Quiet space. Space needs to be 
adaptable for expansion of computer network. 
Room needs to be provided for interactive 
space with professors and students as well as 
other museums. 

Library needs private places to study. 
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ACTIVITY AND SPATIAL 

ANALYSIS: 

Observation deck: 

Squarefoot: 600 sq. ft. 

Users: visitors, staff 

Number of users: 1-20 

Activity: viewing the valley and fossil beds, site 
seeing 

Public/Private: public, moderate traffic 

Space requirements: open, needs to offer views 
of entire site. shading of space is needed. 

Adjacency/Separation: Adjacent to lobby, 
separated from private areas. 

Space Analysis: Needs to be elevated to allow 
for views of entire valley. 

Viewing needs to be elevated. 

360 degree viewing 
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ACTIVITY AND SPATIAL 

ANALYSIS: 

Storage: 

Squarefoot: 100 sq. ft. 

Users: staff 

Number of users: 1-2 

Activity: storage of cleaning supplies 

Public/Private: private 

• 
• 

.. · .. 

11 

• • 
• • 

• • 
• • 

Space requirements: shelving on walls, room 
for storage of cleaning utilities, and storage for 
tables and chairs. Storage needs to be hidden from the public. 

Adjacency/Separation: adjacent to lobby, and 
auditorium. separated from museum 

Space Analysis: space is used to store items 
that are not needed on a everyday basis. 
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ACTIVITY AND SPATIAL 

ANALYSIS: 

Restrooms: 

Square foot: 2 @ 250 sq. ft. each 

Users: visitors, staff 

Number of users: 1-5 

Activity: washing hands and other basic 
necessities. 

Public/Private: public restrooms for visitors 
and staff, low traffic area 

Space requirements: ADA accessible, 50% 
lighting from clerestory lighting. 

Adjacency/Separation: adjacent to lobby, 
auditorium. 

Space Analysis: Restrooms need to ensure 
privacy and should be easy to maintain. 

• • • 
• • • ". 

... :.; • • 
11 • • . 

Opening to the restrooms needs to be shielded 

from the museum. 
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ACTIVITY AND SPATIAL 

ANALYSIS: 

Mechanical Spaces: 

Square foot: 10% of total building area 

Users: staff and maintenance personal 

Number of users: 1-3 

Activity: maintaining facility 

Public/Private: private, low traffic 

Space requirements: space needs to centrally 
located in the facility. 

• 

-. 

• • • "' . • 
• • 

• • 

Adjacency/Separation: Adjacent to service 
entrance and access road. 

Mechanic! room needs to be hidden from the 

Space Analysis: space is for the equipment 
necessary to maintain the facility's heating and 
cooling. 

public's view. 
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ACTIVITY AND SPATIAL 

ANALYSIS: 

2 Rhino barns (separate facilities): 

Square foot: 2000 & 3000 sq. ft. 

Users: visitors, staff 

Number of users: 1-60 

Activity: view fossils, listen to lectures, dig up 
fossils, research 

Public/Private: public, moderate traffic level 

Space requirements: open space with 
walkways constructed around the fossils. At 
least 75% of light needs to be natural. 

Adjacency/Separation: separated from main 
facility, but adjacent to each other. 

Space Analysis: The remains of fossils are 
scattered throughout the site, but in a few spots 
there are large clusters, requiring buildings to 
cover them. Space needs to be well ventilated, 
and also needs to be closed at night for security 
and to keep the wind from covering up the 
fossils. 

Fossi~ dig 

Fossils need to be viewed from all angles. 
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ACTIVITY AND SPATIAL 

ANALYSIS: 

Dormitory cabins: 

Squarefoot: 8 cabins @400 sq. ft. each 

Users: seasonal staff and students 

Number of users: Two people per cabin 

Activity: sleeping, studying, relaxing, 
interacting with other students 

Public/Private: Private, low traffic level 

Space requirements: 50% of light from natural 
daylighting. Two bedrooms, bathroom, kitchen, 
living room, closet, storage 

Adjacency/Separation: adjacent to main 
facility, Separated from the main facility, 
located on west side of valley in wooded area. 

Space Analysis: The cabins need to have a 
feeling of home for students. Cabins need to be 
in close proximity to the other cabins and share 
a common area. 

D 
[] 
[] 

Cabins need to be orientated in a way that does 

not block views of another cabin. Common 

areas need to be provided between cabins. 
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SPACE SUMMARY: 

Main Facility: 

Classrooms: 2 @ 400 sq. ft. 800 total sq. ft. 

Fossil Prep: Lab: 800 total sq. ft. 

Auditorium: 3 000 total sq. ft. 

Lobby: 2000 total sq. ft. 

Gift shop: 800 total sq. ft. 

Museum: 6000 total sq. ft. 

Offices: 4@ 150 sq. ft. 600 total sq. ft. 

Library: 600 total sq. ft. 

Mechanical room 600 total sq. ft. 

Storage: 100 total sq. ft. 

Observation deck: 600 total sq. ft. 

Restrooms: 500 total sq. ft. 

Iotal: 6.5QQ tQtal sq. ft. 

Cabins: 

Cabins: 8@ 400 sq. ft. 

balcony: 8@ 100 sq. ft. 

Total: 

Rhino Barns: 

Small barn: 

Large barn: 

Iotal: 

Iotal for facility: 

ASHFALL FOSSIL BEDS 

3,200 total sq. ft. 

800 total sq. ft. 

4000 total sq. ft. 

2000 total sq. ft. 

3000 total sq. ft. 

500Q total sq. ft. 

15,5QQ tQtal sq. ft. 
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PROCESS: 

INTRODUCTION: 

My design process started with the conceptual 

idea of piecing together time in a way that 

could re-create the past and tell its story. After 

this initial idea my focus turned to the fossils 

and the disaster that took place at Ashfall. The 

fossils and the way they died with the 

juxtaposition to one another. This idea evolved 

into the the idea of time unfolding in a way that 

a person could view it . From the conceptual 

idea of time unfolding, the idea of a maze-like 

display area that unfolds to represent the past 

evolved. 

The idea of time travel was explored in the 

hierarchy of spaces from the parking lot to the 

fossil barns. The savanna became a major 

factor in making the design successful. 

The design evolved very quickly in the 

beginning with the changes in the conceptual 

ideas. Then after that the focus turned more to 

the design development the design slowed. 

The design was clear and concise from the 

beginning and well worked out that allowed for 

a successful solution at the end. 
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PROCESS: 

ssue: Mood/ Ambiance: 

Goal: The facility should create an 

atmosphere of another time and place. 

This goal was met in several ways: 

•!• First by creating level changes from the 

entrance down into the savanna and also 

from the savanna down into the display 

areas. This gives the impression that a 

person is going down into another level of 

time. These level changes create changes in 

moods and creates anxiety from one space 

to another. 

•!• Second by creating a sense of anxiety that 

would be present when a person enters a 

dark tunnel and exiting into a vast well lit 

space. 

Section showing level changes from one area to 

the next. (illus. 36) 

Perspective of tunnel. (illus. 37) 
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PROCESS: 

•!• Third by heightening the experience of time 

travel by entering through a tunnel, going 

down an elevator into a different time that 

is expressed with the creation of the 

savanna. Then down a ramp and into the 

display area. This journey creates the mood 

and ambiance of traveling to another time. 
Longitudinal section showing hierarchy of 

spaces. (illus. 38) 
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PROCESS: 

Issue: Privacy 

Goal: The facility should create 

secluded spaces that allow people to imagine 

time travel. 

Privacy means that a person needs to be alone 

in a secluded space to exprerience time travel 

better. This goal was met in several ways: 

•!• First time is reflected in two ways in the 

display area: past and the present. The past 

is expressed with a maze-like circulation 

path that is represental of time being 

unfolded. This display area creates secluded 

spaces that allow people to reflect. These 

secluded spaces are created by the 

juxtaposition of the spaces. 

Plan showing the juxtaposition of the display 

areas. (illus. 39) 
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PROCESS: 

•!• Second by the openings in the walls that are 

positioned to allow adults and children 

private viewing of dioramas and of 

paleontologists working. Openings are 

arranged for selective views to the outside. 

Openings are at different heights and sizes 

that allow for one or two people to view 

through. Each opening is a portal to another 

time. 

Interior perspective showing openings that 

allow for viewing into the dioramas. (illus. 40) 
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PROCESS: 

Issue: Time 

Goal.: The facility should create an 

environment of another time. 

The goal was met in several way: 

•!• . First the building is expressed with a 

crystal-looking form that is rough and 

jagged that represents the disaster that took 

place 10 million years ago. 

•!• Second a savanna was created to show what 

the animals and vegetation looked like 10 

million years ago and how they and the 

vegetation changed over time up until the 

present. 

Elevation showing the crystal-like forms. 

Savanna showing which paths to take to travel 

through time. (illus. 42) 
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PROCESS: 

Issue: Circulation 

Goal: The circulation system should 

reinforce the experience of time travel. 

This goal was met in several ways: 

•!• First the circulation is based on the 

unfolding of time, past and present. The 

circulation based on the past needs to be 

slow paced like time unfolding. The 

circulation for the present is faster and more 

straightforward than the past. 

Plan showing the unfolding maze like area 

created to reflect the past and the 

straight-forward, fast paced path created to 

reflect the present. (illus. 43) 
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PROCESS: 

•!• Second the main circulation through the 

display area is a wormlike path that snakes 

between the past and present. In this area 

the two times are being pulled apart as 

expressed in the material on the floor. This 

circulation path is the bridge between the 

past and present. This persepective is a 

representation of a wormhole. 

Interior perspective showing the pulling apart 

of the materials on the floor. (illus. 44) 
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PROCESS: 

Issue: Visibility 

Goal: Paleontologist uncovering the 

layers of time should be highly visible to the 

public. , 

This goal was met in several ways: 

•!• First, the work being done by the 

paleontologist is visible by the location of 

viewing portals in the fossil lab. Openings 

are located at different heights to allow 

adults and children to have their own 

private openings. 

•!• Second, walkways are created around the 

digs to allow the public access to view the 

work being done. 

Section showing openings into the fossil lab. 

Walkways around unexcavated dig and also 

around the excavated dig in the fossil barns. 

(illus. 46) 

ASHFALL FOSSIL BEDS 



ARCHITECTURE AS A WORMHOLE IN TIME AND PLACE PAGE: 66 

PROCESS: 

•!• Third, a sandbox in the display areas 

allows children to emulate the 

paleontologists and discover their own 

fossils. 

Ashfall is a working dig that is being uncovered 

every day. This excavation is crucial for the 

education of the students and public. The 

visibility of the paleontologists is helpful to 

inspire children to become interested in 

becoming a paleontologist in the future. 

Section showing sandbox in the display area 

(illus. 47) 
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PROCESS: 

~esponse to criticism: 

During the schematic review many points were 

brought up that needed to be addressed. 

•:• In the first review conceptual ideas were 

focused on, such as the concept of the 

juxtaposition of the fossils in the ground as 

a parti for the design. 

•:• In the second review the idea of unfolding 

of time was introduced as a conceptual idea 

that explored time travel. Time needs to 

unfold to represent the past. In order to 

explore this idea people would travel 

through maze-like areas that overlap and 

allow people extra time to explore the 

display's. 

Plan showing the location of the fossils in the 

dig. (illus. 48) 

Plan showingjuxtapositon of the spaces. 

(illus.49) 
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PROCESS: 

•:• Lighting was not addressed in early designs, 

despite being a critical attribute of museum 

design. Lighting needed to be selective as if 

it were points of light in a dark room. Task 

lighting was used in the display areas to 

focus on displays. Individual displays need 

individual lights that illuminate them as if 

they were glowing in a dark room. 

•:• In early designs, columns were used to give 

the facility an appearance that over time the 

columns were decomposing, from which 

created ruins. Different facades were 

expressed with slanting walls and columns. 

This was a Disneyland approach to the 

design that was not successful. The facade 

was changed to a more crystal-like form 

Section showing task lighting.(illus. 50) 

Decaying columns used to represent ruins. 

(illus. 51) 

Dineyland look to the facade. (illus. 52) 
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PROCESS: 

with poured in place concrete walls that was 

sandblasted to give a rough appearance. 

•!• Windows in previous designs were random 

and had no rhythm. The elevation showed 

no cohesiveness in the placement of the 

windows. This was addressed by placing 

windows to focus on select views. 

Conclusion: 

Some of the ideas were more successful than 

others, but in the final solution to the design, I 

believe most of the problems were addressed in 

a successful way. The placement of the 

windows was a very successful design solution. 

The Disneyland approach was not a successful 

approach and lighting problem was not fully 

solved or explored enough. 

Elevation with a random placing of windows. 

(illus.53) -
Final elevation showing crystal-like form and 

the select placement of windows. (illus.54) 
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PROCESS: 

lchange in approach to design: 

The design had a lot of direction and explored 

many conceptual ideas at the start. Because of 

this there were few changes in the design. 

•!• One of the major changes was in the 

conceptual idea. Piecing together of time 

with pieces in a puzzle, evolved into the 

concept of unfolding of time. Meaning that 

the only way to experience the past and 

everything that occurred, the architecture of 

the building would need to create spaces 

that made it possible to experience time 

travel. To view so many years would take a 

long time so to accomplish this, so a maze 

through the space would be created to 

display the fossils. 

Plan of display area showing the juxtaposition 

of the spaces. (illus. 55) 
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PROCESS: 

•!• Another change was that the building 

became a monolithic structure that had a 

permanent feel on the site instead of a 

lightweight structure that reflected a 

building that was temporary. The 

monolithic structure has the appearance of a 

building that was from another time and 

place. 

•!• A savannah area was added that became the 

transition area between the entrance and the 

display area. This recreation of a savannah 

allows people to travel to another time and 

place. This became critical for the journey 

through time. This space allowed for the 

viewing of animals and the vegetation from 

other times. 

Perspective showing the monolithic design of 

the facility. (illus, 56) 

Savanna showing the two paths that represent 

the past and present where you can view 

animals and vegetation in their context .. 

(illus, 57) 
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RESPONSE: 

!conceptual basis of the design: 

Introduction: 

The building needs to reflect another time and 

place. The building needs to be able to allow 

people to travel to another time and place. The 

building needs to create a wormhole that makes 

time travel possible. The building also needs to 

be a doorway to another time and place. 

Concept 1: 

•!• The juxtaposition of the fossils in the 

ground was a conceptual idea in the 

beginning that helped in the creation of the 

spaces. This disaster that happened 10 

million years ago is the link to the past that 

inspired the crystalline form of the building. 

View of the model showing the juxtaposition of 

the facility . . (illus. 58) 
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RESPONSE: 

I conceptual basis of the design: 

Concept 2: 

•!• The major site concept was for the building 

to enclose or surround the fossil dig. This 

made a statement that the dig stopped here. 

Concept 3: 

•!• Unfolding of time was introduced after the 

first review and became the major factor 

behind the design of the display area. 

According to the theory if you were able to 

travel back in time, time would unfold in a 

way that a person could experience it again. 

This concept is used to express the past 

side of the display area. 

Site plan showing how the building encloses 

the dig._. (illus. 59) 

Plan showing the juxtapositon of the spaces . 

. (illus. 60) 
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RESPONSE: 

'Hierarchy of spaces: 

The hierarchy of spaces was very important for 

the journey through the building to be 

successful. 

This journey starts from the parking lot where a 

person walks along the winding path to the 

entry tunnel. The tunnel is dark and opens up 

into the lobby area. From the lobby you travel 

over the bridge and enter the elevator that takes 

you down into the savanna area. There are two 

paths to take in the Savannah, the past or 

present path. The two paths lead you down a 

ramp and along the fossil lab and into the 

display area. From here a person picks which 

time to explore the past or the present or both. 

The layout is such 

Section showing hierarchy of spaces fron the 

entrance to the display area .. (illus. 61) 
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RESPONSE: 

that a person can experience one time or go 

back and forth between times. 

Conclusion: 

This part was the most successful of the design, 

because it contributed the most to the 

experience of time travel. This path through the 

building explores the thesis. 
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RESPONSE: 

lcontrolling /actors: 

Unfolding of time and the representation of the 

past and present through the savanna and 

dioramas through the building were the 

controlling factors in the design. 

•!• Unfolding of time was the controlling factor 

in the conceptual design of the spaces. To 

represent the past time needs to unfold. To 

accomplish this, a maze like path was 

created through the display areas. To 

represent the present you need to create a 

more straight forward path with less 

obstacles, because you view this at real time 

and speed. 
Plan showing maze-like display areas that 

represent the past and the straight forward path 

of the present . . (illus. 62) 
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RESPONSE: 

•!• The savanna is used to take people back to 

the past and allow them to view the 

animals in their natural habitat and also the 

vegetation of I 0 million years to the 

present. 

Conclusion: 

The savanna and the unfolding of time concept 

were the key factors that helped make the 

design successful in the exploration of time 

travel. 

Plan of savanna showing two paths that 

represent the past and present. . (illus. 63) 
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RESPONSE: 

IMost compelling aspect: 

The most compelling aspect would be the 

transition from the lobby into the elevator and 

down into the Savannah. This transition area 

allows people to step into a different time and 

place. The elevator looks as though it is a 

vertical wormhole that could transport people 

back in time. When you step out of the elevator 

you are in a different time and place. 

The savanna is the main transition from the 

entrance into the display area. The savanna 

concept was very successful in a way that 

allows people to view animals and vegetation 

of the apart and how it has evolved into what 

we see today. 

Interior perspective of lobby and elevator . . 

(illus. 64) 
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DESCRIPTION: 

lsite Plan: see appendix page 83 

•!• The site plan shows the relationship from 

the parking lot to the tunnel entrance. A 

winding concrete path with recessed 

lighting located in the sidewalk leads you 

into the tunnel to begin your journey. 

•!• The building encloses the unexcavated 

fossil dig. The building is buried in the site 

as though it is a undiscovered fossil. 

•!• The two separate buildings cover the 

excavated fossil dig. 

'Floor Plans: see appendix pages 84-85 

•!• The floor plans show the hierarchy of 

spaces from the beginning of your journey 

to the end. The floor plans represent the 

juxtaposition of the fossils that are in the 

ground. 

•!• Also evident in the plans is the concept of 

unfolding of time in the display area of the 

building. 

•!• The building and the walkway show the 

relationship to the unexcavated fossil dig. 
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DESCRIPTION: 

!sections: see appendix page 86 

•!• The transverse section shows the display 

area and the two times they represent. The 

left side is represental of the past with its 

rough concrete walls and changes in ceiling 

heights. 

•!• In the middle is the walkway that represents 

a bridge between the past and the present. 

The materials on the floor represent two 

times being pulled apart. Clerestory lighting 

lights up the space as well as penetrating 

into the display areas. 

•!• The longitudinal section best illustrates the 

journey a person would take to experience 

the history of Ashfall. 

'Elevations: see appendix page 87 

•!• The elevations best illustrate the disaster 

that happened at Ashfall 10 million years 

ago. The walls are poured in place concrete 

that is sandblasted to give it a rough 

appearancethatisrepresentalofsomething 

that has withstood time. 

•!• The elevations show how the building is 

recessed into the site from the North and 

East side and then opens up when you view 

the building from the fossil dig. 
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DESCRIPTION: 

!Perspectives: see appendix pages 88-90 

•!• The exterior perspectives show the 

juxtaposition of the individual buildings to 

one another. 

•!• The interior perspective on page 89 is 

located in the walkway between the two 

display areas. This perspective shows the 

materials that are used and how the hvac 

system runs through the space. 

•!• The interior perspective on page 90 shows 

where the journey starts once you are inside 

the building. The skylights are placed to 

bring light in to the trees that are placed 

below. 

~etails: see appendix pages 91-92 

•:• The wall section is a detail of the part of the 

building that is buried underground and of a 

clerestroy detail. This detail shows the 

relationship of two ceiling heights. 

•!• The detail shows the use of the 

ferro-concrete on the walls and ceiling in 

the display areas. This represents a 

cave-like atmosphere of another time and 

place. 
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DESCRIPTION: 

IHVAC Plan: see appendix page 93 

•!• The HV AC plan shows how the system was 

integrated into the design. The duct work 

runs through the walkway in the display 

area. The duct work is exposed in some 

places and not in others. It is as though it is 

weaving in and out of the building. 

!structural Plan: see appendix page 94 

•!• The structural plan shows how the open 

web steel joists run throughout the building. 
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