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Syllabus  

PROJECT I 
 
COURSE OBJECTIVE 

and DESCRIPTION 
 
 

The Project I course provides the student the ability to read, write, speak and 
listen effectively, and to gather, assess, record, apply and comparatively 
evaluate information on design processes of the coursework. Critical thinking, 
conceptualizing, interpretation, problem definition and problem solving are 
the main topics of the studio. The main objectives of the course are (1) to 
enable the students to perceive, investigate, interpret, and analyse human-
space-object/product-environment relationships in the context of nature and 
culture; (2) to help them gain creative skills regarding defining/solving 
problems; and (3) to encourage them to articulate spatial and architectural 
proposals while gaining expertise in using the fundamental terminology of 
their future professions. Thus, the students are expected to develop design 
alternatives in relation with the given natural, spatial, social and cultural 
contexts by taking into consideration the structural, material, construction 
parameters related to different scales of the design at hand. The course also 
provides the students with necessary skills to be able to present their 
research and design works by verbal, written and visual techniques. 

COURSE CONTENT Project 1 is structured through five modules entitled as “Anatomical Theatre”, 
“Ambiguous Proximities”, “A House of Poetical Algorithms”, 
“Circular[in]action” and “3R! (Reuse, Recycle, Repair)”. These modules aim to 
encourage students to perceive, investigate and interpret diverse design 
problems, supported by various sessions of games, workshops, seminars, etc., 
each with an original context. The assessment of each project is carried out 
separately. A comprehensive description and objectives of each project can be 
found in the following paragraphs and the detailed weekly schedule that 
follows them. 

 
W1: Blind contour / Pixelation / Stitching- knitting 

[week 1] 

 
This one-day workshop is a hands-on documentation of drawing portraits, 
slicing and shuffling them to discover different kinds of pixelations. A second 
step will be in implementing digital editing. 
Steps: 
- draw a portrait of the next student, by blind contouring focus on the sound 
of the pencil leaving traces on the paper. Feel the thickness of the paper, be 
aware of the textures (mark your initials on the ruler below).  
-pass on the drawing to the next student, colour zone the parts on the 
drawing. (mark your initials on the ruler below). 
-pass on the drawing to the next student, hatch the zones on the drawing 
(mark your initials on the ruler below). 
-pass on the drawing to the next student, take a photo of the drawing upload 
to DRIVE 
- slice the drawing in equal pieces and wait for the instructions (mark your 
initials on the ruler below) 
- pass on the drawing to the next student. 
-slice the model in equal strips, wait for the instructions (mark your initials on 
the ruler below) 
- pass on the drawing to the next student. Trace the model by stitching with 
threads and cut outs. (mark your initials on the ruler below) 
 

 
M1: Anatomical Theater 
[weeks 2-3] 
 
We will be searching for objects in nature, collecting and documenting the 
ones that raise curiosity. We will unfold the anatomies of the selected objects 
(like a leaf, pine cone, rock, etc.) from macro to micro scales. Examine the 
anatomical characteristics of the object theatrically through drawing, collage, 
re-drawing, using different light sources. Discuss these anatomical features in 



 
different scales (micros vs. macros) by projecting the object and its drawings 
via slide machine and continue the examination by layering the 
characteristics through drawing. You will create an anatomical theatre of the 
object at the end.  
 
M2: Ambiguous Proximities 
[weeks 4-5] 
 
We will be exploring the body, personal space and spatial relationships 
through structural experiments. Design a spatial skin for your body as a 
costume for yourself. The spatial skin needs to define the borders of your 
personal space; we will discuss the ambiguity of the proximities of bodies and 
personal space matters. The spatial skin should be appropriate to put on your 
body, should not prevent movements of your body, and should represent your 
personal space. You should consider the problem of structure relevant to the 
design of your costume. 
 
W2: Elements 
[week 6] 
 
An iterative making of models where we will be exploring the embodiment of 
colour, shape, form in spatial tectonics. We will be using basic repetitive 
elements (strips, plates, sticks, wires, paper etc.) to model a volume of 
dimensions: h= 35cm d=15cm w= 3cm.  
 
M3: A House of Poetical Algorithms 
[weeks 6-7] 
 
This module is about writing poems and enfolding interiors for an unknown 
inhabitant by making algorithmic facades.  
 
 
M4: Circular[in]action 
[weeks 9-10] 
 
Following the SPARKS! quiz/puzzle game on the very basics of the circular 
economy, this module starts with investigating the concepts and processes of 
the circular economy and the nature-advocative ways of living everyday life. 
By closely examining the (non)linearity of production and consumption 
narratives of everyday objects through various data collection methods, the 
students are expected to detect the strengths and weaknesses in these 
processes by mapping them. The response to the non-circularity is a collective 
brainstorming and further research that will lead to novel interpretations and 
inferences to reach a circularity action plan with a mapping and place-based 
focus. Observations, analyses and proposed plans are expected to offer 
temporal, spatial, socio-cultural, and socio-economic dimensions. The 
products of this module will serve as a basis for the next module, 3R!, which 
will further examine the circular economy and green design concepts with a 
design focus. 
 
W5: Circularity in/with/while painting  
[week 11] 
 
 
M5: 3R!  
[weeks 11-15] 
 
We are in the midst of a global crisis show facing in all facets of everyday life 
from economy to ecology and to society. The latest disasters reminded us of 
the vulnerability of human beings and their domains on place. It forces us to 
rethink the meaning of 3R: reuse-repair-recycle. We will be pursuing 
imaginative, speculative forms of 3R -reuse, repair- recycle- from the 
perspectives of a curious dweller. This is a spatial, poetical design where we 
will look at circular action mechanisms in terms of urban dwelling. 
 



 
 

COURSE LEARNING 
OUTCOMES 

Students who satisfactorily complete this course, increase their: 

1. Design skills;  

2. Critical thinking skills;  

3. Research and analytical problem-solving skills on a given 

planning/design problem;  

4. Graphical representation and form generating skills learned in visual 

communication courses;  

5. Team-work skills;  

6. Use of precedents. 

 

WEEKLY PROGRAM  

 

Week & Date Activity / Instructions / Materials 
Learning 

Outcomes 
(description above) 

1 

04/10/2

1 

Mday 

Orientation 

W1 

Blind contour / Pixelation / Stitching- knitting 

1 

07/10/21 

Tday 

Steps: 

- draw a portrait of the next student, by blind contouring 

focus on the sound of the pencil leaving traces on the paper. 

Feel the thickness of the paper, be aware of the textures 

(mark your initials on the ruler below).  

-pass on the drawing to the next student, colour zone the 

parts on the drawing. (mark your initials on the ruler below). 

-pass on the drawing to the next student, hatch the zones on 

the drawing (mark your initials on the ruler below). 

-pass on the drawing to the next student, take a photo of the 

drawing_upload to DRIVE 

- slice the drawing in equal pieces and wait for the 

instructions (mark your initials on the ruler below) 

- pass on the drawing to the next student. 

-slice the model in equal strips, wait for the instructions (mark 

your initials on the ruler below) 

- pass on the drawing to the next student. Trace the model by 

stitching with threads and cut outs. (mark your initials on the 

ruler below) 

4, 5 

Module 1 

Anatomical Theater 

2 

11/10/21 

Mday 

Field Trip  

Searching for objects in nature, collecting and documenting 

-Search for objects in nature, collect and document the ones 
that raise your curiosity during the trip. Draw, take photos 
and try to collect as many as you can so that you can select a 
few at the end.  

2, 4 

 



 

-Start unfolding the anatomies of the selected objects (like a 

leaf, pine cone, rock, etc.) at home and examine the 

structural characteristics, textures, haptic quality, etc., by 

drawing all these with 1/1 scale on paper.  

14/10/21 

Tday 

-Examine the anatomical characteristics of the object 
theatrically through drawing, collage, re-drawing, using 
different light sources.  
-Discuss these anatomical features in different scales (micros 
vs. macros) by projecting the object and its drawings via a 
slide machine. Try to question what is seen, what is visible 
and what is invisible but maybe sensed.  

1, 2, 4 

3 

18/10/21 

Mday 

-Continue the examination by layering the characteristics 

through drawing and by questioning the ways of seeing. 

- Start creating an anatomical theatre of the object based on 

your observations, examinations and perception.   

1, 2, 3, 4 

21/10/21 

Tday 

-Go on layering, drawing and show us what is beyond the 

object through your theatrical projected scene.  

1,2,3, 4 

Module 2 

Ambiguous Proximities 

4 

25/10/21 

Mday 

Lecture on personal space, body, borders and beyond.  

-Discussion on body, personal space and spatial relationships. 

-Experimental space generations via materials like ropes, etc. 

to question the ambiguous gathering of proximity, body and 

space trio.  

1,2,5 

28/10/21 

Tday 

-Designing a spatial skin as a costume regarding the previous 

discussions on proximity, body and space. Initial trial crits 

through the models or real costume.  

1,2,3 

5 

01/11/21 

Mday 

-Designing a spatial skin as a costume. Critiques on the 

structure of the costume.  

1,2,3 

04/11/21 

Tday 

Urban podium| showcase of the costumes 
-Interpreting the Pyscho_Geographies and creating 
Situational Mappings (mapping of flows, actions and events 
of discovering ambiguous proximities in our urban route).  

1,2,4 

Module 3 

A House of Poetical Algorithms 

6 

08/11/21 

Mday 

W2 Elements 

An iterative making of models where we will be exploring the 
embodiment of colour, shape, form in spatial tectonics. We 
will be using basic repetitive elements (strips, plates, sticks, 
wires, paper etc.) to model a volume of dimensions: h= 35cm 
d=15cm w= 3cm.  
 

 

11/11/21 

Tday 

A House of Poetical Algorithms 

- Sketching: collecting elements, materials, textures: pursuing 
the poetical tectonics of a facade.  
- Draw a facade [elevation] 1/20 in the void of 7mt height and 
5mt width. Use your collection of the pieces.  

 



 

-work on the details; railings/ shutters/ frames/ knobs/ 
handles and texture and feel; porous, smooth, iridescent, 
opaque, soft, rotten, hard, shiny, gooey... USE water 
colouring, collaging, etching, engraving, stitching, graphite 
pencil shading.   
- Delineate textures, details and attain WORDS- LETTER- 
PUNCTUATION to the coordinates of your facade.  

7 

15/11/21 

Mday 

-Algorithmic implementation of the facade.  
-Generate species of your facade. (20 pieces) 1/100 
-Pick four of them. Write down the generated poem of the 
four. 
Pin up discussion: readings, poetics of space. 
- do a historical, theoretical research on the elements you 
use, and the keywords you've taken from the presentation   

 

18/11/21 

Tday 

-Make a paper/cardboard model (use various thickness & 
texture of paper) of the four facades. Now, these are the four 
sides of the place for an unknown inhabitant.  
- Think about the interior, daily life and the generated poem. 
Fill in the inside, fold out to the outside/ remove if necessary 
and redefine the void for the unknown inhabitant by both 
making the model and writing into the generated poem.  
 
*we will be using this model for VC1, “orthographic 
projection” class.  

 

Term Break 

Module 4 

Circular[in]action 

 

9 

29/11/21 

Mday 

Workshop  

SPARKS! A challenging game of a circular economy quiz and a 

puzzle around the circular economy! 

 

- Determining the study topic/object/area; research & 

mapping kick-off 

2, 3, 5 

02/12/21 

Tday 

- Problem tree exercise 

- Collective brainstorming, further research and mapping in 

teams 

2, 3, 5 

10 

06/12/21 

Mday 

- Strategies and action plan exercise 

- Collective brainstorming, further research and planning of 

design-oriented strategies and actions in teams 

2, 3, 5 

09/12/21 

Tday 

- Team presentations & discussion 

- Refining plan contents and visualization 

3, 4, 5 

11 
13/12/21 

Mday 

Workshop  

Circularity in/with/while painting 
. 

Module 5 

3R! 

11 
16/12/21 

Tday 

reuse-repair-recycle: persona-time-place-space relations: 

- think about the 24hr of your curious dweller, how do they 

 



 

spend their time... and what is time exactly? Does it change 

with what we do, how we feel? 

- Define-choose your R: this is an abstract level. Think about 

all the probabilities of your R. What could be spatial reuse or 

can we repair time? Are our feelings recyclable? Is it possible 

to think about places we inhabit as constantly repaired-

recycled entities?   

- Make an imagery of ever-changing timely relations of your 

dweller and the spatiality of R.  

12 

20/12/21 

Mday 

How does your R manipulate the place?  

make the diagram model of the program in relation to these 

explorations. this model has a scale of 1/100: the diagram 

model is not a spatial iteration, this work allows us to think 

about timely events occurring in different parts of the site (in 

terms of their elevation points, extensions, timely changes, 

certain vistas, etc.) you can use all sorts of material for your 

investigation of the program diagram. This model should 

include all the changes throughout the day (we should see all 

the changes happening in 24hrs) you can make several 

models of the change or one model can have these changes-

shifts. 

 

23/12/21 

Tday 

Design iterations 1/100, 1/50 

 

think about textures-materials-tacit aspects 

 

Pin up discussion: readings, hapticity of place. 

 

 

13 

27/12/21 

Mday 

Verticillation act I: making of clusters: explorations, nodes: 

thresholds: gates: bridges: stairs…  

 

30/12/21 

Tday 

Design iterations 1/100, 1/50  

14 

03/01/22 

Mday 

 

Design iterations 1/100, 1/50 
 
Verticalization act II: the final  

 

06/01/22 

Tday 
JURY 

15 

10/01/22 

Mday 

Revisions, booklet/manual & portfolio design 

13/01/22 

Tday 

Revisions, booklet/manual & portfolio design 

* TBD FINAL SUBMISSION 

 

 

 



 
STUDIO PROCESS 

and SUBMISSIONS 
The course will be held in class (face to face) during the hours announced 
in the weekly program [Monday/Thursday, 08.30–12.30] and in accordance 
with the necessary precautions of the Covid-19 pandemic. Course 
instructors and students will meet in the allocated studio(s) unless specified 
otherwise by the course instructors. Each student will have a designated 
work area during the studio hours. General assemblies or presentations 
related to the course may be held in the studio using a virtual platform or 
in one of the conference rooms in Taşkışla.  
 
All individuals are required to properly wear masks and follow the 
guidelines of the University and the Faculty of Architecture during school 
hours. The studio spaces are allocated to ensure one student per 4 square 
meters. All individuals are advised to use hand sanitizers, surface 
disinfectants where necessary and follow rules of general hygiene and of 
keeping the minimum distance between people in the studio. Studio 
spaces will be ventilated regularly during and after the studio. All students 
must leave the space during these designated times. It is of utmost 
importance that students keep their working areas clean while in the studio 
and speckless at the end of the course. The studio space will be used by 
another class after ours so it is both courteous and safe to evacuate on 
time (no later than 12.30) with all belongings and trash. Please know and 
comply with TES Studio Principles.  

 
STUDIO HOURS and ATTENDANCE 

It is important that students follow the studio as well as they can during 
the Covid-19 pandemic. This means being on time and actively 
participating in the activities held during the course hours under the 
direction of the studio instructors. There will be a variety of interactive 
formats so timeliness is essential for efficient planning and individuals’ 
maximum benefit from peers and instructors. Students are also strongly 
encouraged to use supporting digital platforms to share multimodal 
objects and information while interacting with their instructors and peers 
during studio discussions. Simultaneously with the in-class studies, some 
exercises and sessions may be carried out in virtual platforms. Collective 
parts of the studio may be on Zoom (accessible through Ninova) and may 
be recorded per university policy.  
 
All work is to be produced in accordance with the media, material and 
format requirements set forth by the instructors in the class or in the 
announcements made through Ninova or other designated platforms. 

Final submissions will be on Ninova. All participants are expected to 
adhere to the codes of ethical conduct.  
 
A minimum of 80% attendance is mandatory in studio courses according 
to ITU Undergraduate Education Regulation Article 23 (Amended: RG-
17/6/2021-31514). 
 
STUDIO TECHNOLOGY 

Digital platforms will be used profusely during and outside of studio hours 
to communicate, conduct research, produce and share work. Ninova 
(Section’s common CRN) will be used for announcements, access to live 
or recorded Zoom sessions, and digital submissions. Additionally, 
instructors may designate other platforms for announcements and 

sharing work. We also plan to use supporting platforms such as Google 
Drive, Miro, and Google Jamboard to share work within the class 
community and collaborate.  It is highly advised that each student has a 

https://tes.mim.itu.edu.tr/studio-principles/
https://odek.itu.edu.tr/en/code-of-honor/ethics-in-university-life


 
laptop computer with the necessary equipment/hardware. Students are 
advised to use a computer with access to WiFi, a camera, basic word and 
picture editing software, and sound features.  
 
DISCUSSIONS and PINUPS 

Student works are commonly put under the spotlight for discussion. These 
discussions serve the purpose of articulating the assessment criteria and 
conveying suggestions for students to develop their proposals. In these 
open discussions, students are expected to develop critical perspectives 
and proactively voice them in the course. 
 
EXHIBITIONS 

A selection of student projects will be exhibited digitally both during and 
at the end of the semester on suitable platforms. 
 

EXCURSIONS 

Excursions to online and physical venues, stage performances, film 
screenings, seminars, and webinars are encouraged, requiring full 
attentiveness, critical engagement and post-reflection. 
 

JOURNAL 

Students are expected to keep a written and visual log of their studio-
related processes in a journal that includes sketches, notes and evolving 
design ideas for their projects. These journals will be included in the 
course assessment. Students are encouraged to use various techniques 
(drawings, diagrams, collages, writing etc.) in representing their ideas and 
observations. 
 

ANNOUNCEMENTS All announcements will be made on the Ninova class interface and 
studio’s blog.      

 
 

EVALUATION Project I is a design studio that needs enthusiasm and curiosity. 
Students need to engage with the course and think of it as a questioning 
arena. Students have to participate in lectures, workshops, discussions, 
and crits of the projects. Group review, discussions are followed by 
individual crits according to the project modules. The evaluation of the 
course depends on the critiques during the studio hours, participation, 
pin-ups, jury, and submissions. The assessment criteria are as below. 
 

Assessment criteria Quantity Grade portion 

Project modules 5 60% 

Final submission 1 40% 
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Digital References

https://www.archdaily.com/ 

http://www.architizer.com/  

http://www.arkitera.com/ 

https://beyond.istanbul/mad/home 

http://kenthali.org/ 

http://bianet.org/bianet/kent  

http://www.cityspacearchitecture.org/ 

http://www.dezeen.com/  

http://www.domusweb.it/en/home.html  

http://www.harvarddesignmagazine.org/ 

https://thefunambulist.net/ 

https://www.theguardian.com/cities 

https://isocarp.org/ 

http://manifold.com/  

http://mimarizm.com/KentinTozu/Default.aspx  

https://www.planetizen.com/ 

https://www.placemakingx.org/blog 

https://saltonline.org/ 

https://www.toposmagazine.com/ 

https://xxi.com.tr/ 

http://www.yapi.com.tr/  

For a list of virtual museums, please follow the link. 

* Additional readings, films and inspirational works will be assigned and distributed per 
module in excerpts or the entirety of the published material in addition to digital media. 

 

https://thefunambulist.net/
https://docs.google.com/document/d/1mN08Xlnc64CoOtzoM8nBh7cZc4J7HAKFNES70q1G1vM/edit?usp=sharing

