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Syllabus  

PROJECT II 
 
COURSE 
OBJECTIVE AND 
DESCRIPTION 
 
 

TES121E is a studio course with the main objective to inspire students to 
perceive, investigate, interpret, and analyze the relations humans have to 
space, to objects (products), and to the environment, in terms of both 
nature and culture, to develop and to increase the abilities and knowledge 
related to techniques and methods. By the end of the course, students will 
be able to develop design alternatives in relation with form, function and 
space in planning and design processes.  
 
The course offers the student basic skills to research, analyze, plan and 
design while taking into regard the relation between humans, nature, 
culture, environment and function. Thinking critically, analyzing the urban 
fabric, conceptualizing, and interpreting as well as defining and solving 
functional and structural problems are key.  

COURSE CONTENT  The course consists of four modules: a charette, two short projects and one 
final project. The assessment of each module is separate.  
 
MODULE 1 - Motionscapes | WEEK 1 
In the form of a charette, this module explores ways of mapping and 
materializing forms that bodies generate in flux. In groups, students will 
compose patterns of movements and using motion-capture technologies 
and modeling software (Kinect+Grasshopper), translate data to 
motionscapes in physical models and a final video. 
 
MODULE 2 - Who Dares Wins | WEEKS 2-4 
The main task is to transform cinematic form to a board game. Students will 
be using a feature film as a conceptual domain for designing and making a 
unique board game – a combination of rules and operations with game 
mechanics.  
 
MODULE 3 - [en]light[en] | WEEKS 5-8 
In a multifaceted design of a self-standing lighting fixture, the main task is 
to understand the concepts of construction, deconstruction and 
reconstruction along with the experiential aspects of the task at hand.  
 
FINAL MODULE - Making a Scene | WEEKS 9-15  
The final project is structured as both a product and process oriented task. 
The exercise starts with guiding students to take a spatial perspective to the 
production and analysis of performance and practice in a general sense and 
continues with designing all elements required (sets, atmosphere, the 
whole look of the show) for a Samuel Beckett absurd play in an urban 
context. The process will include site visits, sketch quizzes for quick thinking, 
some lectures and discussions on topics ranging from street analysis to 
theater space, scenic design, and phenomenology of the scene, as well as 
generating and composing design vocabulary through abstract studies, 
through material experiments, fabrication and production, and detailed 
model construction.  

There will also be a series of performative presentations called the 
Antagonistic Studio.   
 

COURSE LEARNING 
OUTCOMES 

(1) Acquire the experience of planning, design and composition in various 
scales and scopes 



 
(2) Develop critical thinking ability 
(3) Use basic research, analysis and synthesis techniques for the solution of 
a planning/design problem 

(4) Establish the connections of plan and design with natural + cultural 
scope  
(5) Develop materials, building and construction systems with design in 
integrated way 
(6) Establish the relationship among design, presentation and production / 
construction 

WEEKLY 
PROGRAM 

Week Day Program 
Keywords & 
Basic Principles 

Learning 
Outcomes 

1 
21.Feb 
24.Feb 

Motionscapes Workshop 

interpretation 
abstraction 
body & 
movement 
light & sound 
digital tools & 
media 

2, 6 

2 
28.Feb 
3.Mar 

Who Dares Wins 
rule based 
thinking 
abstraction 
1:1 production 
peer critique 
role playing 
adaptability 
communication 
affordances 

2, 6 

3 
7.Mar 
10.Mar 

Who Dares Wins 2, 6 

4 
14.Mar 
17.Mar 

Who Dares Wins 
Antagonistic Studio 

2, 6 
2 

5 
21.Mar 
24.Mar 

(en)light(en) 
object scale 
material scale 
light 
function 
construction 
and making 
techniques 
detail 
atmosphere 

3, 5, 6 

6 
28.Mar 
31.Mar 

(en)light(en) 3, 5, 6 

7 
4.Apr 
7.Apr 

(en)light(en) 
Antagonistic Studio  

3, 5, 6 
2 

8 
11.Apr 
14.Apr 

(en)light(en) 3, 5, 6 

9 
18.Apr 
21.Apr 

Making A Scene 
planning the 
process 
thinking across 
scales 
research 
historical & 
cultural context 
collaboration 
collective 
thinking  

1, 2, 6 

10 
25.Apr 
28.Apr 

Making A Scene 
Antagonistic Studio  

1, 2, 6 

11 
2.May 
5.May 

Spring Break 

12 
9.May 
12.May 

Making A Scene 
planning the 
process 
thinking across 
scales 
research 
historical & 
cultural context 
collaboration 
collective 
thinking 

1, 2, 3, 4  

13 
16.May 
19.May 

Making A Scene 1, 2, 3, 4, 5 

14 
23.May 
26.May 

Making A Scene 
1, 2, 3, 4, 5, 

6 

15 
30.May 
2.Jun 

Making A Scene 
1, 2, 3, 4, 5, 

6 
 



 

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 (ideally at 12.15 and 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. 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 an 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 both physical and digital (Ninova) unless otherwise 
specified. 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 will be 
used for announcements, students’ questions to course instructors, access to 
live or recorded Zoom sessions, and digital submissions. Additionally, 
instructors may designate other platforms for announcements and sharing 
work. We plan to use supporting platforms such as Miro to share work within 
the class community and collaborate.  It is highly advised that each student 

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


 
has a 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.  A set of headphones with a 
microphone will be necessary in the studio.   
 
DISCUSSIONS, PINUPS, STUDIO CULTURE  

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. Everyone in the studio is expected to be 
open-minded both in academic, as well as social terms. Students are 
promoted to inquire, search for more than what is given by the tutors, and 
learn from the works and positive manners of the studio community.  
 
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.  

EVALUATION 
 
In addition to active participation in studio hours and regular presentation of 
ongoing studio work, students are sometimes expected to present their 
projects in front of a jury. Juries are composed of course instructors and 
invited jury members. The midterm grade (%60) will be the total grade the 
student receives on three short projects. The final project will have a distinct 
effect (%40) on the overall grade. The grading will be based on the student’s 
process, active participation in class, how their process adheres to the 
guidelines given in the project briefs, and the timeliness and quality of the 
works produced and submitted as either studio exercise at the end of a class 
or homework.  
 

ASSESSMENT 
CRITERIA 

Activities Quantity Effects of Grading 

Projects (Midterm) 3 % 60 

Final Submission  1 % 40 
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