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Otahuhu



A city is not a single organism made up of buildings, roads, 
pipes and parks. There isn’t a single organising principle. On 
the contrary, the city is social, made up of many actors that 
negotiate, conflict, team up, enable, disable, react, reconfigure, 
and trigger each other. A city is a human environment, but 
not all these actors are humans: corporations, government 
departments, community groups, animals, ideas, emotions, 
language, plants, micro-organisms, and even rocks are active 
in the city. In Spatial Design’s first Project on the City, we ex-
plored how changes to the infrastructure of the central city 
provided opportunities to reconfigure the experience of the 
spatial environment. In our second Project on the City, we’re 
going to explore the possibility of a SOCIAL CITY. How is the 
city already social? How can the sociality of the city be devel-
oped?

Our collective design research will be to speculate on future 
possibilities for for one of Auckland’s town centres, Otahuhu, 
identified in the Auckland Plan as a key site for intensifica-
tion. Our research will be organised into three strands: Time, 
Detail, and Encounter. Each of these overlapping themes will 
provide a different way to approach the question of the Social 
City.



Time
The Social City isn’t fixed, but constantly changing. Here, we’re going to 
focus on the fluxes, rhythms, habits, and performances that operate in it 
and define it. We’ll be looking at how we construct time-linked spaces. This 
strand would be really good for people interested in festivals, events, pop-up 
shops, cinematic spaces, historical walks, exhibitions and installations.

Nexus of Forces Rachel Shearer

The Price Emily O’Hara

Architectures of Light Elvon Young and Yosop Ryoo

Detail
Making and using permeate the daily life of the Social City, marking time, 
meaning, and interaction. In the Detail strand, we’re going to be experi-
menting with the close-up, the intimate, the intricate, the miniscule, the 
tactile. This strand would be great for people wanting to advance their un-
derstanding of construction and fabrication, furniture, fittings and objects, 
retail fitouts.

Hyperactive Environments: Settings for Social Materials Carl Douglas

Retail Connection: Market Communities Toby Russell and Kwong Vei Yong

Augmenting Prosthetics Sarosh Mulla

Ultra Safe House Fleur Palmer and Rafik Patel

Encounter
A truly Social City needs to centre on human experience. In the Encoun-
ter strand, we’re going to design for the mobile inhabitants of the city: the 
pedestrians, train-riders, and mobile workers. This strand would be great for 
those interested in working with public spaces, landscape,  street furnish-
ings, events, street cafés, site-specific installations, building conversions, or 
infrastructures.

Space of Betweenness Hannah Ickert

Crossing Stations: Hybrid Architectural Machines Brendon Sellar

Ecological and Edible Cities Amanda Yates
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Carl Douglas

HYPERACTIVE
ENVIRONMENTS
Settings for Social Materials

The Social City is heterogenous. It’s made up of timber frames, low-
sulphur glass, bollards, EFTPOS cards, newspaper, fresh flounder, the flu 
virus, train carriages, optical fibres, asphalt, basalt, imported mangos, 
t-shirts, rain, drumkits, grass, omega-3 fatty acids, coltan, sea-breezes, 
skin, bicycles, vulcanised rubber, photons, fingers, nylon, slip-resistant 
paint, supermarket trolleys, steel, petrol, lace, flax, cassette tapes, cell-
phone towers, carbon dioxide, billboards, volcanoes, junkmail, pollen, 
glue fumes, guitars, fog, fridges, forklifts and factories. There’s no form 
of sociality that isn’t materially entangled. There’s no such thing as a 
pure, immaterial society.

Our contribution to the Social City project will be to observe, document, 
collect, analyse, interpret and frame the social materials of Otahuhu. 
We’ll analyse the objects, things, equipment, artefacts, elements, 
materials, and substances of the site. We’ll examine the distribution, 
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organisation, circulation and patterning of these things. We’ll select 
specific artefacts from the site (things purchased, found, made, or 
grown there), reinterpret them through a practice of refined drawing, 
writing, and object-making, and fabricate settings for them—
cabinets, cases, mountings, frames, etc. The final outcome will be in 
the format of a curiosity cabinet fully installed in the WW studios 
for the end-of-year exhibition. By setting the material culture of 
Otahuhu in this way, our exhibition will generate multifaceted and 
intelligent critical dialogue about the things we live with, around, 
and through.

Design Opportunity

What is the materiality of the Social City?

Schedule

Week 6 Midsemester Presentation worth 40% of final grade.
Week 12 Final Presentation worth 60% of final grade.

Deliverables

Full-scale installations, fabricated and finished, carried out 
individually or in groups, forming part of a curiosity cabinet. 
Installations will display found objects, as well as your own models, 
drawings, text and other documents pertaining to the social 
materiality of Otahuhu. 

Studio Notes

You will be working with me in studio from 1-3pm, Monday, 
Wednesday and Friday every week. There will be tasks to complete, 
and attendance is mandatory. In addition, you’ll be expected to work 
10-15 hours each week on your own. You’ll report to me weekly by 
email on your progress.

The project will include assigned readings, group work, half-day site 
visits, using tools in the 3D lab, drawing by hand, and working with 
Illustrator and AutoCAD. You need to have a camera. Access to a 
laptop you can use in studio and a scanner would be an advantage. 
You will need to buy your own materials for modelling and building 
your installation.

References

Bennett
De Landa
Latour



Sarosh Mulla

AUGMENTING
PROSTHETICS
Design and fabrication of spatial 
prosthetics to redefine perception of 
constructed and natural landscapes.

The fact that nature can be represented, that it can be reflected through an image, 

a text or a semiotic system – or, more precisely that it is unthinkable without 

representation – also contains the option that it can be modified and manipulated. 

Seen from such an angle, architecture and nature determine each other. 

(Ursprung,  2007: 11)

Two assertions underpin this speculative project:

1. Our perception of nature is mediated at all times by the constructed. 

2. Opportunity exists in all spaces for designers of thrift and skill.

The sites we work within, fields of infinite stimuli and experience, are heavily 
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mediated and already augmented by the application of designed elements. 

This program challenges participants to consider the perception of 

natural elements of the site, through the framework of the constructed. 

Participants are challenged to critique what is actually natural, how much 

of this is maintained or mediated by human activity and how your work 

can disturb the status quo. 

Participants will be asked to critically observe the site to identify 

relationships between the natural and the artificial. Through this analysis 

of opportunities, participants will be required to propose new ways of 

experiencing the dichotomy of constructed and natural landscapes through 

the development of spatial prosthetics. These prosthetic devices will be 

required to augment at least one of the senses and will, as a result, skew 

our perception of the environment around us. 

The prosthetic devices will be deployed to create moments of opportunistic 

recreation and spatial experimentation. Projects may be for singular or 

communal use, but they must be open for use by any member of the public 

who chooses to interact. 

The early portions of this project will draw on the Situationist practice of 

the dérive. Later we will consider the relativity of natural and constructed 

landscape as discussed by Ursprung and others. Finally the concepts 

developed will be tested and fabricated at 1:1 scale for deployment. 

Students will be required to manage the design, fabrication and 

deployment of their device. Critiques will occur in two parts; first on site, 

including the use of the prosthesis, and secondly, in studio where students 

will present documentation of their project. Critics will be specialists in 

spatial sensory manipulation. All work will be completed in groups of three 

and team work will be emphasized in all aspects of the project. Students 

will be given the opportunity to work in a group of their choosing, within 

their year level. Students will be required to operate as professionals. 

Punctuality will be critical. Students will be expected to be thoroughly 

prepared for all meetings with staff. 

Design Opportunity

This studio will provide the opportunity to think about how we engage 

with spaces through our senses and how, as designers, we can manipulate 

this. Through this investigation students will learn about working in teams, 

documenting for fabrication and construction of small objects. These skills 

will be useful for students with an interest in creating highly crafted, but 

also theoretically developed work, with possible application to furniture, 

interiors, landscape, media and other aspects of design. 

Schedule

Weeks 1-2 Research, Analysis and Strategy
Weeks 3-4 Concept and Design Development
Weeks 5-6 Detailed Design, Documentation, Testing



Weeks 7-8 Fabrication
Weeks 9-11 Deployment, Documentation, Presentation
Week 12 Final Presentation worth 100% of final grade.

Deliverables

As a group our output will be prolific. Attendance at studio sessions 

is mandatory. Three major components of the studio program are the 

construction of a full scale sensory prosthetic (likely a human scale object), 

the documentation of this object on site and subsequent presentation of 

this documentation. 

Research – Presentation crit 6xA1 including precedents, site documentation, 

artifacts collected

Analysis and Strategy – Choice of site and sense, conceptual models and 

drawings, project timeline

Concept Development – Conceptual models and drawings

Design Development – Models and drawings

Detailed Design – CAD drawings for construction

Testing – 1:5 scale modeling

Fabrication – 1:1 Construction

Documentation – Models, drawings, photographs, videos

Presentation – Presentation to communicate design process and project

References

Ursprung, P. (2007). Nature and Architecture. In Natural Metaphor. An 

Anthology of Essays on Architecture and Nature. F. Sauter, ed. pp.10-21. 

Barcelona: Actar.



Toby Russell + Kwong Vei Yong

THE RETAIL 
CONNECTION
Market Communities

Neighborhoods traditionally emerge from a point of social convergance, 
a place that brings people together to exchange goods and ideas.  It 
can be argued that every developed urban area begins with a retail 
main street or town center.  As cities grow larger these retail centers 
become points of connection that tie together a greater area.  Those 
neighborhood retail areas at the fringe can slowly lose their value to the 
immediate community as the patrons visit the ‘big’ city for their [ ].

What happens to the outlier retail area that once was the local 
community center?  Can the town square where the neighborhood was 
brought together be recreated?  Can the introduction of a community-
focused shop become a catalyst for the evolution of a neighborhood?

The proposed site will be the Otahuhu Mall along Great South Road, 
from Fairburn Road to Albion Road, between Moa Street and Atkinson 
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Avenue.  This fairly densly packed retail area has slowly become 
a collection of repetitive, low-quality, textile and knick-knack 
merchants that no longer respond to the greater needs of the 
community.

This paper will focus on the reimagining of the urban retail center 
as a place where the neighborhood is encouraged to gather, 
further education and social connection is supported, and these 
skills are provided with a retail outlet, and, as a result, the sense 
of community is strengthened. Drawing on the rich history of the 
streets that make up this part of the city you will draw influences 
/ inspirations / cautionary tales / aspirations of what can be done.  
How can the existing infrastructure be adaptively reused to create 
an active, vibrant, diverse community center?  What can be learned 
from the past to strengthen the vision of the future?  How can the 
retail environment make for a stronger sense of place in Otahuhu?

+ Collective analytical mapping of the community and retail fabric 
of the Otahuhu Mall
 Context - Historic & Existing
 Lateral Proximity to Otahuhu
 Spatial Proximity to Neighboring Retail Centers
 Retail Typologies (Shopfronts, Arcades, Malls, Markets, etc)
+ Individually conceive a complementary framework for a 
neighborhood-based retail concept combining a community-focused 
gathering space and a related retail storefront to be implemented in 
the Great South Road precinct or immediate surrounds.  Examples:
 Local food market + teaching kitchen
 Sports club room + athletic apparel shop
 Vocational jewellery crafting school + retail shop
+ Determine the proper siting, preferably all sites are unique:
 3rd year students must select a corner site
 2nd year students will use a single storefront site
 Students must collect information on their site from   
 Council and draft the existing plan and elevation
 adaptively reuse undervalued / underutilized portions of the 
 urban fabric
 respond to the Otahuhu Mall (immediate adjacencies and 
 general aesthetic)
 enhance the feeling of community
+ Highly resolved and detailed deliverables are expected

Schedule

Week 1 Collective site analysis, historical research
Week 2 Analytical mappings ( Wed 25 Jul PRESENTATION )
Week 3 Framework for individual Community Retail Design Briefs, 
Individual site selections, Concept Development
Week 4 Concept Development



STUDY WEEK ( no studio, work expected to continue )

Week 5 Schematic design ( Mon 20 Aug CRIT )
Week 6 Schematic Design ( Fri 31 Aug MIDSEMESTER CRIT )

MID-SEMESTER BREAK ( no classes )

Week 7-8 Design Development ( Mon 29 Sep CRIT )
Week 9-11 Presentation Work ( Fri 12 Oct PRESENTATION )
Week 12 Critweek ( Tue 23 Oct, 4pm FINAL SUBMISSION )

Studio Notes

This studio is scheduled from 1:00pm to 3:00pm Monday, Wednesday, 
and Friday.  It should be noted that this studio will incur both image-
production costs (materials and printing) and model building costs.

Course grades will be based on the entire semester’s work, including 
regular studio attendance, demonstration of adequate design 
process, contribution at all presentations and at mid and end of 
semester Crit Weeks.  Evidence of twenty hours of concentrated 
work is expected every week.  A design process book will be collected 
at the end of the semester on the day of final critique.  

Feedback will be provided during the semester.  All grades are 
provisional until confirmed at the end of the semester.  Consult 
AUTonline for Learning Objectives and Assessment Criteria.  

References

Underhill, Paco, Why We Buy: The Science of Shopping, Simon & 
Schuster, Revised Edition 2008

Altoon, Ronald, 21st Century Retail Centers: Context, Culture and 
Community  [??]

Retail Design Institute and VMSD, Stores and Retail Spaces (any 
volume), ST Media Group International Inc

Visual Merchandising and Store Design ( www.VMSD.com )
The Cool Hunter ( www.TheCoolHunter.com.au )
Wallpaper* (www.wallpaper.com/interiors)



Fleur Palmer + Rafik Patel

ULTRA SAFE HOUSE
Residence and Refuge

One in three women experience psychological or physical abuse from their 

partners in their lifetime. On average 14 women, six men and 10 children are 

killed by a member of their family every year. Police are called to around 200 

domestic violence situations a day – that’s one every seven minutes on average. 

Police estimate only 18% of domestic violence incidents are reported. At least 

74,785 children and young people aged under 17 were present at domestic 

violence situations attended by police. 84% of those arrested for domestic 

violence are men; 16% are women. The economic cost of domestic violence 

was estimated at $1.2 to $5.8 billion per year by economist Suzanne Snively 

in 19962. In today’s figures, that would be up to $8 billion. In the 2009/10 year 

there were 3,867 domestic violence cases in the Family Court which each 

involved at least one child.

What makes our living environment safe?

In this studio project we will consider how places we inhabit protect us and 

keep us safe from physical and psychological abuse. We will explore ideas 

relating to what it is to feel safe and protected, how and where are we protected 
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from harm, and what needs to be in place to feel safe.

By studying what constitutes notions of safety we will be considering how 

places  which protect also encourage different types of abuse to occur.  We 

will be considering how different types of places are made accessible or 

restricted or hidden to those that are abused and those that are protected.  

We will also be considering the psychological, poetic  and haptic qualities 

of safetiness. 

Part One Week 1 – 2 The poetic of safetiness. What is a safe space? Students 

will craft, and document work relating to concepts of safetiness.

Part Two Week 3 – 6  Students will design a proposal for a safe habitation.

Part Three Week 6 – 12 Developed design.  Students will continue to develop 

their proposal for a safe habitation, considering wider context, materiality, 

social development and psychological well being of the inhabitants.  

Deliverables

The final submission will include concept models, site model, plans, 

rendered sections, perspectives.



Rachel Shearer

NEXUS OF FORCES
The Event: a convergence of forces, people, 
elements or things.

An event, according to Gilles Deleuze, (Parr, 2005)is the productions intrinsic 

to interactions between various kinds of forces. An event is not a particular 

state or happening itself, but something made actual in the State or happening. 

An event is a sign or indicator of its genesis – where it came from - and the 

expression of the productive potential of the forces from which it arose. It 

highlights the momentary uniqueness of the nexus of forces.

This project builds on the consideration of performance design being 

conditioned by a unique set of temporal/time-based circumstances. How are 

the mediums that we design with and for temporal? How is time performative 

in the context of a Social City?

Through this project you will investigate aspects of designing an “Event” that 

combines aural and visual elements for a specific site in Otahuhu. We will 

look at digital sound and moving image recording/editing and reproduction 

techniques. We will discuss how these elements might inform each other, the 

existing site and the potential audience. We will discuss the histories of the 
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spaces, the materials and ideas relevant to your work. We will investigate 

how your work in this project might contribute towards an idea of a Social 

City. 

Design Opportunity

Using Otahuhu as your site, design an Event space that incorporates aural 

and visual installation elements, creating an experience that contributes 

towards the idea of a social city.

Schedule

Week 1 Introduction and Discussions

Week 2 Field Trip, Discussion, Digital Skills workshop

Week 3 Initial Plan Presentations, Digital Skills workshop

Week 4 Digital Skills workshop

Study Week

Week 5 Digital Skills workshop

Week 6 Formative Crits (presentation of work in progress)

Midsemester Break

Week 7 Sound and image relationships

Week 8 Documentation and design

Weeks 9-10 Project development and discussions

Week 11 Preparatory Crit

Week 12 Final Submission (Tue 23 Oct, 4pm)

Deliverables

Students will present a final installation that incorporates more than one 

time-based design element – sound and moving image/ performance/

set design/props etc.  The installation will be designed for a specific site 

in Otahuhu but will be installed at AUT unless negotiated otherwise. 

Those works installed at AUT will be accompanied by detailed drawings  

(or design prototype/ models/ photographs etc) as to how you perceive 

the Event space would occupy its site in Otahuhu. Those works that are 

installed on site in Otahuhu will be documented, with the documentation 

presented as an installation at AUT for final crits. Also required is a 250-

word statement about your work and a project report documenting your 

research and process.

References

Parr, A. (Ed.) (2005). The Deleuze Dictionary. Edinburgh: Edinburgh 

University Press.



Emily O’Hara

The Price
Staging Arthur Miller’s Death of a Salesman

Life should be better and richer and fuller for everyone, with opportunity for each 

according to ability or achievement regardless of social class or circumstances of 

birth.  —James Truslow Adams, 1931

Playwright Arthur Miller is renown for his stories about the common man, from 

longshoremen to salesman. Some of his most powerful writing stems from the 

ideal of the American Dream, that dream that says all men are created equal, 

and can make their own destiny.

Even this word, playwright, is a conundrum. A writer writes, right? So why does 

a playwright, wright? What is this combination is writing and righting? Perhaps 

our sense of the social springs first from a sense of justice, and justness is that 

which is the ever-lasting dream – that we live in a free and equal society.

What is it to write? Or to be right? To do right, to make right, how might we 

explore different ways of righting or writing? While this brief opens with a 

description of the American Dream, your work will stem from a questioning of 

how this dream may be inherently flawed, mythical, a utopian construct which 

can never fully be realised. The way in which each individual begins to imagine 

Studio
2A / 2B

Studio
3A / 3B

Time



his or her dream existence is vastly different, as such, can there ever be a 

collective dream such as the opening quote suggests?

You will be asked to rigorously interpret your own beliefs around what 

constitutes a dream existence.  How do you view the world? What do you 

wish for in your own life? We will be using the play Death of A Salesman 

as a trigger for these discussions, in conjunction with short passages 

of writing from Gaston Bachelard’s ‘The Poetics of Space’. Death of A 

Salesman is concerned with the everyday life of a man, and how he works 

to obtain the always elusive dream. Through Bachelard’s writing we aim to 

uncover a complex relation between domestic space (seen as the domain 

of Women, and significantly present in Miller’s stage/design directions 

for the play), and performance space – and how the notion of the dream 

can become more complex when viewed from a position other than the 

traditional gendered bias.

Part One Weeks 1 – 4

We will make a detailed reading of the play in small groups during Week 

One. You will then individually film and edit a short moving image work 

that explores the spatial qualities of our site in relation to a major theme or 

detail that you isolate from the play. This theme or detail should relate to 

the overarching thematic for the brief.

Outputs: 60-90 second moving image work, this may be filmed on site, 

made via stop motion, digital animation, or any number of other ways of 

crafting a moving image work, short written abstract (250-500 words).

Part Two Weeks 5 – 7 (this section includes three non-contact weeks)

You will design a set for a staging of the play, to be located at The 

Maidment Theatre in Auckland. You will choose a prop, or object within 

the context of the play, and make it at 1:1 scale, to a high level of finish and 

detail. This object/prop will become instrumental in Part Three.

Outputs: indicative ‘sketches’, detailed and intricate models, plans and 

elevations, 1:1 finished object/prop.

Part Three Weeks 8 – 12

The prop/object you choose to make for Part Two will become the driving 

force for Part Three. Returning to the site, you will identify a location in 

which to insert your object into Otahuhu. The object now becomes the 

narratival/conceptual mechanism through which you will imagine a new 

way of staging performance, or creating a space for performance. How 

can its insertion into the site create a connection between the dreams 

of those who live and work in Otahuhu, and those who live and work 

elsewhere? How does it reveal another ‘stage’ upon which a non-traditional 

performance can take place? 

Outputs: A visual/photographic essay showing the insertion of the 

object into the site (this may take the form of a moving image, or still 

photographs), indicative/evocative drawings of your restaging idea, plans, 



sections, elevations, intricate models.

Studio Notes

This studio will include a series of ongoing workshop sessions that will be 

skill based, and attendance will be mandatory at every studio session. You 

will be required to keep a visual diary throughout the semester. While there 

are requirements throughout the brief for plans, sections, and elevations, 

they may take on a far more fluid and evocative form than a traditional 

architectural approach. It is most important that you can identify the 

strongest way in which you can communicate your creative thinking, and 

make work that is conceptually rich, and powerful in its communication, 

wether this is via digital making, physical making, painting, drawing, 

sculpting, film making etc. You will be encouraged to work to your 

strengths, while also developing new ways of communicating ideas, and 

above all, always intensifying your efforts to achieve strong outcomes.



Elvon Young + Yosop Ryoo

LUXCITY
Festival of Transitional Architecture / AD12

Luxcity is a large scale fabrication studio with the purpose to produce 
a city of light for a one night event at the Festival of Transitional 
Architecture (FESTA) in Christchurch on 19th October 2012 and the Art 
& Design Festival 2012 (AD12) at AUT in November 2012.
 
The project is organized as a collaboration between the Department 
of Spatial Design at AUT University, the School of Architecture and 
Planning (SoAP) at The University of Auckland, the Architecture 
Department at Unitec, the School of Architecture at Victoria University 
and the School of Architectural Studies at CPIT. In collaboration with 
Christchurch based clients approximately 20 Design studios with over 
350 students will be involved to design and to construct fully functional 
pop up programmes such as bars, restaurants and theatres in. The 
studios will run over one semester exploring light as a medium to create 
ephemeral structures of an urban scale.
 
The Luxcity event is designed around the idea of the Transitional 
City with the intention to encourage cross disciplinary collaborations 
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and a wide range of additional inputs from local institutions and 
initiatives. An additional purpose of the project is to kick-start the 
Christchurch initiative Life in Vacant Spaces.
 
Each studio will follow to the common description and purpose 
of the Luxcity project, but may have an individual brief and focus. 
Each studio will set a specific work structure, where students 
are encouraged to work in teams (3-4) in order to work towards a 
common high quality outcome.
 
Key challenges for the design are transportability, quick assembly, 
suitability for an outdoor environment and the expected large 
number of visitors. The weight of materials and equipment used 
is limited 20kg per student and has to fit to the general cargo 
regulation of airlines. The setup time for the individual projects is 
limited to 5 hours and the installation has to be dismantled on the 
same night. A further aim is to minimise waste. Next to a H+S Plan a 
recycling plan needs to be in place for each project.
 
The Luxcity concept is based on event studios like Barcode in 2006, 
Urban Spoiler in 2007, Transformers in 2009, Skyrise City in2010 
and AMPED in the Park 2011 which were organized in collaboration 
between the Auckland Schools. Over the past years these installation 
studios became the key component of Auckland Architecture Week 
and  attracted around 2000 people visiting the events in one night (in 
case of AMPED in the Park  76,000 visitors over  a period of 13 days).
 
The AUT Luxcity Studio will respond to Christchurch and its vacant 
spaces through the concept of the Social City as part of Project on 
the City 2.
 
We will be looking for expressions of interest to form two highly 
motivated teams of students to be a part of this project.
 
Contact

Elvon Young elvon.young@aut.ac.nz
Yosop Ryoo yryoo@aut.ac.nz 



Hannah Ickert

SPACES OF 
BETWEENNESS
Design and the Dynamics of Diagrams

The diagram is a graphic representation of the evolution of a phenomenon. 
There are lines, a structure and a form; it works by reduction, abstraction 
and representation. As a medium, the diagram serves a dual function: It 
is a form of notation, analytical and reflexive, which sums up; but it is 
also a model for thinking, synthesizing and productive, which engenders. 
(Bijlsma, Deen and Garritzmann, 1998)

This skill-based studio will consider experimental design methods 
addressing the contemporary city and its organization through 
landscape, infrastructural and ecological systems. In addition to 
developing techniques for mapping these systems and the dynamics 
they involve, students will examine growing spatial disparity, 
fragmentation and decay as evidenced in an increasingly common 
spatial condition of the contemporary city – the space of in-between. 
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Spaces of in-between are often poorly understood and difficult 
to map, envisage or conceptualise. Auckland’s Otahuhu Portage, 
Te To Waka, and the Portage Road can be thought of as a space of 
in-betweenness of some importance for Auckland and will be the 
focus of this project. The portage has historically operated as a 
primary navigational reference point and site of exchange within the 
Auckland Isthmus since the 14th Century. Today this significance lies 
buried within discontinuous layers of built environment; networks 
of infrastructure and poor-performing natural systems offer a rich 
opportunity for design study.

Through a series of mapping and diagramming exercises that 
read the ‘site’ at regional and local scales a design strategy or 
intervention will be generated that may include a landscape design, 
a commemorative site or object, a public architecture, gateway, 
threshold marker or a series of related interventions. Designs may 
be permanent or temporary yet importantly demonstrate an ability 
to adapt with time. Therefore the focus of this studio explores 
how design intervention can shift system behavior within an 
environment over time and what this may contribute to Auckland 
regionally and locally. 

The studio is organized around weekly texts, project examples, skill 
development and techniques of reading and representing complex 
urban situations aiming to an understanding of what has been 
termed the post-urban city. 

Process

1. Built form, infrastructural systems, landscape processes, historical 
research, cadastral and land use maps at local and regional scales, 
historic and contemporary registers and patterns of movement, 
tonal variance;

2. Readings broadening understandings of the post-urban city, 
primary urban actors such as planning determinations, market 
forces, landscape elements, infrastructures of mobility;

3. Mappings and diagrams that interrogate the site survey data for 
realties previously unseen or unimagined;

4. Singular or multiple processes or systems discovered from 
working with the maps and diagrams and develop an event or 
intervention design. This may have a single or multiple locations 
across Otahuhu;

5. How the intervention may impact upon the space and use of the 
immediate site, the study area and the experience of Auckland.  
Does it change the behavior of aspects of circulation and does 
it prompt altered behavior in adjacent systems.  For example 



depending upon what elements your does water flow more freely? 
Has the historic use of the site resurfaced? Will the pedestrian 
move differently through the space? Further illustrate how this may 
change over time;

6. Highly resolved intervention at 3 scales including material 
detailing.

Assessment

This project will be strongly ideas-driven.  A high degree of project 
development and detail is expected, particularly for Year 3 students.

Course grades will be based on the entire semester’s work, including 
regular studio attendance, demonstration of adequate design 
process, contribution at all presentations and at mid and end 
of semester Crit Weeks.  Evidence of a minimum of 20 hours of 
substantial work per week is expected.

This semester studio will be run on a drawing-office basis. All 
students must be in attendance for studio hours. You will be 
encouraged to set up desk space in WW 201 and do most of your 
work at AUT. An ‘office meeting’ will be held every Monday at 1pm, 
where you will report on the weekly progress of your project. Studio 
hours and all scheduled critiques are compulsory. If you have to 
miss any of these, e-mail notice is required before your absence.

A summative grade for work up to that point will be issued at mid 
semester.  This will be a final grade and in will be added to the 
second half grade to make up your overall grade for the semester.  
Please consult the handbook on AUTonline for Learning Objectives 
and Assessment Criteria.
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Brendon Sellar

CROSSING STATIONS
Hybrid Architectural Machines

This project will investigate the portage as a locale rich in crossing devices – 

canoes, trains, cars. As a narrow landbridge itself a fragile bar to the mixing 

of the Manukau and Waitamata, the Tasman Sea and the Pacific, it condenses 

issues of the mechanical and the organic, the topological (or conduits of 

exchange) and the topographical (landform).

Students will be asked to focus on the rail infrastructure surrounding Portage 

and Saleyards Roads, Otahuhu which covers the western fringe of the Mangere 

Inlet. With a range of active and discontinued uses, it makes up what can 

be thought of as a site of ‘dispossession’, a locale that may be understood as 

a terrain vague – or what Ignasi de Solà-Morales Rubió has referred to as a 

seemingly vacant place provoking imaginary projection and invention on the 

basis of its stark externality relative to the everyday. 

Where architecture and urban design might see a ‘gray field’ awaiting 

correction, reintegration, gentrification etc., this project will follow de Solà-

Morales’ prompt to think the terrain vague as potentiating something other 

than an “aggressive” implantation of instrumental power and “abstract 



reason”. Working with the prevailing mechanical aesthetic of transport 

infrastructure and big urban systems (motorway networks, rail corridors, 

ports etc.), designs utilising machine expression will be sought that 

investigate various ‘states’ of dispossession or estrangement from the 

homogeneity and connectedness of greater Auckland. A politics of local 

and temporal repossession is envisaged that will produce for the Otahuhu 

constituency an alternative community hold on this narrowest neck of the 

Isthmus. This project will ask you to explore and develop new machine 

collectives and scaffold for local re-inhabitation that work subversively 

with prevailing infrastructural architectures.

The estuary portage routes have historically operated as critical 

navigational crossing points and places of exchange in the traversal of land 

and sea. In this the historical portage defining this place can be seen as a 

unique condenser of time/space and cultural encounter. This project calls 

for students to re-enact the ‘crossing’ as a contemporary redirecting of 

mobility, not as an overcoming of distance, but as the opening up of gaps 

and errant speeds designed to make a Otahuhu a site of ‘arrival’ rather 

than indifferent passing.

Students will be asked to present a conceptual, speculative piece of 

architecture or urban planning which may take the form of a large-scale 

integrated structure for a small community, a mobile ‘machinic home’ or 

a compact relocatable dwelling for a single occupant. Proposals may move 

or remain static, but should at some level address the contemporary mood, 

atmosphere and economic/environmental undercurrents of the Mangere 

Inlet, as symptomatic of conditions surrounding the broader disorientation 

associated with a glodal remaking of locality.  

Utilising image production, and physical model-making, students will 

explore opportunities to exploit a site outside the typical public purview, 

and to open new dialogues around the ‘social’ as relayed through 

architecture mandated other than through corporate and State control - in 

other words, forms of ‘architectural anarchy’.

Design referents may include:

+ Historical representations of turbulence and dispossession in film and 

literature.

+ The fantasy machine languages of Anime, Mecha, Gundam, and 

conceptual production/design.

+ Architects, designers and artists who explore body/machine relations at 

various scales. 

+ Designers who utilize ‘ready-mades’ such as shipping containers, 

machine-parts or existing infrastructure to provide ‘pop-up’ or contingent 

structures.

Design Opportunities

+ modular/mobile affordable housing for economically dispossessed 

families.



+ a railway station complex that includes local shift-worker housing.

+ Counter or insertive architectures for squatter communities

+ kinetic machines, bridges, land boats harbour linkages and landscape 

interventions that effect counter-mobilities against the insistent north-

south transport grain of Otahuhu. 

+ nomadic architectures indexed to the tidal and aquatic conditions 

characterizing this part of Auckland.

Key Tasks

+ An investigation of contemporary and historical aspects of the Mangere 

Inlet.

+ The utilization of strategies centered on urban exploration, including 

psychogeography, the terrain vague, and industrial archeology.

+ Development of design concepts utilizing image repertoires derived from 

architectural speculation, cinema, literature and popular culture.  

+ The development of a concrete or materially specific designs investigating 

states of architectural and psychological dispossession.

+ The use of model-making techniques including model kit parts and 

found-objects (ready-mades). 

+ The use of vacuum-forming techniques to create and explore skins and 

form-making.   

+ Submission of a detailed proposal that includes a resolved model with 

a purpose-designed plinth/stand/support system that demonstrates and 

incorporates other student models as a ‘contextual’ background. 
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Amanda Yates

ECOLOGICAL AND 
EDIBLE CITIES
Urban Research Lab / Orakei

Approaching the city by way of the event allows us to regard the 21st 
century metropolis as an intricate system of active forces that undermine 
the traditional role architecture plays as a stable, enduring object designed 
to order space and those who occupy it. Aligned to temporality, gesture and 
mobility, the evental is irruptive of the status quo making room for the 
new… (Hannah, 2009)

The buildings of the South Pacific could also be described as open, flexible, 
mutable, adaptive and responsive. And here they share something with 
interior design and landscape. The interior and the exterior worlds can be 
characterised as the domains of the temporal, changeable and mutable, 
places of experience and encounter between living things. (McKay & 
Walmsley, 2005)

This project focuses on rethinking the city as a constructed ecology that 

Studio
3A / 3B

Encounter

Diller, Scofidio and Renfro, The High Line



combines built structures with the fluid and emergent processes 
and relationships of those living things, human and non-human, 
dwelling within urban space. Such an approach to the city is 
influenced by the Maori concept of whakapapa, where humans 
are understood as inter-related with the environment; and by 
socio-ecological theory that also posits humans as integrally and 
inextricably enmeshed within ecological systems.

You are asked to design ‘places of experience and encounter 
between living things,’ evental spaces which recognize the Pacific 
tradition of ephemerality and performativity. Your intervention 
should be ‘irruptive’ of the status quo as it asserts the city as an 
ecological habitat or a space for sustainable food production rather 
than simply a collection of architectures and infrastructures. The 
intervention should also present the ecological city as a social, 
cultural and inter-active construction that is constantly in flux, 
constantly being remade anew through the events, activities and 
relationships that occur within it.

Design Opportunity

Design an intervention for Ngati Whatua’s Orakei site during a 
3-week full-time block course, then subsequently resite this into 
Otahuhu. 

Cultural Frame

Ngati Whatua o Orakei are a Maori hapu located on an Auckland 
peninsula at Orakei. They are part of a larger iwi located in and 
around the Tamaki isthmus and Auckland city. Ngati Whatua’s links 
to Tamaki Makaurau/Auckland date back to their first migrations 
from Polynesia. The hapu is currently involved in a master planning 
process, with Auckland based architects Design Tribe, to use their 
land-holdings at Orakei in the most effective way. Sustainability is 
a key focus for the hapu and there are existing small-scale projects 
running which explore how the site could become an nursery for 
native habitat and grow food for marae usage.

Project Specifications

+ a landscape component: designed landscape – edible or native
+ a built component [temporary or seasonal installation, event 
architecture] that responds to or supports the landscape element in 
some way

You will need to identify whether you are working with the concept:
+ of an ecological city working with native flora and fauna
+ of a specifically edible city 
+ or of both



You will also need to clearly identify your programme/s and these 
should be expressed in detail through your visual representations. 
Programmes may include for example, an ephemeral promenade 
through native bush plantings, or food gardens and a weekend 
market space, or event and teaching spaces, or a festival event space 
for Matariki etc. If your programme has a transient quality to it 
think how you will incorporate services such as water, power etc.

Look also at precedents or references for temporary or event 
architectures: refer to the temporary Union Street Orchard in 
London, the constructed and landscaped promenade infrastructure 
of the High-Line in New York, mobile or temporary gardens, 
gardened social space interventions such as that of Passage 56 in 
Paris.

Schedule

This unit is centred on a 3 week full-time block course run in weeks 
4,5 and 6.

Weeks 1-3 Preliminary site work in conjunction with other groups.

Week 4: 6 – 10 August
Monday: group discussion; site analysis and precedent research
Tuesday: site visit & korero, precedent research, site diagram 
development
Wednesday: site diagram and concept development
Thursday: site diagram and concept development
Friday: site diagram and concept stage presentation

Week 5: 20-24 August
Monday: design development
Tuesday: design development
Wednesday: design development
Thursday: developed design presentation
Friday: detail design development

Week 6: 27-31 August
Monday: detail design development
Tuesday: detail design development
Wednesday: detail design development
Thursday: detail design development
Friday: FINAL critique/constructive feedback

Weeks 7-11
Working individually to resite the intervention within the Otahuhu 
site and prepare for exhibition

Week 12 Critweek. Final Submission Tue 23 Oct, 4pm.



Deliverables
Design and detail drawings: 
+ diagram of the site which includes information relevant to your 
concept and programme
+ location or site plan that shows spatial relationships 
+ conceptual images and makings [to develop the design]
+ perspectival images that show materiality, programme and the 
living things – human and non-human! – inhabiting the space

In addition the following is required which will be loaded to the 
Ecologies Lab website. The Ecologies Lab is a new AUT based design 
research and innovation space focused on ecological and ultural 
sustainability.
+ a title
+ a sentence descriptor
+ a paragraph descriptor (concept, approach to ecological city, design 
proposal)
+ 4 or 5 hero images (diagram + perspectives etc / jpg format, 3-5MB)

Contact

Amanda Yates, ayates@aut.ac.nz
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