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Abstract:  “We dwell where we can orient ourselves within and identify 

ourselves with an environment…. Dwelling therefore implies 

something more than ‘shelter.’   It implies that the spaces where life 

occurs are places…. A place is a space that has distinct character.”  

Christian Norberg-Schulz, Genius Loci: Towards a Phenomenology 

of Architecture 

 

The Habitable Wall project will introduce one of the primary 

fundamentals of interior design – designing for a human, building to 

the proportion and purpose of a client. Students conceive, design, 

and build a three-dimensional digital model that engenders and 

concentrates the meaning of “engageable,” “responsive,” 

“enervated,” habitable,” “space” and “wall”.  

The Habitable Wall is project is intended to be a jumping off point or 

transition project between design fundamentals and interior design. 

Students develop a three-dimensional expression of a habitable 

wall using a basic “client profile.”  Their three-dimensional 

expression will be free standing.  The design will be exhibited 

through scale orthographic drawings, rendered perspectives and 

process work. 

Though “wall” is in the name of the project, students will sculpt, 

push, pull, subtract, and add to develop a freestanding structure for 

a specific artist.  An object on the interior landscape that the artist 

can temporarily inhabit to create and present their work, while 

occasionally spending the night for those long-haul work sessions. 



Students are encouraged to avoid making a room-like space, but a 

structure that intentionally and creatively supports the client’s needs 

while creating moments of openness and enclosure through three-

dimensional exploration. 

The clients listed are real designers of architecture, interiors, and 

furniture.  For this project, students are asked to suspend reality… 

what if these designers were small scale artists rather than well-

known designers.  The fictional artist types are aesthetically and/or 

conceptually adjacent to the real designer’s work. They have the 

same aesthetic interests and favor the same styles but are fine 

artists.  Each student will need to investigate the designer and their 

work while looking into the processes, methods, workspace needs 

for material storage, construction and/or assembly, tools, and 

anything else related to the type of art created.   

This two- to three-week workshop-oriented project targets design 

process and digital representation skills.  As the student’s project’s 

progress, the instructor provides step-by-step lessons on 

fundamental sketching, three-dimensional digital modeling, and 

post processing in photoshop.   

  
Learning Objectives:  

 

• Develop an iterative design process using a combination of 

sketching and 3D digital software to sculpt form and space while 

creatively satisfying the programmatic needs of a project. 

• Gain an introductory understanding of decision making based off 

client restraints, workflow, style, and color preferences. 

• Have an introductory understanding of designing for human scale 

and proportions. 

• Apply introductory and secondary 3D digital design software skills; 

for example, Rhino or Sketchup to iterate design options, produce 

quality perspectives and two-dimensional orthographic drawings. 

• Apply postprocessing techniques using photoshop to enhance final 

presentation drawings and images. 

• Successfully complete a small-scale interior oriented project. 

 
Criteria:  The context, programmatic requirements and rules are listed in the 

project handout.  In response to their client investigation, students 

are expected to informally develop their own criteria for success.  



 
Process: The project designed to be a two- or three-week workshop.   
 

The project is intended for a studio setting.  Students will begin with 

client research and rough sketching to develop design possibilities.  

Then the instructor will provide a series of introductory lesson in the 

3d modeling software.  Students begin with simple forms and sculpt 

the wall using the software.  They use a combination of extrusions, 

subtractions, additions, and other model making methods to 

develop their design.  Students receive individual feedback from the 

instructor while continuing with more small software lessons.   

Students are pushed to exceed the basic requirements and 

creatively take risks with the form.  As the project progresses, 

students will add color, material, limited furniture, and entourage 

appropriate for the artist, helping the habitable wall appeared ‘lived 

in”. 

A daily schedule is included in the project handout. 

 
Presentation Method:  

 

The completed presentation layout is created in Adobe InDesign 

and can be exhibited digitally or in printed format, though digital is 

recommended.  This makes a great project to present in online 

format, such as internet based “Conceptboard”. 

 
Evaluation: Students are evaluated on effort of process, effectively meeting the 

programmatic requirements, attractiveness of the final form and 

quality of visual presentation elements. A grading rubric is included 

with the handout. 

 

• Daily progress is made throughout the project. 

• Address all programmatic requirements. 

• Address the needs of the client based upon investigation. 

• Design is attractive and thoughtful. 

• All “sides” of the Habitable Wall address design opportunities.  

• The 3d Digital model is executed with skill and intent. 

• Final presentation layout is clear and attractive. 

  
 

https://conceptboard.com/


Credits:   N/A  
 
References: Norberg-Schulz, C. (1980). Genius loci: Towards a phenomenology 

of architecture. 

 
 
Documentation: Project Handout and student examples attached 
 



 
Habitable Wall – Workshop Project 
 
“We dwell where we can orient 
ourselves within and identify 
ourselves with an environment…. 
Dwelling therefore implies something 
more than ‘shelter.’   It implies that 
the spaces where life occurs are 
places….A place is a space that has 
distinct character.”  Christian Norberg-
Schulz, Genius Loci: Towards a 
Phenomenology of Architecture 
 
Purpose:  The Habitable wall project will introduce the element of designing for a human, building to the proportion and 
purpose of a client. You will conceive, design and build a digital model that engenders and concentrates the meaning of 
“engageable,” “responsive,” “enervated,” habitable,” “space” and “wall”.  

 
You are to develop a three-dimensional expression of a habitable wall using a basic “client profile”.  Your three-dimensional 
expression will be free standing and exhibited as part of our final presentations with scale drawings, rendered perspectives and 
process work. 
 
Though “wall” is in the name of the project, students will sculpt, push, pull, subtract, and add to develop a freestanding 
structure for a specific artist.  An object on the interior landscape that the artist can temporarily inhabit to create and present 
their work, while occasionally spending the night for those long-haul work sessions. Students are encouraged to avoid making a 
room-like space, but a structure that intentionally and creatively supports the client’s needs while creating moments of 
openness and enclosure through three-dimensional exploration. 

 
The clients listed below are real designers of architecture, interiors, and furniture.  For this project, we are asking you to 
suspend reality… what if these designers were small scale artists rather than well-known designers.  The fictional artist types 
are aesthetically and/or conceptually adjacent to the real designer’s work. They have the same aesthetic interests and favor 
the same styles but are fine artists.  You will need to investigate the designer and their work while looking into the processes, 
methods, workspace needs for material storage, construction and/or assembly, tools, and anything else related to the type of 
art created.   
 

Learning Objectives: 

• Develop an iterative design process using a combination of sketching and 3D digital software to sculpt form and 
space while creatively satisfying the programmatic needs of a project. 

• Gain an introductory understanding of decision making based off client restraints, workflow, style, and color 
preferences. 

• Have an introductory understanding of designing for human scale and proportions. 

• Apply introductory and secondary 3D digital design software skills; for example, Rhino or Sketchup to iterate design 
options, produce quality perspectives and two-dimensional orthographic drawings. 

• Apply postprocessing techniques using photoshop to enhance final presentation drawings and images. 

• Successfully complete a small-scale interior oriented project. 
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Context: 
• Communal artists’ studio outfitted in a repurposed industrial warehouse. 

• Each artist studio is a Habitable Wall (a free-standing structure) 

• Habitable Walls must float within the middle of an individual space module located in the warehouse. 

• All space modules are located adjacent to a window of walls at once side. 

• Artist’s set up their small studio within the module space footprint and are tasked with developing their own habitable wall.  

• Occasionally, artists work overnight and sleep within their habitable space. 

• Shared bathrooms, showers, kitchenette, and small communal lounge are located at one end of the warehouse. 
 

Program (Project Requirements): 
• Space Module footprint is 18’x15’. 

• Maximum height of structure is 10’. 

• Minimal 6’ Linear of feet of book storage (on display) 

• A place to take a nap, 3’x6’ bed area 

• Minimal 2’x6’ work surface sitting height (30” high) 

• Minimal 2’x4 work surface standing height (36”) 

• Minimal of one aperture through the wall (opening in wall) 

• An integrated bench – 18” deep x 18” high x minimal 3’ long 

• Enclosed or open hanging clothes storage – 2’ deep x 18” minimal width x 3’ high 

• A combination of closed and open tool and supply storage. 
 

Note that the minimal dimensions related to length and width are starting points.  You may modify the worksurfaces and seating 
requirements as necessary to meet the needs of the artist’s workflow. 

 

Rules: 
• The Client: 

o Must integrate client’s colorway choice into final design. 
o Minimally consider tools and space needed for clients type of artwork. 
o Must incorporate one natural material. 

• The Wall: 
o Maximum wall height: 10’ 
o There is no minimum or maximum wall thickness. 
o All project requirements must physically connect to, intersect, project from, recess in or morph from the habitable 

wall.  The habitable wall IS the sum components, not a wall with components “attached”. 
o If needed, you may specify chairs and other furniture elements to support the workflow of the artist. 

• Decking (Platform): 
o Can be 0”, 6”, 12” or 18” high. 
o Must include a stair for every 6” in height. 

• All minimum requirements must be met but can be expanded upon. 
 

RULES CAN BE BROKEN – their artists after all. 
 

Final Deliverables: 

• 3D views 
o Axon View (Line weight, rendered with material, color and shading) 
o Perspective at human view height. (Line weight, rendered with material, color and shading) 
o Perspective at human view height from other side. (Line weight, rendered with material, color and 

shading) 

• 2D Views 
o Plan (Line drawing with proper line weight) (No material representation) 
o Elevation 1 (Line weight and material representation) 
o Elevation 2 (90 degrees opposed to Elevation 1) (could be a section if appropriate) (Liveweight and material 

representation) 

• Process images 

• Inspiration images from “artist”. 
 

❖ All drawings, except for Plan Drawing should include a person. 
❖ All 2D drawings should include overall dimensions and human specific dimensions. 
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Schedule: 

 

Week Date Lesson Assignment 
 

Week 1 Monday 
• Introduce Workshop 

• Lesson: Rhino – sculpting shapes. 
(Curves, extrusions, using construction 
planes, Boolean operations & using 
SHIFT+CONTROL selecting) 

• Brief overview of human dimensions 
(Anthropometrics) 

• Research your designer  

• Sketches (hand drawn) 

• Model several Initial Rhino drafts 
(quick sketches) 

• Produce an axon and 
perspective view. 

 

 Wednesday 
• Review work – Desk critiques 

• Lesson: Rhino part 2 

• Progress based on discussion and 
additional Rhino instruction. 

 

 Friday 
• Review work – Desk critiques 

 
• Progress  

Week 2 Monday 
• Lesson: Rhino: Adding materials and 

making custom display modes; 
exporting 2D lines to scale. (eps file) 

• Opening and editing 2D lines in 
Illustrator.  Changing line weight in 
Illustrator 

• Progress 

 Wednesday 
• Lesson: Photoshop editing 

• Review work – Desk critiques 

• Complete project 

 Friday 
• Review final work.  

 

Client   Artist Type      Colorway 

1. Patricia Urquiola Watercolor - Large Highly Abstracted Landscapes   SUMMER BOUQUET 

2. Ronan Bouroullec Origami Sculpture Paper Installations    POWER SURGE 

3. Karim Rashid  Graphic Design – Large surface printed Geometric Patterns  INTOXICATING 

4. Hella Jongerius Quilter – Geometric Motifs     SUMMER BOUQUET 

5. Marcel Wanders Macrame Sculpture      INTOXICATING 

6. Ray Eames  Wood Reliefs from found scraps.    POWER SURGE 

7. Ross Lovegrove Hand Made Mobile art     INTOXICATING 

8. Jasper Morrison Oil Painter – Modern Minimalist Paintings   POWER SURGE 

Link to Pantone Summer 2021 Color trends:  https://www.pantone.com/articles/color-palettes/color-trend-highlights-spring-summer-2021 

 

https://www.pantone.com/articles/color-palettes/color-trend-highlights-spring-summer-2021
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