











Figure 4

Frame of a preliminary ani-
mation where the feeling of
disgust was first explored. The
animation lasts 30 seconds
and reveals disturbing colors
and textures applied to or-
ganic forms.

with a pleasure that seemed ingrained in the very
form of the representation itself. Some argued that
a geometrical demonstration could be as‘pretty’and
moving through some weird space as’neat’as a sim-
ple drawing or a tune, although the prettiness and
neatness seemed to be a pure matter of sensation
at one point, and have nothing to do with sensation
at another point. Some even concluded that some
individuals seem to have a genuinely ‘cerebral’ form
of pleasure and displeasure, apparently not agree-
ing in their architectural mode of creation with the
so-called ‘standard’ emotions normally dealt with in
architectural design studios.

It is not possible to list and present the myriad
issues this particular phase brought to the group.

However, it must be said that at the end, all students
concluded that their level of discussion and debate
on issues regarding perception, insight, observation
and sensitivity had greatly been amplified.

Conclusions

While the studio only produced a few nuggets in
terms of advances in behavioral studies and theory,
the experiment was extremely successful in making
students aware of how spaces and constructs within
them elicit particular emotions. From a pedagogi-
cal perspective, it clearly showed that animations
are excellent mechanisms to explore a variety of ef-
fects that normally are not visualized in traditional
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architectural studio settings. Some of the most sa-
lient learning experiences included:

1 - Framing. This item was a major determinant.
The way a space is viewed or framed made some
spaces feel dangerous while framing changes on
the same location made them feel placid. Likewise,
clever framing, still or while moving, did bring about
not one but many emotions, ranging from great ex-
pectations to total boredom. Framing also helped to
construct or compose spaces.

2 - Movement. Any kind of physical movement
in a visualization elicited strong reactions. While
not a great discovery, this item nevertheless un-
derscored the fact that effects like moving water or
banners floating in the wind are items we as archi-
tects should always consider. Moreover, there was a
realization that the concept of movement provides
numerous opportunities for additional exploration:
the act of moving, the way of moving, the effort to
achieve something, moving parts, suggesting mo-
tion, rhythm etc.

242 eCAADe 25 - Session 06: Animation

3 - The need for ‘architectural plots. Visualiza-
tions of items or spaces where plots were not clearly
discernible were deemed unattractive and uninvit-
ing. Conversely, those with some sort of plot were
reviewed quite positively and seen as appealing. Ac-
tually, this quality proved to be fundamental in pro-
voking emotions. There simply had to be some kind
of ‘plot’ or narrative behind the architecture. Other-
wise, there was no emotion attached. In addition,
plots implied episodes of a story. And this immedi-
ately prompted to devise the sequence of events in
the story or script.

4 - Architectural surprise was also essential.
Again, this was not an amazing find. However, stu-
dents learned a lot on how architectural surprise can
be integrated and/or generated. Within this category
students discovered a number of subtle variations.
For example while some surprise constructs ended
in amazement, others finished in shock and fright.

5 - Color in building surfaces as well as contrast
and texture were extremely difficult to manipulate.

Figure 5

Frame of a preliminary ani-
mation where the feeling of
anger was first explored. The
animation lasts 35 seconds
and shows several items be-
ing crushed while a humanoid
in the background slowly falls
to the ground.



Without getting in complex valence, arousal and
control (dominance) studies, this observation clearly
underscored the problem of feature-based affect
representation. Which color combination, texture,
or temporal effect is to be related to happiness, dis-
gust, or fear? The group did not find a clear answer.
However, many agreed that unless a person actually
laughs at the neatness of a particular setting, or tin-
gles at the perfection of a musical background tied
to an environment, the mental condition is more al-
lied to judgments of making the right decision than
to anything else.

6 — Many other environmental effects were ex-
plored too. However, smoke and its variants haze
and fog were deemed highly significant. In most in-
stances they were associated with fear, joy and sad-
ness. Students found that these phenomena could
be devastatingly beautiful.

At the end, the videos were shown to several
audiences on a large screen with multi-channel sur-
round sound. The public found its way through wind
tunnels, incredible high rises, a maze of grapefruit-
sized plastic spheres and oxygen-making machines.
Not only the student creators learned how to create
amazing environments, but also realized how critical
the manipulation of emotion is in architecture.

They all had a blast!
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