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_0.1: Boom!!! Exciting and captivating                   

        Comic/manga drawing. [available   

        on http://wallpaperuser.com/]
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Sophisticated in creation, Comic/Japanese Manga & Animation 

are a drastic representations of a real or hypothetical 

worlds. Comic and animation is a representation of cultural 

legacy that informs, excites and entertains the viewer in 

every tangible form of its existence, while filling minds with 

giant robots, space ships or masked super heroes. 

This dissertation serves as an architectural response to 

comic and animation creation. Through the exploration of the 

notion of the adaptive eye and its influence on the design 

process, the thesis seeks to create a dialogue between 

social legacy and comic & animation creation through the 

design of a production house.

this Thesis proposes a space that represents beauty, vision 

and excitement, but above all else one that realizes the 

possibilities of comic and animation as a means of social 

commentary. The building aims to symbolize the essence of 

comic and animation through its design and location, thereby 

echoing the vibrancy of Newtown. The production house is an 

attempt at social, cultural and environmentally responsible, 

generative architecture that induces thinking and energy 

within the world of comics and animation.
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Abstract

***

_0.3: An entertainment that can be  

         a form of escapism. 

         [Available on http://good-    

         wallpapers.com/]
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/// VISUALS + ESSAYS

The power of visual communication:

Architecture & things...

/// DESIGN

Comic and Animation Production House 

within Newtown, 

JHB, South Africa

10
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Adaptive Eye?

Comic and animation are “eye” consumable 
entertainment that can be read and watched daily 

while infl uencing the reader’s perspective. It is 
within human nature to try to understand what 

surrounds us, subconsciously our minds are drawn 
to comprehend and evaluate everything by using 

our eyes to guide other senses towards an objective. 
Naturally this thesis explores and adopts the term:

 Adaptive eye. 

_0.4: it is within human  

        nature to learn from  

        things we see. 

        [Drawn By author] 

<<
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Meaning of existence 

Everything except of Language 
Knows the meaning of existence. 
Trees, planets, rivers, time
know nothing else. They express it
moment by moment as the universe.

Even this fool of a body
lives it in part, and would
have full dignity within it
but for the ignorant freedom
of talking my mind.

Les Murray 
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“Interest does not 
tie nations together; 

it sometimes 
separates them. 

But sympathy and 
understanding does 

unite them.”

 Woodrow Wilson 
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I have always been intrigued by Japanese manga (another word for comic in 

Japanese), American comics & animation for as long as I can remember. it has 

influenced who i am today and has changed millions of people across the world 

too! I cannot imagine what the world would be without it... Comic & animation are 

a cheap and easy medium to obtain and serve as more than just a simple form of 

entertainment...

///Opening
The power of visual communication

Absorb! Adaptive eye, Absorb!

_1.1 Conflict in action [Available on http://www.icp.org/]
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This design dissertation on comic 

and animation is a response to the 

unhealed dark past and lack of 

good faith shared amongst  society, 

creating a future of dystopia. 

Not a day goes by where our 

foul past are not blamed 

for today’s situations.

much like a volcano, Problems 

tend to linger for ages waiting 

to erupt. yet, these problems 

could easily fade into memory. 

South Africa is characterised 

by a Typography of complex 

and unique environments that 

face numerous problems seen 

on news and television, ranging 

from difference in beliefs, 

inequality, money related 

crimes, sexual abuse and social 

segregation.

Problem statement

Some parts of society are profusely in 

denial leaving South Africa in a total state 

of limbo - a country neither here nor there.

-Outline

Source: http://www.leblogfinance.com/

Source: http://en.wikipedia.org/

Source: http://en.wikipedia.org/

Source: http://i.telegraph.co.uk/
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Zapiro and Madam & eve 

cartoons are commonly 

seen in newspapers, providing 

tongue-in-cheek critique of 

actual events.

Sometimes these ideals are what people 

want to hear, But they are dangerously 

living under false impressions.

Grand beliefs and ideals are developed 

and put forward for implementation, 

whether for better or worse, however 

conflicts are bound to arise when 

different points of view come into play. 

Of course there will always be a select 

few, who utilize visual communication to 

express these happenings and events.

“Blame white land 
owners...”

“Strike for more 
money!!!”

“we must get 
land for free!”

The illustrations are like miniature building blocks to a solid foundation for the 

wellbeing of our society, sadly, these mediums are not for the general masses 

but only for a select few.

Source: http://www.citypress.co.za/

http://www.fin24.com/

Source: http://cdn.mg.co.za/

http://www.dabhisho.org.za/

http://www.dabhisho.org.za/
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Or The ultimate milestone in achievements, 

even though it was a constant uphill battle.

Comic & animation are entirely different when to compared short illustrations or 

comic strips, because it is a visual story telling “novel” that places its viewer’s 

in the portrayed story.

These strip comics and illustrations seldom portray stories 

of a positive nature, focusing rather on negativity as a social 

medium. Therefore, the opportunity exists for the focus of these 

comics to become inspirational, thereby allowing the readers/

viewers to relate at an emotional level rather than superficially.

Like aspirations,

Tongue-in-cheek comic strips or 

illustrations capture and criticize 

issues that are very real.

Or Tears of Joy,

Source: http://msnbcmedia.msn.com/

Source: http://www.washingtonpost.com/

Source: http://p5.img.cctvpic.com/ Source: http://static.guim.co.uk/
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///Comic & animation

Be a multi-billionaire with kickass suit!

Be the face of Justice

Be a ninja!

Comic and animation are like 

regular fictional novels, 

ranging from horror to light 

hearted stories and everyday 

experiences to political dog 

fights. 

it also allows for an INSTANT CONNECTION 

BETWEEN THE READER and THE MANGA’S 

characters... allowing the reader to place 

themselves in the character’s shoes THUS 

REMOVING PREJUDICE. Leaving JUST THE STORY.

Being in the character’s 

shoes allows us to be who 

we want to be and lets us live 

THE LIVES OF thousands AND 

the unthinkable. in the words 

of Paul theroux: “fiction 
gives us a second chance that 
life denies us”.

Source: http://bleary.files.wordpress.com/

Source: http://media.screened.com/

Source: http://static.minitokyo.net/

Source: http://static.comicvine.com/

Source: http://1.bp.blogspot.com
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///Fandom 

Theory!!!Theory!!!

Tangible fiction allows one to submerge oneself 

in the story within our reality i.e. People dressing 

similar to the fictional characters, cosplay, to 

showcase where their minds would like to exist.

Comic & animation are hugely popular overseas 

(a minority locally), dedicated fans show their 

support by dressing up as their favourite character.

Fan subculture helps to provide a space for 

community where people can come and be accepted 

for who they are - It is an oasis for weary souls.

these topics are all greatly connected with 

our eyes & most importantly the legacy of 

what comic and animation creates.

Our eyes are intrigued by 

things that captivate our 

curiosity, we extend our 

knowledge by reaching 

out with the rest of our 

senses. Adaptive eye is 

at play. [refer to pg. 14]

O
ur eyes
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PlatoVision is the process of deriving meaning 
from what is seen. Research estimates 
that 80~85% of our perception, learning, 
cognition and activities are mediated 
through vision. (Politzer, 2013)

Source: http://3.bp.blogspot.com/

Source:http://upload.wikimedia.org/

Source:http://www.ourcivilisation.com/

Source: http://mtv.mtvnimages.com

http://blog.wzcomic.com/
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///Site - Study context!

Johannesburg

Johannesburg

 C
BD

 C
BD

Newto
wn

Newto
wn

Integration of social issues into the production of comic & animation is not easy 

nor can it be taken lightly... So the location chosen needs to address the adaptive 

eye of artists engaged in comic & animation.

reflecting emotions 

within drawing is 

important as it is 

vital for the artist 

to communicate the 

intended sequence 

for the reception 

of its audience. with 

the vibrant art and 

cultural nature 

of Newtown, the 

quotidian context 

provides rich insight 

for the production 

of comic & animation. 

Located on the western outskirts of Johannesburg 

CBD, Newtown is a site known for its events, protests, 

vibrancy, historical and cultural significance.

Source:http://www.artatwork.co.za/

Source: google Earth

Source: http://images.travelpod.com/

Source: http://marquetteeducator.files.wordpress.com
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Comic & 
Animation

Site

Social Education

Happenings of past

Happenings of today

Happenings of tomorrow

Building technologies  

Spatial development

Planning

Experiences of the artist

methods in communication

Narration of the artist

Drawing style of the artist

Unique in form that challenges the conventions

Production

Growth projections of arts and culture precinct

Significant historical developments.

Public interface

Characteristics

New or existing comic & animation fans

Public or private Events

Production of comic & animation

Augment the Static nature of creative industries

Visual communication

permeation

Programme

Precedents

- Visual power!

Process of the Adaptive eye

///Aim
The aim of this dissertation is driven by the power of visual communication of comic 

and animation to alleviate South Africa’s social problems. Comic and animation 

are influential in representation that not only provides a common ground for its 

audience but also inspires and invokes the emotion of the story portrayed. The 

process entails the exploration of the adaptive eye in deriving a comprehensive 

approach to design. Most importantly, how does comic and animation express its 

message? and how can this be integrated with spatial design to create a unique and 

over exaggerated form that is different from the quotidian context. 



 Produce

Process 

The study aims to be a comprehensive approach 

to design that is informed as much as possible 

through the process of observation and data 

collection. as a result, the adaptive eye creates 

the outcome of the built form.

///Study method

Comic & animation

Site

Social

Technical 

Programme

Precedents

Design

ss

Comic & 

animation 

production 

House



///Visuals + essays
The power of visual communication:

Architecture & things...

Part 1 



This section articulates the potential role of comics and animation within 

South African society. Not only is it a visual entity that expresses the 

ideals of its creators, it can also address political and social issues. 

Visual communicative systems are used to narrate a story; it is a simple and 

effective discourse that millions across the world can relate to.

The intention of research and theory is to influence the ‘adaptive eye’ to 

mediate between the tensions of principles of discovery and the design 

spaces.
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IntroIntro*
Acknowledging social and cultural factors 
is relevant to the role the production house 
should play. The production of comics and 
animation represents a dialogue between 
the individual and society. To gain insight 
into how visual media shapes society this 
chapter explores advertisements and mass 
media in South Africa.

Details
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oductionoduction

South Africa
Learning from adverts 
and mass media 
Spreading Ideologies

Featuring
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roar!!!

Archicomic begins in a place called South Africa, Part of a huge 

African continent that’s known for its lush and adventurous life. 

South Africa 

like every other 

country around 

the world has 

its own legacy 

of history 

and cultural 

developments. 

It is a country 

known for great 

historical feats 

such as bringing 

an end to 

apartheid rule.

///South Africa

South Africa offers scenic wonders of many wild animals and 

untainted landscape - grasslands, mountain peaks, dense forests, 

and miles of coastline.  

Source: http://i1.sndcdn.com/

Source: http://assets.worldwildlife.org/ Source: http://www.krugerpark.co.za/

Source: http://www.ehdwalls.com/Source: http://d1vmp8zzttzftq.cloudfront.net/

Source: http://villablaaskans.co.za/



31

It also 

offers 

diverse 

culture 

and rich 

heritage.

The bustling city of Johannesburg, also known as 

the city of gold, attract millions from all over the 

world in search of making a mark in their life. 

The spirit of the country loves sports - predominately 

rugby, cricket and soccer bringing thousands of fans, 

from all over, together to support their team.

Let’s not forget the iconic food such as 

Braai meat, beer and biltong that accompanies 

these exciting super events.

Source: http://cdn.africansafaritravel.com/

Source: http://upload.wikimedia.org/ 

Source: http://media.sacbee.com/

Source: http://www.panasianbiz.com/

Source: http://www.rugby15.co.za/

Source: http://blog.sa-venues.com/ Source: http://blog.sa-venues.com/

Source: http://www.nomadtours.co.za/
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Beneath this beautiful skin of today lies a horrendous 

past of colonialism, police brutality, and slavery. 

In the name of 

freedom, Casualties 

are inevitable. As 

opposing sides’ 

mentality grew more 

brutal, the use of 

violence and force 

became equally 

incremental. 

bearing witness to the violent events 

of the past has affected the nation’s 

psychological well-being.

Source: http://kora.matrix.msu.edu/ Source: http://3.bp.blogspot.com/

Source: http://www.rnw.nl/

Source: http://www.beaugrande.com/

Source: http://www.dailymaverick.co.za/

Source: http://localislekker.files.wordpress.com/
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19 years on 

(during time of 

writing), the 

battle still 

rages on even 

though the tide 

had turned. The 

country is still 

struggling 

to contain 

inequality, sex, 

violence etc... 

it is naïve To think that comic and 

animation can cure social ills, but 

through reading/watching comic and 

animation, we can at least pave a basis 

for mutual respect and understanding 

of the inter-relationship between the 

opposites of ideals. 

But how do we effectively communicate 

and spread ideas to everyone??? 

The aftermath of this past with its lingering pain is etched into the 

heart of all its victims. Fuelled by reoccurring poverty, crime and 

violence, south African people are living under tremendous pressure.

With the constant duress from compounding 

issues, social ideals/beliefs became a 

ticking time bomb… 

Source: http://ancarchives.org.za/

Source: http://www.issafrica.org/ Source: http://www.issafrica.org/

Source: http://thyblackman.com/

http://i.telegraph.co.uk/
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I
n the world of adverts, 

advertisers utilize envy, desire 

and belonging to gain the 

attention of their target market. 

Advertising has the power of 

manipulating our vision, overriding 

the ability for us to introspect 

on what our vision informs us. In 

the book practice of looking, it 

mentions that we are constantly 

confronted with advertisement 

images throughout our daily 

lives in the form of magazines, 

billboards, buildings, public 

spaces and in many places. 

(Sturjen & Cartwright, 2009). 

Through advertisement and mass 

media, audiences are told and 

sold the life that the corporate’s 

imaginations decide is a good or 

desirable life. The advertisers/

creators’ use the simple role of 

images in return for desirable 

communication with minimal use 

of words; thereby maintaining the 

interest of its spectator. “They have 
become central to every activity 
that connects humans to each other 
and to technology - mediators, 
progenitors, interfaces - as much 
reference points for information 
and knowledge as visualizations of 
human creativity”. (Burnett, 2004, p. 

1). 

The effect of these images creates 

false dreams and desires of what 

is actually needed or required to 

satisfy our daily life in contrast 

to what we actually needed; the 

advertisement sells the life of 

what we can be if the products in 

question are a part of our lives. 

“The adverts promise the receiver, 
whether explicitly or implicitly, 
that their lives will change for 
the better if they buy a particular 
product or brand.” (Sturjen & 

Cartwright, 2009, p. 275). 

The film ‘Fight Club’ mentions 

the idea that: “advertising has us 
chasing cars and clothes, working 
jobs we hate so much so we can 
buy the shit that we don’t need.” 
(Fincher, 1999). It constructs an 

image that the consumers’ are 

discontented and imply that their 

product life would alleviate that 

discontentment. “They often do this 
by presenting figures of glamour 
that consumers can envy and 
wish to emulate, people who are 
presented as already transformed, 
and bodies that appear perfect and 
somehow attainable.” (Sturjen & 

Cartwright, 2009, p. 275). 

“The media, television, films, 
plays, pornographic magazines, 
even advertising have come under 
increased criticism because of 
the suspicion that their more 
and more overt portrayal of 
scenes of violence and sex may 
be responsible for the changes in 
our civilisation which to any people 
are undesirable - an increase in 
violence, in vandalism, in pre- and 
extramarital sex, in perversion, in 
rape and in the sexual exploitation 
of minors. If these complaints 
are justified to any reasonable 
extent- and of course no one has 
suggested that all the changes 
that have happened in the last thirty 
years or so can be laid at the 
door of the media - then clearly 
society will have to think seriously 
what possible controls ought to 
be instituted in order to restrain 
these influences from tearing our 
society to pieces.” (Barker, 1989, p. 

3)

Visual tendency has its uniqueness 

in our perceived visual extraction, 

one can either choose a path of 

simple relationship of reading the 

surface or they can Comprehend 

the greater image built. The power 

of visual communication feeds 

off the ideology of the creator, 

creating a platform that stimulates 

emotions within us that drive us to 

///Learning from adverts &  
    mass media
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Calvin klein fragrance gives 

you confidence and gets 

you the girl!

with this car i’m 

Free as a bird!!!

_2.1: advertising sexual appeal through smell

       [Available at http://www.mimifroufrou.com/]

_ 2.2: Altering the sense of value Through possession. 

         [Oosthuizen H., 2013]
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“Advertising has us chasing 

cars and clothes, working 

jobs we hate so much so we 

can buy the shit that we don’t 

need.” - fight club. 

(Fincher, 1999)

If vision can be manipulated in ways to attract attention 

surely it can be of use for the benefit of society.

_2.3 Quote from Fight club

       [image edited by author]
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empathize or resent a subject or 

objects. 

This instant connection 

immediately breaks down the 

norm of our daily lives and we 

are somewhat powerless to its 

effects. Somewhere in everyone’s 

conscious we are living some 

corporation’s world, but deep 

down we all inherently believe 

we are not and the change of our 

society is irrelevant.  “We’re the 
middle children of history, man. 
No purpose or place. We have no 
Great War. No great Depression. 
Our Great War’s a spiritual war... 
Our Great Depression is our lives. 
We’ve all been raised on television 
to believe that one day we’d all be 
millionaires, and movie gods, and 
rock stars. But we won’t. And we’re 
slowly learning that fact. And we’re 
very, very pissed off.” (Fincher, 

1999). 

The quote from Fight Club argues 

a powerful and explicit paradigm 

about the behaviour of society 

and their effects. On the other 

hand the presence of visual 

media serves its purpose of the 

everyday life as it is a medium that 

assists us in getting by our daily 

life. Desire is the only factor 

that drives the world forward i.e. 

Without it Henry Ford’s desire to 

increase the capacity through mass 

vehicle production in assembly 

lines, we would not have the 

modern cars of today, or better 

yet, we wouldn’t have fast global 

travel of the aeroplanes if the 

Wright Brothers didn’t have the 

desire to create flying machines. 

Corporation provides the 

promotion of mainstream 

consumer culture which feeds 

us on what they believe works 

for the benefits of humanity but 

in reality it just creates social 

divide from envy, belonging and 

desire. The term used by Karl Marx 

in his theory Law of increasing 

poverty, the rich get richer and 

the poor get poorer, creates 

negative stigmatism for everyone; 

the stigmatism from perceiving 

scenarios, gender, and quality of 

life of others. Everyday humanity 

has to surpass the influence of 

external factors that wants the 

life of the others who had achieved 

it. Corporations produce images 

to obscure the way we understand 

our values of humanism, in return 

for capital, when will humanity ever 

break the cycle?

our very environment is our 

image of today and we could 

use it effectively If desire, envy, 

belonging and ideologies in life 

can be obtained visually, the 

same method could be used for 

promotion of what is important. 

Understanding our eyes allows us 

to introspect our own vision so we 

won’t end up in a falsified creation 

of the corporate intended world. 

So what could portray ideals with 

an instant connection whilst not 

being boring?

Building design could utilize the symbolic 
meaning of adverts & mass media through 
the power of visual stimulation of attractive 
videos or images.

Built form should “escape”/offset from its 
ordinary context to symbolize ideal world _2.4.

_2.4 Effects of modern Society [Source: Author]

*Conclusion/Design Principle
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Grand theories by Karl Marx, 

Max Weber, George Lukàcs, Karl 

Mannheim, Lucien Goldmann, 

Antonio Gramsci, Louis Althusser..., 

have formulated general ideas 

about the role of ideology in 

society, and about its connection 

with other elements of the social 

structure. (Barker, 1989). The 

ideas by these theorists address 

Social beliefs that are created 

from our society, in essence the 

ideas are big concepts that cannot 

be grasped and understood in 

a simple manner - especially 

debating it or informing these 

ideologies in a stigmatic or an 

uneducated society along with the 

influence of cultural ethics.  

People could read books in the 

library to gain more perspective 

about our world, or simply switch 

on the television and watch the 

news. Consider for instance, all 

the effects of visual media and 

its broadcasting of sex, gender, 

violence, corruption, the reports 

are unequivocal to the letter, yet 

there is hardly a day that society 

doesn’t “experience” changes for 

the better. 

Ideology is everywhere, but it is 

how one conveys the ideology to 

the intended target or to capture 

the uninterested. For newspaper 

its bad news that gets the sales, 

but the pervasive battering of 

society ills creates psychological 

disconnection from the good 

will of humanity. There are Zapiro 

or Madam and Eve that lighten up 

the severity of specific news or 

perspectivism, but their intended 

target market is for a specific 

group that concentrates on 

“adult” stuff leaving the future 

of children unattended,  Uniquely 

popular visual media, such as 

the fantasies created by George 

Lucas and Gene Roddenberry, Star 

Wars and Star Trek respectively, 

or comics and animation from 

Japan and America offer a definite 

world view to allow readers, 

from different social background 

of gender, sex, income etc... to 

respond to it. (Lunning, 2006). 

comics and animation are a 

wolf in sheep’s clothing that 

convey ideology in a form of 

storytelling, transforming 

what used to be a perception of 

a child’s play to a genre that 

can be read across all age and 

gender. Comic and animation are 

like regular fictional novels, 

ranging from horror to light 

hearted stories and everyday 

experiences to political issues.  It 

is predominately a visual entity, it 

bases itself on visual extraction 

from its viewers making it a lot 

easier to engage with.

For the target market of children, 

Disney animation series like Tom & 

Jerry, Mickey Mouse, Donald Duck, 

etc. are a form of entertainment 

that not only attracts kids to 

watch but also educates them at 

the same time. Mouse Morality 

discusses that parents trust 

Disney’s role in providing 

substantial and principles of 

morality in the form of cartoons. 

(R.Ward, 2002). The ideals of 

morality are packaged in such a 

way that it provides all the fun of 

cartoon but does not dissuade 

children from viewing them.  

///Spreading ideology

Spreading ideals, as discussed, could be 
spread through comic & animation, however 
spreading ideals through spatial typology can 
be translated to library or training facility.

*Conclusion/Design Principle
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_ 2.5: Reporting situation in news. 

         [Both articles are Available on www.bloomberg.com/south_africa]

_ 2.6: Madam & eve comic strip. 

         [Available on: http://namibsands.files.wordpress.com/]

_ 2.7: Zapiro Cartoons 

         [Available on: http://www.timeslive.co.za/]
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Why comics and animation? This section 
of the thesis explores the arrival of comic 
and animation and its aff ects throughout 
the world. This section also explores the 
communication methods that allow the 
audience to receive the story intended by 
the artists and script writers. 

Comic

Details

AnComic&An
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The world of Comic & Animation
What?!! Fandom!!!
Fandom in SA

Featuring

nimationnimation

Comic Drawing Analysis
Functioning System

Comic
Animation
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C
omic and animation in both 

Japan and America have their 

respective successes; both 

mediums are matured from its 

earlier works and it serves an 

important form of entertainment. 

The public had seen much 

transformation of the medium 

itself, they also witnessed these 

mediums transcend itself, first 

comic found maturity in visual 

narration, then followed the 

animated version of comics or 

purely animation followed by 

the introduction of movies such 

as wolverine, batman, superman, 

Dragonball z, etc…

 

As much as Japanese and American 

comics and animation are vastly 

different in their communicative 

nature, their legacies are very 

much the same. The world within 

the story portrayed becomes a 

narrative of the impossible, or the 

unobtainable life, or simply put 

the future of possibilities. Paul 

theroux (American novelist and  

writer) had once mentioned “fiction 

gives us a second chance that life 

denies us.”

“Comic books are immensely 

popular in Japan, and a large 

number of weeklies are published 

for adult as well as children. 

One of them reportedly has a 

circulation of over 4 million 

copies a week. The history of 

Japanese comics goes back to the 

end of the nineteenth century, when 

newspapers and magazines began 

carrying first one-panel and later 

multi- panel cartoons depicting 

politics, customs, and life in a 

satirical and humorous manner. 

In the 1920’s and 1930’s, books 

of cartoons became popular, 

Especially adventure stories and 

collections of cartoons for 

children.” (Japan Eco Inc, et al., 

1989, p. 126) “In the recent years 

many comics targeted at adults 

have hit the market, often featuring 

stories written by prominent 

writers and pictorialized by well-

known illustrators.” (Japan Eco 

Inc, et al., 1989, p. 127)

According to Eric Nash, the arrival 

of comic culture in Japan began 

with Kamishibai, stories enacted 

by nomadic story tellers with 

illustrated story boards set, like 

a presentation of a Punch-and-

Judy like stage, which verbally 

communicates the story. No one 

knows the exact origins of this 

type of storytelling; Kamishibai 

appeared “like the wind on the 

street corner in Shitamachi section 

of Tokyo, Japan, around 1930, one 

observer noted. At its heights in 

the ruin landscape of post war 

Japan, more than 5 million children 

and adults were entertained by 

Kamishibai daily.” (Nash, 2009). 

Comic is an individual interaction 

with visual illustration with the 

narration and events taking place 

within the reader’s mind. The writers 

have to formulate the story in the 

best way possible through the 

visual narration. For Nakazawa 

Keiji, portrayal of his ideology 

is his personal experience that 

influenced the plot of Barefoot 

“October 1966 - twenty one  
years after the bomb - my mother 
died... When her body was cremated, I 
discovered something that made me 
tremble with rage: nothing was left 
of her bones. Usually the bones 
remain after the cremation, but the 
radioactive caesium had eaten my 
mother’s bones away, and they had 
turned into ash. The A-bomb had 
taken everything from me, even my 
precious mother’s bones.” (Lunning, 
2009, p. 185)

///The world of Comic & Animation:
The silent observer
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Gen: Out of the ashes.

The ideology of the manga: 

Barefoot Gen: Out of the ashes, 

based itself on the aftermath of 

the 1945 bombing. The story was 

written based on his confrontation 

of the bomb and how the society 

had dealt with them. 

This autobiographical detail is 

of great significance as it is 

portrayed in Barefoot Gen when 

the protagonist Nakaoka Gen 

retrieves his father’s and two 

siblings’ bones from the ruins. 

The manga illustrates the harsh 

reality of war and its aftermath. 

Not only can the survivors relate 

to this but at the same time the 

children of new generations can 

learn the cause and effects of 

war. Barefoot Gen was serialised 

in Skûkan Shounen Jump, Japan’s 

largest weekly manga publication, 

(Lunning, 2009), that can be read 

by people all over japan.

If comic & animation is so powerful 

in communication, the introduction 

of mass production would be ideal 

in South Africa. 

 

 

Similar to the chapter “Spreading Ideology”, 
The space, library,for reading and watching 
comic and animation is further reinforced. 

Translation of built form from comic and 
animation should bare symbolic meaning of 
creation and emotion as opposed to literal 
extraction out of comic books I.e. Speech 
bubbles. 

-

-

*Conclusion/Design Principle
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T
he idea of tangible fiction 

allows one to submerge 

oneself in the story within our 

reality i.e. People dressing up in 

costumes identical or similar to 

the fictional characters from their 

admired manga, anime/animation or 

video games. The term used for the 

afore-mentioned is ‘Cosplay’, which 

is shorthand for costume players.

All over the world, cosplaying 

fans gather at conventions and 

parties to share their appreciation 

and affection for anime and 

manga - some of the cosplayers 

have their costumes homemade 

while others buy it at special 

stores. These fans, who refer to 

themselves as otaku, wear detailed 

makeup and elaborate costumes 

modelled after their favourite 

anime, manga and related video 

game characters. 

This extraordinary event may seem 

abnormal and unconventional 

to the uninfluenced culture, but 

to the fanatics it showcases the 

imaginative world where their minds 

would like to exist. “Much work 

has been done on the notion of 

fandom as a form of compensation 

for the disappointment of the 

quotidian world. This notion is not 

always presented negatively. Aden 

speaks of fandom as a form of 

escapism that is “purposeful play” 

in which we symbolically move 

away from the material world to 

an imaginative world that is in many 

ways a response to the material.” 

(Lunning, 2006, p. 53). Hence, the 

fans are merely responding to the 

ideologies portrayed in popular 

visual media.  

The compensation that Lunning 

refers to is the quotidian context 

of our world that humanity has 

no ulterior purpose than to work 

Monday to Friday, educate and 

learn, consume and dispose, being 

awake and asleep. 

In the book Mechademia: Emerging 
Worlds of Anime and Manga, the 

responses of the questionnaires 

filled out by participants of the 

international group named Miyazaki 

Mailing List, in short MML, is 

discussed. it is the oldest group 

of internet anime fans who support 

the work of Miyazaki Hayao; known 

for the creation of My Neighbour 

Totoro, Spirited away and Princess 

Mononoke. 

The response of the 

Questionnaires is that people find 

the reality of current society 

of America focused around 

consumerism and materialist in 

close relation with arrogance and 

bullying. As one of the respondent 

mentions: “anti-intellectual bias, 

the problem of bigotry and sexism, 

the loss of community the loss of 

value of the family, and tendency to 

think of those we disagree with as 

enemy.” (Lunning, 2006). 

“What I think the various fan 

subcultures do is provide a 

space for community. They allow 

people of diverse background and 

experience to form bonds around 

a common interest. They let people 

know that they are not alone in 

their likes and their passions. Fan 

subcultures provide the sense of 

belonging that used to be common 

among most American communities 

and families prior to the 1980’s. 

Today kids are raised by day-cares 

and public schools. Parents are 

too busy working and building 

///What?!!!Fandom???

“Only when subject and object 
are mutually submerged, the 
thing and the self are mutually 
forgotten, and one arrives at a 
state wherein there is only activity 
of a single reality in heaven and 
earth, does one first attain to the 
consummation of good behaviour.” 
(Hu, 2010, p. 56)



_ 3.1: A WORLD WHERE opposing   

        IDEALS NEGATES EACH OTHER  

        fOR RECOGNITION.   

        [digital image author].
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careers to devote significant time 

for family building and family life. 

Kids are just one of the many 

entries on the day planner... Fan 

subculture help to provide a space 

for community where people can 

come and be accepted for who they 

are. In a society as fragmented 

as America has become, fan 

subcultures can provide an oasis 

for the weary soul.” Thirty-eight- 

year-old utility company tech 

support worker and member of 

the Miyazaki Mailing List. (Lunning, 

2006, p. 47).

The people who involve themselves 

within the popular visual media 

are not naive or escaping from 

reality but on the contrary, they 

are particularly aware of the 

happenings in society and that it 

is out of their ability to control 

the course that the world, they 

are responding and supporting 

to the ideologies behind popular 

visual culture wishing and hoping 

that one day the world could 

be like the portrayed story. “As 

many are aware of the problems 

of the real world and see in 

Miyazaki’s environmental and 

humanist message a call for 

action. Miyazaki and Takahata’s 

emphasise on environmentalism 

is seen as something that could 

change the world. The MML does 

not see Miyazaki world ideology as 

being simplistic. A major thread of 

discussion throughout the lifetime 

of the list has been Miyazaki’s 

approach to good and evil.” 

(Lunning, 2006, p. 59) 

Source: http://3.bp.blogspot.com/

_ 3.2: thousands of fans at Comic-con event

        [Available on: http://3.bp.blogspot.com/].

The phenomenon of Fandom prompts built 
space to create an exhibition/event space for 
the people who would love to express their 
interests as well as making new friends.

-
*Conclusion/Design Principle



_ 3.2: Shounen Jump characters

         [Available on: http://www. 

         comicvine.com/].

_ 3.3: Marvel Comic characters

         [Available on: http://  

 images2.wikia.nocookie. 

 net/].
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Incorporating existing culture of use

In South Africa, 

there are small 

communities and 

speciality shops 

that collaborate 

together in 

organizing small 

to large events for 

the interested fans. 

These events are for 

people to showcases 

their affection, make 

friends with similar 

interest, and share 

ideals.

Comic and animation are not foreign to south africans, in 1996~2005 

pokemon, dragon ball z, yugioh, batman, spiderman, and transformers 

were aired publicly on sabc and E.tv channels. 

The appearance of 

Japanese counter 

parts had a 

significant impact 

on children (the 

author included) 

that companies in 

SA did not hesitate 

to expand upon.  

utilizing them in 

their promotions. 

simba with their 

tazos and nandos 

in their adverts.

Cosplay at rage event

///Fandom in South Africa:

Source: http://www.picgifs.com

Source: http://i.ebayimg.com/

Source: http://antart.net/

Source: cosplay south africa 

http://www.Facebook.com/

Source: http://www.ai-fest.co.za/

Source: http://www.lazygamer.net/ Source: http://www.lazygamer.net/

Source: http://www.rageexpo.co.za

Source: Dragon Ball Z - 

Nando’s commercial 

http://www.youtube.com/

Source: http://images5.fanpop.com/ Source: http://images4.fanpop.com/
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These events are often not stand alone Comic and animation, they are often 

supported in conjunction with card trading, card duelling competition, 

computer gaming, computer components, cosplaying, and audio/visual 

because these events share interrelationship that comic and animation 

inherits: escape from reality (refer to Part 1: Fandom)

The Author had participated in 

upcon 2013 on April 20th. It was 

held in University of Pretoria. 

The venue supported stands for 

shops, gaming, card trading, 

audio/video, and strategic 

board games.  

Unfortunately the chosen 

location felt “out of 

context” and was chosen 

for its wide array of spaces. 

The symbolic value of comic 

& Animation as well as every 

other “like” events had been 

lost in the spatial container.

Discussion

Games

Cards + Games + Video

Cards

Shops Board Game

Source: By Author

Source: By Author

Source: http://blog.exclus1ves.co.za/

Source: By Author

Source: By Author

Source: By Author

Source: By Author Source: By Author
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This short extract seizes 

the opportunity For one 

to understand comics and 

its abilities - description 

in words (ultimately 

experiences) will get lost 

within translation. This is a 

Short extract from Ultra 

Jump, a Japanese manga/

comic Publication Company, 

called tail star will allow 

the reader to understand the 

ability of comic and animation 

to spread its ideology.

_ 3.4: Comic/manga extract.

         [Available on:  www.mangahere.com].
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Defining built form for every comic and animation style is futile, The style of the 

drawings found in comic & animation are like the fingerprints on human beings, 

varying from person to person. Predictably the change of Drawing Styles result 

from the change in genre and type of story as the drawings need to support the 

story’s intentions and purposes. However, as much as comic and animation vary in 

style or drawing, they all have one common ground of expression, The artworks 

are over the top to attract the interest of the viewers and enforce the notion that 

everything is an over exaggeration of reality, refer to image_3.5.

To reflect over exaggeration into built space, understanding and Deciphering 

elements within “short comic extract” is required. This short comic simply extracts 

key elements that supports over exaggeration methodology to facilitate the spatial 

& form design.  

The following pages illustrate short comic extract (left) and analysis of japanese 

comic drawing (right), comments will be allocated in the respective sections.

/// Comic Drawing Analysis

_ 3.5: over exAggerate Drawing. 

        [Available on: http://fc01.  

         deviantart.net/].  

*Conclusion/Design Principle

Juxtaposing lines can bring about a dynamic 
nature to a static image, the could be 
incorporated into building/form design to 
express a certain genre or stimulate a certain 
emotion; as seen in the following _3.5-3.15 

-
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_ 3.6: Comic/manga extract.

         [Available on:  www.mangahere.com].
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The figure above Express movement in a static page by using 

multiple drawing techniques. These methods are seen with 

extreme perspective, directional attributes and “lines” that 

facilitates action.

The Style of the artist can be seen through the analysis and 

the drawing, friendly yet serious strokes of line weight in 

combination of sharp and rounded edges gives the story a 

flexibility of dream, realistic and attractive sensation.

_ 3.7: Comic drawing Analysis. 

         [Drawn By author] . 
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_ 3.8: Comic/manga extract.

         [Available on:  www.mangahere.com].
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Emphasis is placed on bold static elements of destruction 

(mountain sized rocks), The illustration focuses less on 

directional lines but through the use of sound annotation and 

seemingly falling objects reveals another form of dynamism.

_ 3.9: Comic drawing Analysis. 

         [Drawn By author] . 
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_ 3.10: Comic/manga extract.

         [Available on:  www.mangahere.com].
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To emphasise the scale and monstrous destruction, the artist 

has turned the drawing to focus on the silent sound. Oversized 

and dynamic noise illustration accompanies directional lines, 

adding to the explosive atmosphere. 

_ 3.11: Comic drawing Analysis. 

         [Drawn By author] . 
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_ 3.12: Comic/manga extract.

         [Available on:  www.mangahere.com].
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The story had unfolded to an anti-climax, the drawing naturally 

reflects that as directional lines and sound effects are kept to 

a minimum. However drawing styles are a reminder that there is an 

aftermath “movement” occurring.  

_ 3.13: Comic drawing Analysis. 

         [Drawn By author] . 
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Tail star illustrates a tragic story 
line along with overly dramatic visual 
effects and emotions to assist its 
readers in understanding the ideology 
of its creator.  

_ 3.14: Comic/manga extract.

         [Available on:  www.mangahere.com].
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Over exaggeration is the most profound on this page with the 

unexpected appearance of a climax. The climatic emotion is 

enforced by the use of “rushing” lines varying in thickness with 

a “shouting effect” explosive text box. Then a sudden decline 

with the use of “camera” angle and the introduction of static 

elements.

This analytical exercise explores “over exaggeration” through 

the play of static entities in contrast with “dynamism”, however 

this analysis is but a part of the full nature of a comic’s 

function. In the next section A detailed analysis dissects what 

makes comics effective as well as how comics communicate in 

influencing the nature of design space.

_ 3.15: Comic drawing Analysis. 

         [Drawn By author] . 
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/// system of Comic   
 & animation         

F
undamentally there is no 

difference between comic and 

animation creation, there are 

however sets and procedures (the 

extra mile - more so “hundred” 

miles in producing sounds, 

colours and rhythms) to bring the 

dynamic yet static nature of story 

boards/ frames/ sequences of 

comics into life.

Although the two mediums are 

portrayed differently, both 

mediums’ origin is the same: 

concept and drawing. 

Concept creates the story line 

which the characters follow.

The drawing, on the other hand, 

expresses ideas for the building 

up of a sequence or emotions of 

the character or the atmosphere 

created within the events. Audiences 

understand comics and animation 

through the emotive illustrations, 

they easily relate to the character 

or events that are happening; 

happiness, boredom, lifelessness, 

or aggravation. Drawing is a vital 

tool for communicating what the 

artist intends for that particular 

instance. searching for ways of 

getting their intended emotions 

through the drawing. 

In Drawing to life, Walt Stanchfield 

discusses the principles of 

effective drawing in making the 

character come to life (Furniss, 

2008), however, the alchemy of 

animation mentions drawing is an 

actor with a pencil. “Imagine you’re 

a famous actor who has just been 

hired to appear in a big-budget 

movie. You read the script, study 

your lines, and do wardrobe and 

hair tests. On your first day of 

shooting, you arrive on the movie 

set, but just as the cameras are 

about to roll, the director says: 

‘here’s the pencil, I want you to 

draw your performance instead.’ 

(Hahn, 2008, p. 88). 

The communication in comics 

are profoundly different from 

animation, and each has their 

own perks. For comic operation 

Thierry Groensteen had devised 

a system that allows comics to 

portray their story in coherency 

that makes it an effective visual 

communication medium.

Comics
From what appears as an ordinary 

visual narration that entices 

desire and is another source of 

entertainment, its success is owed 

to its ability to strategically 

use frames, sequences and 

visual language in which the 

importance of space and place in 

the comic system is established. 

(Groensteen, 1999). Comic/visual 

narration offers a unique form 

of communication where words 

and image combine to follow the 

exploit of characters through 

space and time and often across 

pages of multiple issues to 

express the entailed story. 

The effects of these images 

expand the limits of what we 

understand as surface, reflecting 

the convergence of ideology of 

our society and creativity. Readers 

experience the beauty of the 

artwork that fits perfectly with 

its frames. Most important of all, 

the comics system is persuasive 

in communicating the ideology of 

society without being dismissed as 

offensive.

As it appears comic is a visual 

narration of a story, it operates 

on a very specific requirement 

that combines ideas and thoughts 

into artistic illustrations in order 

to express its moment. The visual 

narration frequently takes place in 

juxtaposing panels of images. This 

is not unimportant. These elements 

of frame sequence contains a still 



63

picture that captures important 

moments that can provide relation 

to the next; allowing readers 

to adapt themselves and learn 

the skill of stitching the missing 

information from the panels. 

“Umberto Eco reports an 

interesting piece of research in 

this respect. An Italian researcher 

showed a comic story in which a 

man was being shot by firing squad. 

The frame showed him standing 

blindfolded, then the guns being 

fired, then the man dead on the 

ground. She found that people 

tended to fill in an extra frame of 

the man falling. In other words, 

in making sense of the casual 

connections, they imagine the 

necessary frame, and attributed it 

to the comic.” (Barker, 1989, p. 6). 

The utilization of speech bubbles, 

captions, symbols, and sound 

effects (onomatopoeia) provides 

additional information that 

cannot be expressed through 

illustrations is aided of textual 

devices such as alongside the 

artistic illustration. Thierry 

Groensteen developed the laws 

that bind the comic system. 

Regardless of its origins, it 

is divided upon two sections 

consisting of systems of spatio-

topical (a manner or a system that 

assist the portrayal of the story) 

and arthrology (the conveyance/

narration of the story). 

(Groensteen, 1999). 

Spatio-topical system: Frame 
study

The strengths of narrating in 

comic is the holistic package that 

it delivers, the reader immediately 

discovers that the story of the 

character, space, events, time, 

atmosphere is contained within 

the frames/panel of the page; 

which plays a vital role in the 

process of reading as well as 

the unfolding of the story. Spatio-

topical explores the frame’s and 

panel’s role in comics. Some of 

the comics vary in the usage of the 

panel because different systems 

are in place with relation to their 

location or the typology of the 

comic as it becomes obtrusive and 

restrictive in mass consumer comic 

illustrations.

comic exist in a physical form, 

which uses frames to illustrate 

the story. The illustration captures 

the intended moment, frozen in 

time, with or without the additional 

information written on the panel. 

The combination of multiple frames 

allows the reader to find their 

way into the next sub-consciously: 

“where must I look next?” In 

practice, the question is not asked 

but we seek for it, subconsciously 

feeding a sequential continuum 

of the story line for our minds 

to follow, in turn stimulating our 

imagination to play-out the missing 

link that is not portrayed by the 

illustration.

 

The frame of the comic panel can 

connote or index the image that 

it closes. It can go as far as to 

instruct the reader on what must 

be read, or even as far as to 

unconsciously supply a reading 

protocol, or even interpretation 

of the panel. The frame has 

several functions, according to 

Groensteen, it comprises of six 

varied abilities and are as follows: 

“function of closure, the separate 

function, the rhythmic function, the 

structural function, the expressive 

function, and readership function.” 

(Groensteen, 1999, p. 39)

Note:

As much as architecture and 

comic system exist in two 

different worlds, the operation 

or analysis could be viewed the 

same. In the following page, 

spatial creation will be created 

side by side.
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Function of closure: 

The frame is a blank 

space filled with 

an illustration 

formulated to 

restrict a certain 

idea and encloses an 

elaborate drawing, 

if need be a verbal 

narration or dialogue 

will be present. 

Although the frame 

doesn’t intend to 

stop the drawing 

from completing the 

story, it provides a 

coherent extraction 

that encloses a 

fragment of space 

and time from the 

portrayed story. Then 

the change of frame 

is intended for the 

reader to change the 

experience of what is 

being perceived in the 

previous space and 

time to the next frame 

with a change of mind-

set. In concrete term, 

multiple frames allow 

the reader to digest 

a comprehensive 

expression portrayed 

by the artist. 

(Groensteen, 1999).

Separate Function:

The function of closure 

and the function of 

separation are in truth, 

one and the same thing; 

the slight difference is 

that various meanings 

can be drawn out from 

the function of the 

frame - like the different 

meaning of closure 

and separation. The 

separate function is like 

punctuation marks in 

language; they divide the 

story from a continuum 

into little pockets of 

separate ideas where one 

can still follow and 

comprehend the story. The 

functions of the frame 

also limit the idea of 

tautology from the same 

illustration, so that more 

and different arguments/

ideas from the story 

could be expressed 

in other frames. 

(Groensteen, 1999) 

Space 1

Space 2

Space 4Space 3Space 2Space 1

separate

///Study of Comic: SPatial Translation & Analysis

Closure 

confines 

messages

_ 3.16: Function of closure in   

          architecture.

          [Drawn by author].

_ 3.17: Separate function in   

          architecture.

          [Drawn by author].
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Rhythmic function: 

What do novels, music and soap operas have in common? It is the classic rhythmic 

build up towards the climax of the action, chorus or drama respectively. It is a 

successful application to keep viewers and readers interested. Comic also abides 

by that rhythm, without it, comic books would be a flat, boring endurance race 

where the reader will get worn out from reading it.  The importance of the rhythmic 

function is imposed by the succession of frames, building parameters within the 

story closely linked by the closure and the separating functions - like “basic 

heartbeat that, as is seen in music, can be developed, nuanced, and recovered by 

more elaborate rhythmic effects supported by other instruments/parameters.” 

(Groensteen, 1999, p. 45).

Structuring function:

The frame structures the 

way readers read comics 

as all comics obeys the 

rule for allowing its 

viewers to follow the 

progression of the story 

with ease. One may ask: 

“I read the story with no 

problems of getting lost 

within the page so why 

is it important?”  “Every 
comic reader knows 
from experience that, in 
practice, even when the 
gaze functions like an 
irremovable beam, the 
eye’s movement on the 
surface of the page are 
relatively erratic and do 
not respect any precise 
protocol.” (Groensteen, 

1999, p. 48). There is a 

notable and absolute rule 

that corresponds to the 

movement of the eye, which 

leads to the structuring 

of the frames.

ClimaxBuild-up Anti-climax

Sequence

Public Semi-public space Private

_ 3.17: Rhythmic function in architecture.

          [Drawn by author].

_ 3.17: Structuring function in architecture.

          [Drawn by author].
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Expressive function:

The portrayal of the visual narration is not only restricted to the artists’ 

illustration and the supporting text. The size and shape of the frames provides 

the ability to control the pace of the portrayed story. Modern Japanese manga/

comic, utilize the frame to generate speed and action by use of sharp oblique 

frame as opposed to the conventional rectilinear frame that expresses normal 

events. The shape of the frame allows the intended expression within the frame 

to visually permeate through the entirety of the page. “The frames itself have the 

ability to connote certain form of expression according to the artist. The frame 

sequence and shape act upon layout that articulation regarding the status of the 

image and to indicate a flash back or action.” (Groensteen, 1999, p. 49). 

I See a 

specific set of 

message

Readership function: 

When the reader sees 

the frame of what he is 

reading, unknowingly 

the reader consumes the 

given content by looking 

at the parameters 

provided; the text and 

the drawing. There is a 

content to be deciphered 

as the frame is always 

an invitation to stop 

and scrutinize, unlike 

videos which streams a 

barrage of images. This 

readership function of 

a frame pronounces its 

character and the story 

so much that it attracts 

the eye; the reader will 

be subjected to the 

influence of pausing 

for at least an instant.  

(Groensteen, 1999).

_3.20: Dynamic Frames in  

           Japanese comic

           [edited by author   

           adopted from   

           Grenville, B., 2008,  

           p. 200]

_3.21:  Dynamic second      

          floor plan in Maxxi  

          Building by Zaha Hadid

          [Available on http:// 

          www.archdaily.com/]

_3.22  the comic utilizes  

          Traditional 

          rectangular Frames  

          to express and   

          portray ideas.

          [edited by author   

          adopted from   

          Grenville, B., 2008,  

          p. 86] 

_3.23: Playful frames/  

          boxes shape the  

          Ground floor plan in           

          Moriyama House by   

          Sanna.

          [Available on http:// 

          betterarchitecture. 

          files.wordpress. 

          com/]

_3.20:

_3.22:

_3.21:

_3.23:

_ 3.24: providing viewership WITHIN SPACES.              

          [Available ON: http://livingfreak.deviantart.com].
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intended for the reader. To convey 

the message of the character’s 

thought or words are illustrated 

by means of having speech 

delivering system. 

Martin Barker noted that it is as if 

the readers don’t read the words 

at all, they hear them. (Barker, 

1989). 

“The use of verbal is the 

dramatization of the story and 

other is the realist function. The 

realist function is the reality 

effect that attaches to the verbal 

activity of the characters, for the 

simple reason that in life, people 

talk - although it is understood 

that most of the time nothing 

important is said, or at least 

nothing essential.” (Groensteen, 

1999, p. 127).       

Animation

As fluid as our eye sees motion 

of animation, one sees the 

portrayal of lives lived within the 

hypothetical realm of spaces, 

bearing its own time, events, and 

occurrences. Animation is an 

emulation of life, a living organism 

carefully planned and thought out 

and planted at the right moment 

at the right time. Don Hahn writes 

“Life is motion. They go together. 

It is no surprise that early human 

beings almost always tried to 

capture a sense of motion in their 

art. Animation is the highest form 

of this ancient, almost genetic 

desire to bring things to life - to 

be the creator of amazing worlds 

populated by amazing beings.” 

(Hahn, 2008) 

The given spark of life within 

the animation, the characters in 

its scenes play out the story 

naturally. the Animator ensures 

that each scene outputs messages 

to its maximum potential, meanwhile 

allowing dialogues and actions to 

flow in smooth transition, making 

the portrayal of a character living 

Anthrology: Content study

To the reader, a complex study of 

how it operates and how it seeks 

the attention of its viewers. The 

importance of comic when combined 

with how the eye unconsciously 

obtains information opens a whole 

new world to its reader. Readers 

live the lives of thousands and 

allow us to associate ourselves 

with every single one of the 

portrayed characters. 

So what if we live the lives 

of thousands and associate 

ourselves with them? The most 

important part is the intention and 

the ideology behind the story. 

Characters that are involved 

in the story, their clothes, 

interests, habit, strength and 

weakness, etc...

Space in which the story takes 

place.

Time of the space.

Items that fills the space, to add 

life in a frame the artist have to 

create life by means of adding 

movements, people, stores in 

which the portrayed character 

Emotions of the character.

Events within the created space.

Noises within the environment.

Atmosphere of the frame

Message in frame

The content of the created space 

depends solely on the important 

emotions intended within the frame, 

the above creates scenarios that 

is captured within an image that 

assist the artist in portraying 

their story such that the comic 

can be easily comprehended 

by the reader. A single created 

image speaks a thousand words 

whereas a novel takes a thousand 

words to describe the very image 
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an actual life within an imaginary 

universe. This creation simply 

allows the audience to use the 

screen as a portal to look into 

the imaginary world. 

For animation to keep the interest 

of the audience, the concept of 

the story needs to exceed the 

expectation. Don Hahn discuss 

that the audience already have a 

predetermined ideas, concepts 

and its world. (Hahn, 2008). The 

storywriters and animators 

have to blow the audience away 

with story and entertainment 

that exceed their expectations. 

According to animation director 

John Lasseter, animation should 

always over deliver or over 

exaggerate within  the created life 

giving alluring visual effects on 

the portrayed story, leaving the 

viewers in admiration and hunger 

for the outcome of the story. 

(Hahn, 2008).

Even though communication 

methods of comic and animation 

take place on polar opposing 

sides, both bare the same origin 

within drawing. Comic, as discussed, 

places the reader in an active 

role of extraction allowing the 

portrayed sequence to be linked 

up within their mind. On the other 

hand, animation places its viewers 

on a passive role in the receiving 

end feeding the story. Animation 

does not take a simple role that 

base itself on readership function 

because it has to achieve “life like” 

experiences within the imaginary 

universe. In achieving “life like” 

experience substantial amount 

of information are required to 

facilitate the moving pictures and 

are as follows:

Source: The Alchemy of Animation

_ 3.25: thousands OF FRAMES STITCHED INTO ONE FORMING A MOVING PICTURE.

         [hAHN, d,. 2008].
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Million images: 

Slowing down the animation, the viewer sees the movement in action, broken down 

into dozens of images that vary slightly. Pausing animation, absence in sounds, the 

captured sequence stands still, doing absolutely nothing, however the picture 

illustrates a certain event that unfolds into the upcoming events. 

“When watching a film, the cinema spectator does not experience the sensation of 
being placed in front of multitude of narrative utterances of the first order that 
accumulate piece by piece to give birth to the second order of narrative utterance, 
the entirety of the filmic story. The comic reader, on the contrary, experiences 
precisely a sensation of this type.” (Groensteen, 1999, p. 26). 

Animation uses multiple framed pictures stitched together to create a movement 

chain reflected by subject/s that unfold in the intended story. 

Anatomy: 

When compared to comics, 

characters or objects 

within animation moves. These 

movements follow a specific 

pattern that mimics reality or 

created completely out of 

imagination, regardless of 

the movement of nature, the 

characters or objects work 

and move in a plausible way. 

The image alongside (3.27) 

depict this movement as 

adopted in architectural 

form. The building changes, 

with a series of louvres 

opeing up to evoke the image 

of a bird taking flight. Don 

Hahn explains: “the character 

is not a real animal, but its 

anatomy is like a real animal, 

and it moves like a real 

animal.” (Hahn, 2008, p. 9).

Media facade in 

South Korea

Taking off 

soon~~

///Study of Animation: precedence

_ 3.26: Animating BUILDING  

           FACADE THROUGH  

           VIDEO.

           [Photo by author].

_ 3.27: PHYSICALLY changing a form of a building.  

          [Source: Time lapse: Milwaukee Art                

          Museum -youtube (2009)]
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Sounds:

 

When audiences watch animation on screen, they see and hear the portrayed story. 

Animation, unlike comic, doesn’t allow its viewer to speak the dialogues or play 

background music within the subconscious. Sound, dialogue and millions of 

stitched images is a complementary relationship, to give it more life and depth. As 

Don Hahn had mentioned, it is life that creators are bringing out. (Hahn, 2008). In a 

hypothetical case of animation without the assistance of sound and conveyed its 

message through the display of speech bubble, it is more likely for the speech 

bubble to side-tracks its viewers from the expressive images and confuse the 

viewer of what should be looked at first. 

The importance of sound within animation not only provides the viewer the ease 

of understanding of what is being seen, but it also aids the emotive experience 

during climax or anti-climax. Sven E. Carlsson writes, “the gifted animators, along 

with the music director and the editor, understands the psychology of musical 

design and seeks to trigger parallel response through conscious manipulation 

of various visual patterns: repetition and rhythm; the movement of characters and 

background; and the predictability of a story.” (Furniss, 2008, p. 48).

Weight:

Comic and animation are 

still bound to the laws of 

motion; it is the physical law 

that bounds the universe. As 

much as comic and animation 

exist in hypothetical realm, 

it is still contained within 

the realism of reality. Don 

Hahn writes: “one easy way 

to lose the attention of an 

audience is to have feathers 

falling like bricks or 

bricks falling like feathers. 

A certain humour can be 

gotten by bending the rules 

but only used where humour 

or special effect is called 

for”. (Hahn, 2008, p. 11).

_3.28 light in appearance, Museum strongoli - by coop Himmelb(l)au 

[available at http://www.dezeen.com/] defies the laws of physics as oppose 

to _3.29 monolithic stance of Trellick tower by Erno GoldFinger. [available 

at http://www.archdaily.com/]  

_3.28

_3.29

_3.30: Building formed from The  

           Concept of sound For 

           “Pavilion 21 Mini Opera space  

           by Coop Himmelb(l)au

           [Available at: http://www. 

           coop-himmelblau.at/]
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The investigation into comics and animation 
has found resounding similarities with the 
creation of architecture, where the artist or 
designer constantly extracts, processes and 
applies what they perceive into their work.

The research about comic and animation isn’t 
about merging the process or the systems 
of comic and animation. It is an extraction of 
underlying principles that could facilitate the 
adaptive eye to make intuitive decisions that 
influence the outcome of the design process; 
making the proposed building tangible, richer, 
and meaningful to its purpose.

Animation off ers a medium 
of storytelling and visual 
entertainment which 
can bring pleasure and 
information to people of all 
ages everywhere in the world.
- Walt Disney 

*Conclusion/Design Principle
-
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Comic production has two popular 
approaches in operation. The one operation 
empowers one or several to realize their 
own story being published. The second, 
operation on a corporate comic company 
basis, in which individuals are given specifi c 
tasks to work on. However as much as 
these operations diff er, the process of story 
writing, supervision and editing remains 
similar in focus. The two operation examples 
create new professional jobs as well as open 
doors for individuals who like their story to 
be heard. 

For local viability, the production house for 
comic and animation has to adopt popular 
operational models that are currently run 
by international companies.

Comic 

*PRODPROD
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Animation production has more cost 
implications as animators are animating 
static images to give it sound and movement, 
making the production of animation a 
separate entity from comic production.

In this section the Japanese animation 
production model will be explored as there 
are thousands of animations off ered in the 
land of the Rising Sun.

Animation

DUCTIONDUCTION
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Operation model 1
///Comic production

This operation model is mainly founded in America. 

This model operates on the comic production 

company utilizing individual’s potential to develop 

a specific comic universe such as spiderman, 

batman, hulk and many more.

The two 

largely 

known comic 

publishers are 

Marvel and DC 

comics. Their 

works have 

frequently 

been 

turned into 

Hollywood 

blockbusters.

Main story writer/S

EDITOR/S

aRTIST/S,

COLOURIST/S 

& letterer/s

the editorial team takes over the draft - overseeing 

production quality and issue correction. once the draft 

is up to standard THE COMIC PUBLISHERS then DO THEIR OWN 

MARKETING, ADVERTISING AS WELL AS FUNDING ITS OWN PRINTING. 

tHE SALE RETUrNS CONTRIBUTES TO THE GROWTH OF THE COMPANY.

The comic 

production team 

divides work 

into categories 

of ARTIST, inker, 

COLOURIST, STORY 

WRITER, & letterer. 

These categories 

then COLLABORATE 

WITH EACH OTHER 

IN TO PRODUCE A 

draft comic.

A SET STORY LINE IS GIVEN 

_4.4 [available on: http://images. 

        monstermarketplace.com/

_4.3 individual that is drawing.

       eDITED BY AUTHOR,       

       [available on: http://

       nefertara.buzznet.com/]

_4.1: [Available on https://plus.Google.com/] _4.2: [Available on http://ggwallftw.com/]
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Operation model 2
///comic production

Mainly used in 

Japan where 

An individual/s 

contribute to the 

making of Comic, But 

the individual/s are 

unable to publish it.

In obtaining the “slot” at the 

publication company, the artist/s 

will be assigned to a supervisor/

editor and artists (if needed) 

will be assigned to assist in the 

future development of the comic. 

your work 

needs my help

Sales returns will be allocated 

to the production company as 

well as the artist/s. 

These individual/s often do 

everything for the comic 

themselves, thereby compiling a 

basic draft. they Then approach a 

publication company for a ‘slot’ 

/ funding for the publication of 

their comic.

Once the comic is viable 

for mass production, the 

production company will 

cover any expenses that 

occur in the selling and 

advertising of the comics.

The author/s then 

divide the work among 

given assistance.

_4.4: Creative individual, [Available on:    

        http://www.hdwpapers.com/]

_4.5: Comic creation [available on  

        www.mangahere.com

_4.6: Frequent meetings

        [available on: www.mangahere.com]

_4.7: Critique with assigned supervisor.

        [available on: www.mangahere.com]
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Japanese Operation model 
///Animation production

The illustration shows the complexities of Japanese animation production 

stages that vary in organisational structures. With the intention of this 

thesis/ prodcution house has its focus on providing studio for the stage of 

contracted production company.

The story of Animation 

can take form from two 

approaches, one is to 

utilize an existing story 

of a popular comic or 

generating completely 

new story line. Whichever 

the option of choice, the 

production of animation 

has to undergo the 

process in the below 

illustration.

_4.8: Complexities of Animation production

        [available on: http://www.mugi-mugi.net]
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due to the cost & different 

workload implications 

of producing animation, 

the listed companies 

obtains rights from comic 

companies in turning comic 

into animation.

aside FROM STORY BOARD WRITERS, 

tons of animators ARE INVOLVED 

drawing and colouring “millions 

pictures.”

Each animators is expected to produce 213 drawing 

every 15 days!!! o.O”  (ghostlightning, 2009)

colour 

and moving 

images 

are then 

handed over 

to post 

production 

team.

These individual categories are then packaged together and sent into respective 

television channel. The sponsoring company make profit off DVD and product / 

“Brand” sales.

voice actors and music team collaborate 

in bring moving pictures to life.

From inception of funding to airing of animation is a highly complex 

system, multiple spaces and different teams and locations are 

required. This exploration reveals the basics of animation operation 

in three main categories: sponsor, drawing planning, and compiling.

+/- 30 animators 

are required to 

produce a 30 min 

episode. (H-san, 

2012) 

_4.9: Anime production Studios

        [images available on: http://en.wikipedia.org]

_4.10: [available on: http://storage.siliconera.com/]

_4.12: recording studio [images edited by author]

_4.11: [available on: http://1.

bp.blogspot.com/]

_4.3 individual that is drawing.

       eDITED BY AUTHOR,       

       [available on: http://

       nefertara.buzznet.com/]
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Comic and animation are mediums that are 
representative of the artists’ experiences 
and ideologies of their world. Like comic 
and animation, architecture is no diff erent.  
Architecture is a result of the designers’ 
adaptive eye within his society, forcing 
buildings to defi ne or redefi ne specifi c 
movement towards the future to insure 
their continuity and integrity. 

This essay explores the concept of the 
Adaptive eye within the world, exploring 
the fundamentals of what shapes concepts 
and design.

Details

TheThe
D*
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Featuring
EYE & World
Adaptation & Evolution of the Eye
Embodied Perspectivism
Eye & Design

eoreticaleoretical
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W
e engage the world through 

the lenses of our adaptive 

eyes; our eyes constantly 

refining our view towards the 

world, focusing on the changes in 

every day and adapting to whatever 

situation that may come upon us. 

Our eyes extract everything that 

is perceivable, everything that is 

material, namely the context of the 

environment that surrounds us is 

filled with a variation of vegetation, 

roads, pavements, transportation 

and people and most important of 

all the architecture. 

Architecture is an entity that 

indirectly enforces society’s 

everyday behaviour and spatial 

experiences. August Schmarsow, a 

German art historian who published 

The Foundation of Art History 

in 1905, describes architectural 

experience as an accumulation of 

sensations brought about through 

movement within a built space. 

(Schwarzer, 2004). 

One’s daily activity will be 

different living in a city compared 

to one living in suburbia or a 

village. The behaviour and spatial 

experiences lingers in one’s 

subconscious. Our eyes mediate 

between our minds and eyes to the 

environments around us, allows 

us to learn, interact, experience, 

retrieve information, and explore. 

Thomas Politzer writes: Vision is 
the process of deriving meaning 

from what is seen. It is a complex, 
learned and developed set of 
functions that involves a multitude 
of skills. Research estimates that 
80~85% of our perception, learning, 
cognition and activities are mediated 
through vision. (Politzer, 2013)

The creation of architecture can 

be done by anyone, any time and 

at any given location. However, 

when professionalism and time 

proficiency are deemed important, 

a set structure of architectural 

methodologies, knowledge, 

adaptation and creation are passed 

down to architectural scholars 

through familiar guidelines. 

The eyes and the senses are 

trained to guide and depict their 

ideas through the development 

of drawings, models, videos, 

photographs and computer 

assisted design to the details 

within a working drawing. 

Built spaces are remarkably 

connected with the amount of 

knowledge and exposure a 

group or a particular person 

may have received. The book 

of Visual Culture in the Built 

Environment mentions that the 

civilizations of the past were 

geologically separated from each 

other, inevitably, each community 

designed their environments and 

architecture around what they had 

to accommodate for the unique 

conditions of their people. (Winchip, 

2010). 

The introduction of the 

locomotives and foreign sea trade 

had a dramatic effects on cross 

cultural exchanges. connecting 

various isolated cultures together 

and thereby allowing these 

identities and forms of knowledge 

to permeate each other.

 

The opulent eye: Late Victorian 

and Edwardian taste in interior 

design, analysed Victorian and 

Edwardian interior influences over 

the period of 1890~1911. Cooper, the 

Informing design process and outcome.
Architecture and the adaptive eye

 “I have never set foot in scores 
of buildings on scores of towns, 
but they are familiar to me. I know 
thousands of buildings, streets, 
and cities, not from any tactile 
encounter, but enough trips in 
vehicles and through images taken 
by camera. (Schwarzer, 2004, p. 12).
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_5.1: The Indian Room [Cooper, N., 1976]

author, points out that societies 

were changing, and although the 

transformations were gradual, 

the people were subjected to 

change through their experiences. 

(Cooper, 1976)

Pallasmaa wrote aesthetics and 

cultural practices are peculiarly 

susceptible to the changing 

experience of space and time 

precisely because they entail 

the construction of spatial 

representations and artefacts out 

of the flow of human experiences. 

(Pallasmaa J. , 2005, p. 16).

Illustrated in figure _5.1, The Indian 

Room seems of Far East origin, 

as much as the name and room 

style implies the physical room is 

situates in Chesterfield Garden, 

London. Upon scrutiny, this room is 

a trans-cultural hybridization of 

late Victorian style complemented 

with Asian elements. The vast usage 

of Asian fittings and furnishings 

without abandoning their Victorian 

ornamental origin symbolizes 

the adoption of a new style to 

accommodate their unique living 

conditions without sacrificing the 

comfort of themselves and their 

visitors.

 

Adaptation and Evolution of 

the eye: Nothing under the sun 

is new

The style of architecture 

constantly evolving could be 

from the change of interest or 

aesthetics; Craftsmen manipulate 

the outcome of the problem they 

encounter through what they see 

or experience, Michael Brawne 

mentions “We are not innocent 

problem solvers; we come to 

the recognition that there is a 

problem influenced by a host of 

forces: architectural, social, and 

economic. Powerful among these 

is the question of style, of what is 

visually desirable and acceptable 

at a particular period. It tends to 

limit the range of possible models. 

Our expectant eye is in operation”. 

(Brawne, 2003, p. 33).

With the events of evolutions 

of world societies, design is 

now better conceived about 
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as answering future events by 

attempting to forecast that event 

by whatever means appropriate 

and available at a particular time. 

Architecture, as with all art, is 

fundamentally confronted with 

questions of human existence 

in space and time; it expresses 

and relates man’s being in the 

world. (Pallasmaa J. , 2005, p. 16)

In Barry Smarts’ argument 

in Global conditions and 

controversies, the paradigm 

shift resulted from the nomadic 

lifestyle at global scale and 

the speed of information travel. 

(Smart, 1993). Design evolution then 

takes place in current globally 

accepted notions or the fittest 

among many ideas that paves the 

way for innovation and continuity 

for the next stage of evolution.

popular ideas, combined with 

cultural beliefs form different 

disciplines of building forms. 

Humanity has revolutionized its way 

of living from the age of nomadic 

constructed tents made out hide, 

sticks and stones; to the middle 

ages, with buildings constructed 

out of processed timber, masonry 

and glass to the information age 

of super advanced structures of 

steel, concrete and composite 

materials, creating extra-ordinary 

forms that challenge the 

boundaries of physics. 

Architecture is an ancient 

profession and had adapted to the 

user’s intention. Bjarke Ingels, in 

a TED talk explains Darwin’s theory 

of survival ‘It is not the strongest 

of the species that survives, nor 

the most intelligent, it is the 

one that is the most adaptable 

to change’. (TEDGlobal, 2009). 

Furthermore Ingels mentions 

the ideals from the prodigy of 

architecture to support that. ‘Mies 

van der Rohe once said: “less is 

more”, then post modern counter 

revolution Robert Venturi said: 

“less is bore”, then openist to new 

ideas Philip Johnson said: “I’m a 

whore”. (TEDGlobal, 2009). 

All the arguments carry weight in 

their own rights, it is what their era 

seeks, diversity and susceptible 

to influence upon new encounters. 

The big names are trying ways to 

define how we achieve solutions, 

for better or worse, to a problem. 

Ingles argues: “The traditional 

image of the radical architect is 

the angry young man rebelling 

against the establishment. The 

advent-garde is defined by what it’s 

against rather than what it’s for.” 

(Group, 2010). 

In his book, Renzo Piano compared 

design to an adventure and 

constantly seeking to be different 

“you set off to find out, to learn. 

You accept the unexpected. If you 

get scared and immediately seek 

refuge in the warm and welcoming 

lair of the already seen, the 

already done, it is no journey. But 

if you have a taste for adventure, 

you don’t hide, you go on.” (Piano, 

1997, p. 10) 

The development process of 

Bjarke Ingels, mentions their 

design modus operandi is 

evolution rather than revolution. 

Instead of creating functionalist 

forms in pursuit the need of a 

specific project such as a factory, 

respond to nothing besides 

performance requirements with 

minimal cost implications. BIG 

architects operate on achieving 

the most beautiful model mated 

with functional model in creating in 

what Ingels call mutant offspring; 

A balance between function and 

form. 

The force of adaptability is the 

evolution of newly learnt and 

applied perspectives. In a real 

sense, architects have to take the 

role of a “prophet” to determine 

the future of living, working and 

playing in order to ensure their 

buildings withstand the changes in 

society.
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The statement could not bare 

greater wisdom as the old 

Newtown in Johannesburg CBD 

had failed to adapt with time and 

has fallen into  limbo status of 

dilapidation and abandonment 

shown in Figure _5.2. 

Embodied Perspectivism

Nowadays, it is imperative not to 

design in isolation, the abrupt shift 

of desired building requirements 

to growth in individuality or 

depicting historical importance 

require vast and intensive 

research of historical and modern 

precedence.

 

Everywhere is here; internet and 

various other media allow the ease 

of information delivery to the 

observer. It allows the observer 

to broaden their knowledge 

horizon. However this may result in 

tactile disconnection, alienation, 

detachment and solitude between 

the observer and what is being 

observed. (Pallasmaa J. , 2005). 

Images and screen reproduction 

flattens perceptions, time spent 

with the building or environment 

are almost none existent, images 

_5.2: Limbo state of Newtown [photographs by author]

_5.3: Limbo state of Newtown
       [photograph by author]

_5.4: Limbo state of Newtown
       [photograph by author]
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seen in succession buildings are 

evaluated less by their weight and 

presence than by their fluctuating 

outlines. (Schwarzer, 2004). 

This begs the question of why 

architectural students are 

encouraged to travel abroad? or 

why do people take long distance 

holidays or overseas trips? 

(Sharp, 1967). 

The frame of the question is not 

so much as subjects of students 

and people; it applies to everyone 

in the information age. The obvious 

reason is to receive exposure to 

several other cultures that the 

internet or screens or the eyes 

cannot provide. experiences of 

the air breathed, sounds of the 

environment, the taste of food 

or the sensations of climate and 

surfaces. The perspective that 

University of Texas Architecture 

School sees is students are able 

to witness different cultures and 

way of life that other countries 

are able to offer. (Course 

description: Architects’ travels, 

2011). For obvious reasons the 

encouragement of architectural 

student travel or sightseeing 

allows one to be exposed to 

various cultures and habits.

Nietzsche refers to these 

exposures as perspectivism, 

perspectivism explain phenomena 

of obtaining knowledge such as 

art, morality, religion, society, 

science and philosophy can be 

obtained in our daily lives when 

explored beyond their surface. 

If our perspectives are explored 

and studied, to gain a better 

comprehension in understanding 

that point of view; the knowledge 

we conceive could not be certain 

or absolute and the uncertainty 

is reduced with multiple 

contributions from numerous 

perspective thinking or thoughts 

from different angle or varied 

ideas. (Pearson, 1996). 

“There is only a perspective seeing, 

only a perspective “knowing”; and 

the more affects we allow to 

speak about one thing, the more 

eyes, different eyes, we can use 

to observe one thing, the more 

complete will our “concept” of 

this thing.” (Pearson, 1996, p. 162).

Furthermore Adolf Hildebrand 

mentions architecture arouses in 

us not merely the possibility of 

movement, but a definitive feeling 

of space... Ideas of movement are 

stimulated and attained unity of 

effect through space itself being 

converted into visual impression. 

(Schwarzer, 2004). In viewing 

Nietzsche’s and Hildebrand’s idea in 

parallel context defines learning 

of architecture, the more one’s 

exposure to the world the better 

the design output will become.

Eye and Design

Design could be described as 

how one’s eyes approach to 

proportions or to beauty, Gehry 

states:” I approach each building 

as a sculptural object, a spatial 

container, a space with light and 

air…” Charles Eames on being 

asked ‘what is your definition of 

“design”?’ answered ‘a plan for 

arranging elements in such a way 

to best accomplish a particular 

purpose’. (Brawne, 2003). On the 

other hand, Calatrava marked his 

fortitude is on visually dynamic 

structures symbolizing icon of 

movement. (Tzonis & Lefaivre, 1995). 

The reply of Eames positioned 

itself at arriving the design 

outcome result rather than a 

poetic format whereas Calatrava 

achieves the equilibrium of the 

two rationales. Although clearly 

architecture is not a scientific 

pursuit since a building as a 

totality cannot be falsified. 

I nevertheless believe that 

problem, tentative solution, error 

elimination, problem sequence is 

the most accurate description of 

the design process. (Brawne, 2003, 
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p. 33).

The coordination of eye, hand and 

mind act in a seamless system of 

action and reaction to facilitate 

design outcome. (Pallasmaa J. 

, 2009). Architects produce an 

understanding, and describing 

design through numerous of 

trial and error in drawings, 

video, photography, physical or 

electronic 3D model, or print 

out; those doubly important 

form of communicating. The built 

outcome, however, enters the 

stock of existing buildings and 

influences our perception of the 

next problem. That stock consists, 

of course, not only of recent 

architecture but equally of the 

architecture of the past of which 

we are aware. (Brawne, 2003, p. 33). 

Peter Sloterdijk mentions: “the 

eyes’ enigma is that they not only 

see but are also able to see 

themselves seeing. This gives them 

a prominence among the body’s 

cognitive organs.” (Pallasmaa J. , 

2005, p. 15). 

Architecture is never a product 

of simply piling materials on top 

of each other but requires a 

thoughtful manipulation, on the 

basis of ideas, of those materials 

positioned on specific location. 

Architectural design is the witness 

of physical presence, deduced 

sources from information, and 

acknowledgement of influences. 

(Brawne, 2003).  

Renzo Piano reinforces Brawne’s 

statement: “Architects have no 

choice but to live dangerously. 

They work with all sorts of raw 

materials, and I don’t just mean 

concrete, wood, metal. I’m talking 

about history and geography 

and ecology, aesthetics and 

technology, climate and society - 

all things that architects have to 

deal with every day.” (Piano, 1997, p. 

10)

Conclusion

Visual extraction and the adaptive 

eye is of paramount importance 

to our daily lives, it guides us to 

where we want to be and aids us 

in understanding our existence 

within our surroundings. In 

the world of architecture, 

the influence of the adaptive 

eye could be of benefit to the 

basis of concept and design 

generation.

The essay suggests that 

our understanding of our 

surroundings and our 

interactions therein are not 

the same as they were a decade 

ago, and neither will it be the 

same a decade in the future. 

Brawne suggests “both earlier 

precedents, on an awareness 

of the past, and equally on 

the severest possible criticism 

of those examples before 

any acceptance, there may be a 

reasonable balance between 

continuity and innovation.” 

(Brawne, 2003, p. 34). 

One of the aims of this thesis is 

to consume or utilize the power 

of adaptive eye, in Nietzsche’s 

theory “perspectivism”, as much 

as possible in nearing the 

conditions of a successful 

architectural approach.

The design decision of style, programme, 
function, technology of the built form are 
built upon by the guidance of research. 
(Feeding the adaptive eye.)

-
*Conclusion/Design Principle



///Design
Comic & Animation Production House

 within Newtown,

 JHB, South Africa

Part 2 

University of the Witswatersrand, 

Johannesburg



Part 2 explores the adaptive eye in design operations and merging information 

that is been fed by part 1 /// Visuals + Essays: The power of visual communication. 

The intention is to arrive at a holistic design outcome that incorporates the 

social, production aspect of comic and animation, the site requirements and 

space generation, whilst aspiring to represent the possibilities of comic and 

animation.



88

The location for comic and animation 
production could be anywhere from 
an offi  ce block to a cave in a mountain. 
However, to the author’s mind it would be 
a great detriment to the symbolic nature of 
comic and animation.

Several sites had been evaluated and no 
site has come close to what Newtown 
has to off er. Newtown has a wide array 
of characteristics varying from protests, 
history, arts & culture, and public functions 
that can greatly benefi t (the adaptive eye) 
the production of comic and animation. 

Details

LoLo+
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Embracing History
Modern Newtown
Precinct Anaylsis

Futures
Selected Site

Featuring

ocationocation





///embracing history

_6.1: Electrical Precinct 1977
       [image edited by author adopted  
       from Krige & Beswick, 2008]
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T
he positive reception of comic 

and animation in public begins 

with the artists’ ability to 

arrive at a solid concept. With the 

theory of the adaptive eye the site 

chosen is Newtown.

Newtown is an historical 

and cultural symbol, a site 

characterized by both conflict 

and growth. It is now part of 

a ‘cultural arc’ development 

proposal formulated by the city 

of Johannesburg in 2000 that 

merges and promotes culturally 

important institutions within the 

city. (The history of Newtown, 

2010). “The ‘Cultural Arc’ stretches 
from the Newtown cultural precinct 
via the Nelson Mandela Bridge to 
the University of Witwatersrand, 
the South African Ballet Theatre 
studios, the Joburg theatre as well 
as the Constitution Hill precinct 
which in turn incorporates the 
Woman’s Jail, the old fort, Number 
Four, the Governor’s house and the 
Constitutional court. Collectively 
the Arc incorporates four theatre 
complexes, various dance studios, 
live music venues, significant 
museum and art collections, 
historic sites and monuments, as 
well as a year-round programme 
of cultural events.” (The history of 

Newtown, 2010).

The growth of Newtown began 

since the discovery of gold 

in the 1850s; it had attracted 

miners, traders, adventures and 

displaced peasantry to seek their 

fortunes or employment in the 

mining segment, transforming an 

indigenous natural landscape 

into cosmopolitan centre called 

Johannesburg. The sudden 

increase in population gathered 

collection of slums around 

Johannesburg for the ‘less’ 

exclusives around the city 

become inevitable. ‘most settled 

in workers’ compounds run by the 

mines or in the numerous ‘boarding 

houses’ for the white workers that 

mushroomed all over the mining 

town and in the two main working 

class suburbs; Jeppe to the east 

and Fordsburg to the west of the 

town. (The history of Newtown, 

2010)

Newtown was originally known as 

Brickfields, had living segregation 

between people with different 

privileges, ‘Coolie location’ 

for the poor racially diverse 

population and Fordsburg for the 

white miners. Brickfields was home 

to 7000 people and started out 

as a brick manufacturing location 

granted by ZAR government and 

President Kruger for the rights 

of brick manufacturing. The 

rapid rise of housing made brick 

manufacturing a major industry 

serving a popular form of income 

for the poor Afrikaners, However 

brickfields’ brick manufacturing 

life was short lived, “between 
1896 and 98 when the last brick 
making activity ceased in the area, a 
concerted effort was made by the 
railway company and the sanitary 
board to get the government 
to cancel the brick making 
concessions and to relocate the 
brick makers elsewhere”. During 

that period, 1896, Brickfields 

experienced a catastrophic event, 

called The Great Explosion, 

caused by a train colliding with a 

carriage filled with fifty five tons 

of TNT. The explosion  resulting in 

crater of 61m long and 15m wide 

and 8m deep that could be heard 

in Klerksdorp 200km way.  (The 

history of Newtown, 2010).

In 1904, the fire brigade set 

Newtown alight in attempt to 

control the outbreak of bubonic 

plague that was caused by the poor 

living and sanitary conditions. 

Mahatma Gandhi, an icon of India’s 

struggle for independence, helped 

Cultural and historical development of Newtown 
(1896-2013)
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those that were infected by setting 

up an emergency hospital in the 

Indian location. While Mahatma 

Gandhi was here, he played an 

instrumental role in fighting the 

racial segregation in the Transvaal 

and later union of South Africa. 

(The history of Newtown, 2010)

Half a decade later from a slum 

with feared crime status and 

horrendous sanitation Newtown 

saw its period of prosperity in 

1910-1940. “Newtown had become 
the home of many Litvak retail and 
wholesale merchants and grain 
brokers who came to work and 
compete with one another, and 
here they form a subculture with 
its own idiosyncrasies - jokes, 
special events and most importantly, 
the ‘university of Newtown’, which 
awarded a fictitious certificate 
to all those entrepreneurs and 
millers who learnt the grain trade 
on the job.” Georgina Jaffee 2001.  

(The history of Newtown, 2010).

Newtown did not only grow into 

a vibrant trading sphere of fresh 

produce or food processing 

(potato shed), it also grew with 

the industrial developments of 

Jeppe street power station (upkeep 

with huge demand for electrical 

power), electric workshops, trams 

workshops, railway compound 

and major milling site that 

feeder supported for the city of 

Johannesburg. 

Besides the rich offerings of 

Newtown’s vibrant trades and 

industrial developments, Newtown 

became a convenient location to 

express the power of voice in Mary 

Fitzgerald Square. In the first half 

of 20th century it held various 

political and labour meetings: in 

1911, Johannesburg saw its first 

major strike against low wages 

for the white tram workers and in 

1931 joint demonstration of black 

and white workers.  Initially the 

area was called Aaron’s ground 

then was changed to Market 

Square and the finally called Mary 

Fitzgerald square because of the 

prominent female trade unionist 

role that Mary Fitzgerald had 

played. (Krige & Beswick, 2008).

In the book Turbine square: 

heritage of power, Newtown had 

experienced ‘The Decline’ from the 

1970 to 1990 as the Johannesburg 

city council failed create a viable 

future for the area. Meanwhile the 

contribution of relaxing the law 

of the Group Areas Act along with 

the closure of power stations, 

the implosion of cooling towers, 

and the relocation of businesses 

to Sandton, made the degradation 

of the inner city an inevitability, 

thereby turning Johannesburg CBD 

into a ‘grey area’. (Krige & Beswick, 

2008)

today, Newtown has transformed 

into a multi-cultural and event 

filled location that is ideal for the 

creation of comic and animation.

Adapting building programme to the 
context/nature of art and culture precinct.

*Conclusion/Design Principle

-
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_6.3: Graffti underneath M1 motorway.   

        [available on: http://flickr. 

        com/]

_6.4: Newtown Heads. 

        [available on: http://3.   

        bp.blogspot.com/]
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/// Modern Newtown

_6.2: Newtown skyline, 2013
       [photograph by author]

_6.5: nelson Mandela bridge. 

        [available on: http:// 

        www.flickr.com/]

_6.5: Artwork in newtown Park. 

        [available on: http://  

         cdnstatic-1.my destination.             

         com/]

_6.6: granite “walk of fame” honouring  

        jazz musicians. 

        [Photograph by author]
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N

Site

///Newtown///Newtown
_6.7 Context of Newtown

 [Available on: google Earth 7, 2013]
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1. Old Railway Station
2. Kippies Jazz Bar
3. Brickfi elds Housing
4. Metro Mall
5. Newtown Junction
6. Market Theature
7. Museum Africa
8. Mary Fitzgerald Square
9. Parkade
10. Worker’s Museum
11. Turbine Hall
12. The Diamond Building
13. SA Reserve Bank
14. Cafe’
15. Newtown Park
16. Bassline
17. Dance Factory
18. Moving Into Dance Mophatong (MIDM)
19. Scibono Discovery Centre
20. South african Breweries  Museum (SAB). 
21. JDA Bus Factory
22. Joburg Arts, Culture & Heritage Service.
23. Family Court
24. Home Aff airs
25. JHB Central Police Station 
26. Pigeon Square
27. Chinese Club
28. JHB City Library
29. JHB City Library Lawn

_6.8: Figure Ground.    

  [Drawn by author]

///Newtown Environment

4

28 29
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_6.11 Turbine hall (11):

Significant contributor to the 

growth of newtown the Jeppe 

street power station, built in 

1927, was converted into anglo 

gold Corporate office by tpsp 

architects. (The history of 

Newtown, 2010).

_6.9: Diamond building 

  (12)

Designed by architect 

helmut jahn, the 

diamond inspiration 

reflecting the 

different views of 

the central business 

district from each 

angle of the building.

_6.10 Workers museum (10):

Used to be staff housing for the electrical precinct, now a worker’s 

museum, designed by Henry Paine & Alan lipman, was declared as a 

national monument in 1995.  (The history of Newtown, 2010).

///Place of culture

_6.9: [Available at: Krige & Beswick, 2008]

_6.10.1: [Available at: http://WWW.panoramio.com/] _6.10.2: [Available at: http://WWW.Joburg.org.za/]

_6.11: [Available at: Krige & Beswick, 2008]
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_6.12: Mary Fitzgerlad Square (8):

newtown a place of great conflict between workers and employers. Mary 

Fitzgerlad square provided a very convenient meeting place for strikers. 

Today the square houses strikes and event up to +/-50,000 people.

_6.13: Museum Africa (7):

Converted from a fresh produce market into, a museum, Formally known as 

Africana Museum, houses +/-850 000 objects from manuscripts, autographs, 

letters, coins, medals and relic in telling the history of South Africa. (The 

history of Newtown, 2010).

Potato shed (5) part of new Newtown Junction:

originally designed as an open shed, directly behind Africa museum, and was 

important in newtown’s growth - featured a fresh produce market. (refer 

to pg. 93). now it has been demolished to accommodate the Development of 

Newtown junction. according to the architects, LPA and DHK Architects, the 

old potato shed will form the core of the new development and the original 

structure and trusses will be retained. (iol properties, 2013)

6.12.1: [Available at: http://www.mediasrv.co.za/] 6.12.2: [Available at: https://sphotos- 

          a-ord.xx.fbcdn.net/]

_6.13: [Available at: https://www.flickr.com/]

_6.14: [Available at: http://www.

sacommercialpropnews.co.za/]
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_6.15: Market theatre (6):

South Africa’s Theatre of struggle opened 

its doors in 1976 that stood against the 

ruling of apartheid. The fore sight had 

brought the conversion of old indian market. 

(The history of Newtown, 2010).

_6.17: Kippies Jazz  

         Bar (2):

This heritage 

protected site had 

Started in 1986. the 

international jazz 

venue was named 

after a “legendary 

saxophone player” 

Kippie Moeketsi, 

aspires many 

musicians to play 

there. (The history 

of Newtown, 2010).

_6.16: Sci-bono (19):

This building was 

commissioned as a power 

station for electrical 

tram system in 1907. 

Now transformed into 

the country’s flagship 

science centre, design 

by Nicholas Sack from 

AlboSack,that supports 

math, science and 

technology in innovative 

learning experience. (The 

history of Newtown, 

2010).

_6.17: [Available on: http://www. 

         roomsforafrica.com/]

_6.15: [Available at: http://www.joburg.org.za/]

_6.16: [photograph by author]



103

_6.18: JDA Bus Factory (21): 

was built for tram repair and a storage facility for double decker buses 

(The history of Newtown, 2010), the bus factory houses Johannesburg 

Development agency(JDA) as well as a number of cultural non-

governmental Organizations such as artist Proof Studio, and market 

theatre Laboratory which facilitates inner city urban renewal projects and 

helping disadvantaged learners respectively.

_6.19: newtown  

          Park (15):

The park once 

stood with  

four massive 

cooling towers 

for generating 

power until it 

was imploded 

in 1985 due to 

structural 

instability. 

(Krige & 

Beswick, 2008).

_6.20: Bassline & statue of Brenda  

           Fessie(16):

The 1150 concert venue was opened 

in 1994 for jazz, afro-beats, poetry 

and funk-jam sessions as well 

as a music production studio. The 

life size statue represents “queen 

of African pop” and south Africa’s 

top selling artist was a heritage 

project commissioned by Sunday 

Times newspaper’s heritage project. 

(The history of Newtown, 2010).

_6.21: Dance factory (17):

Started in 1963 the venue 

of workshops, classes, 

performance and annual events 

strives for to train and nurture 

innovation and excellence within 

SA dance theatre. (The history 

of Newtown, 2010).

_6.21: Moving into dance mophatong - midm (18):

Despite the pressures of apartheid, a non-

racial dance club was established by Sylvia 

Glasser and designed by Phil Mashabane, 

giving high quality training environment. 

midm had moved into current studio in 2009 

commissioned by the JDA. (The history of 

Newtown, 2010).
Source: http://bdfblog.org/
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_6.22: JHB Central police station (25):

Renamed in 1997, This police station used to be the headquarters dating back 

to 1967. Under the ruling of Apartheid This building had witnessed unpleasant 

events of torture and police brutality. (The history of Newtown, 2010).

_6.SAB World of beer (20):

Used to be the second power station on 

President street. now converted into a 

brewery museum representing a culture 

of use. (The history of Newtown, 2010).

SA Reserve Bank (13):

Entirely new building replacing the 

original tram sheds (The history of 

Newtown, 2010) symbolizing growth 

and development of newtown.

_6.25: Old Park     

    halt Station (1):

Johannesburg’s 

first railway station 

commissioned by 

Zuid Afrikaansche 

Republiek. In 1952, 

The building had been 

moved to esselen 

park in Pretoria to 

house a training 

centre. In, 2000’s it 

had been moved back 

with plans of it being 

a railway museum. 

(The history of 

Newtown, 2010).

_6.22: [photograph by author]

_6.23: [Available on: google Earth 7, 2013] _6.24: [Available on: google Earth 7, 2013]

_6.25.1: [available on: http://lizatlancaster.co.za/]

_6.25.2: [available on: http://injoburg.files.wordpress.com/]
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Precinct Analysis

Historical Development

Newtown, since its creation, has been situated on the western outskirts of 

Johannesburg and evidently saw no change in its industrial purpose. In 1896, 

Newtown had started off as an industrial district with no clear intentions on 

organisational planning. In 1922, congruent with the vibrance of newtown, grids 

and order can be seen within city formation delivering ease of access. In 1970, 

Newtown experienced decline due to the city’s indecision for its future. The m1 

highway was constructed in that period of time cutting through newtown and 

remained the same until 2002 where city of Joburg commissioned GAPP architects 

to provide future vision for this precinct.  

_6.26: 1897 map of Johannesburg [available on: http://www.newtown.co.za/]

_6.27: (Chihota, B., Akoob, A., 2012)
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Movement 

structure 

represents 

the dominance 

force of 

thoroughfare 

in a specific 

region.

N

_6.28: Movement Structure

This drawing illustrates the dominant thoroughfare of vehicular transportation, 

which is clearly distinguished by the drawing of this scale. The M1 double decker 

bridge and normal roads carry millions of vehicles about Gauteng’s urban sprawl. 

The excessive use of roads not only degrades the confidence of pedestrians in 

that area but also provides sound pollution.

Although traffic movement is the main priority on major levels of urban connection, 

Newtown cultural precinct is developed coherency between the pedestrian and the 

motorized vehicles. The start of the coherency is through the usage of greeneries 

within land parcels, visual interests and cobble paving on road making the cultural 

precinct a comfortable walking environment.

proposed Site

[Drawn by Author]
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old spaces were reorganized by the commissioning of gapp architects and 

planners. The previous electrical precinct was enhanced as a cultural precinct. 

The introduction of public spaces, such as the mary fitzgerald square and an 

open park framed by historically protected buildings, has brought continuity to 

pedestrian movement.

Internal space 

pattern of a town 

is the spaces 

between town 

blocks showcasing 

the width of 

the streets and 

continuous street 

space for vehicles 

or pedestrians.

_6.29: Internal Space Pattern

N

proposed Site

Pedestrain Flow

Art & culture

[Drawn by Author]
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The illustration reveals enormous pochés, negative space, congregated around 

specific formations signifying dense urban development with a hint of alterations 

with the intention of influencing the development of surrounding areas. The 

scale and formations of buildings indicates efficiency within space utilization - 

commercial use, meanwhile open spaces within pochés signifies light well to deep 

building courtyards. 

To the west tight collections of pochés, signifies warehouse with industrial 

connotations. Upper north region has ample of positive space designed with the 

“intent to influence” the surrounding area. To the east, neat and organized negative 

spaces that are not too large or small to be of residential use signifying business 

use. 

The grain 

represents 

the pattern of 

the building 

footprints 

within Newtown, 

reflecting an 

inconstant and 

dense building 

formations.

N

_6.30: Grain

proposed Site

[Drawn by Author]
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Land forms 

exposes 

the natural 

landscape 

and how the 

settlements 

is shaped 

around it. 

N

The drawing illustrates that Newtown is not situated on significant natural features 

such as hills, cliffs, forests or water sources, but on a seemingly flat piece of 

canvass, gradually falling from the East to West. 

Newtown’s past had served its function as an industrial area which can still be 

seen today, little to no significant vegetation could be found other besides the 

redeveloped Newtown’s cultural precinct.

_6.31: Land Form

proposed Site

Vegetation

[Drawn by Author]
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Art & Culture

Industrial

Business

Residential

Mixed Use

Government

Business

transport node

proposed Site

Contrary to typical Gauteng urban-sprawl layout Newtown has an eventful and 

diversified use within a small proximity, allowing multiple functions and events to 

occur congruently. 

Although Newtown precinct is divided up into 3 large and visible grouping: Industrial, 

Arts & Culture, and Business districts rallying up individuals to answer their own 

specific requirements within their daily occurrence.  These 3 groups are largely 

differ in environmental quality and permeation though one does not inspire great 

confidence.

Land use, as the 

name implies, is the 

predominate use of 

land  of an given 

area showcasing 

function, 

frequency of use, 

types of users, or 

its vibrancy. 

N

_6.32: Land Use
[Drawn by Author]
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Built form 

is a visual 

representation 

of a kind of 

density that 

suggests 

FAR- floor 

area ratio 

of buildings 

in town 

(Batchelor) 

reflecting 

on land use 

intensity.

N

Newtown, zoned as industrial/business, the built form illustrates a sharp 

contrast in F.A.R/building heights from the East to the West. a sharp drop in 

building height could be noticed from the business district to The recently 

constructed cultural precinct. The fairly new precinct provided Newtown with a 

relaxed urban fabric from a busy, cold, dense urban environment.

_6.33 Built Form

proposed Site

[Drawn by Author]
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Adapting to existing urban framework
///Futures

Newtown’s Vision

This illustration shows Urban Development Framework (UDF) proposal 
for Newtown. (Urban Design Framework: Newtown, 2011). Although UDF 
shows partial information that is obsolete from changes of modern day 
requirements, however this UDF is an insight to what the urban planners 
(Gapp Architects & Planners) had intended - functional and connected 
space. Partial implementation of Newtown UDF has commenced, and had 
followed this UDF such as Brickfi eld housing, Metro Mall Taxi Rank, M1 
highway off  ramps and Mary Fitzgerald Square.  From Observation, the 
insight of this UDF is implementing a North South connection strategy.

_6.34: Scheme of entire Newtown. [Urban Design Framework: Newtown, 2011]

N
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_6.35: Scheme of Northern Newtown. [Hansen, 2012]

Northern Newtown Vision

This UDF was conceived in 2005 illustrating a Northern urban renewal 
proposal for Newtown. (Hansen, 2012). The one of the intention of this 
proposal is designed and planned as a “key entrance” or a “gateway” to/ 
from Braamfontein and Newtown,  as clusters of built form signifi es a 
welcoming or a threshold through the use of Nelson Mandela Bridge or 
Queen Elizabeth Bridge. 
This Northern UDF proposal suggests the new built form, fi lling up the 
voids, can bring about a vibrant and interactive spaces in the future if the 
vision is conceived. This Northern UDF also suggests a linear movement 
through Afrika Museum to Mary-Fitzgerald Square further reinforcing 
connectivity of movement through this art and culture precinct. 

N

1. Potato Shed
2. Afrika Museum
3. Mary Fitzgerald Square

1.

2.

3.

4.

5.

4. Old Railway Station
5. Metro Mall

Source: NEWTOWN NORtH URBAN DESIGN FRAMEWORK



Location
///Selected Site

When taking a stroll around Newtown, one may 
discover that there are vast “quality” diff erences 
between the Northern and Southern part of this 
art and culture precinct. From the analysis and 
observation of the adaptive eye, an element is 
required in providing continuum of the North - 
South travel.
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Sandwiched between Sci-bono 
Discovery Centre and Dance 
Factory/Bassline lies an empty 
parkade canvass. This is an ideal 
site for comic and animation 
production.

_6.36: Site [by author]



immediate Surrounding Photographs

1.

6. 7.

2.
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1+2:  West Facade of Sci-bono  
  Discovery Centre.
3+4:  Sci-Bono Discovery Centre,  
 Family Court and Arts, Culture  
 & Heritage Service. 
5: JHB Central Police   
 Station.
6:  JHB Central Police   
 Station and JDA Bus Factory.
7: JDA Bus Factory.
8:  Moving into Dance   
 Mophatong (MIDM) and
 Mophatong wa Thabo
9: Mophatong wa Thabo
10: Newtown/ Fordsburg Skyline

10.

8. 9.

3. 4. 5.

_6.37:  1~10. [All photographs 
                by author]
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The building’s programme consists of 3 
main categories site informants, social 
legacy and comic & animation production. 
The formulated program is a response 
to the coverage of previous chapter that 
attends the reasoning on the validity of 
comic and animation within the context of 
South Africa, meanwhile understanding the 
underlying ground that makes comic and 
animation eff ective.
The concept of the adaptive eye is the 
underlying principle that defi nes the 
gaining and receiving knowledge, the 
program intends to increase the happening 
of “the adaptive eye” by introducing library, 
museum and public workshop; off sets the 
isolated and conventional professional 
studios of comic and animation production.

Details

BrBr
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Reinforcing Operation
Operation
Production Environment
Programme Expansion

Defi ning Programme
Existing Use of Space

Featuring

rief rief*DesignDesign
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Spatial design is no diff erent from 
comic and animation portrayal 
of a story. Story has a prologue, 
main body, and an epilogue that 
concludes the story telling. Building 
is a spatial story and is narrated by 
moving through spaces, inevitably 
creating hierarchy of spaces. The 
hierarchal spatial arrangements 
allows its “audience” to traverse 
throughout the building in harmony 
without feeling out of place.

Detail analysis in chapter: Modern 
Newtown had revealed Newtown’s 
use and characteristics. The 
graphical representation, to the 
left, showcases the precinct’s  
programmes ranging from work/
jobs to leisure that are frequently 
used to occasional visits.

The research had isolated the 
strength of this art and culture 
district, from p.g. 94-104 ,which 
infl uenced the programme of Comic 
and Animation Production House. 
The importance of correlating the 
programme to Newtown’s context 
is to co-exists, achieve future 
adaptability and use as discussed 
Architecture & the Adaptive Eye: 
Embodied Perspectivism (pg. 83). 

Extendable

Private ~ Public

Newtown Programme

Programme Correlation

Exhibition
Library

Public
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Drawing studios are the heart of comic production, this section reveals 

how comic artists utilize their work environment and what is needed for the 

production of comic. 

///Production environment

The images, _7.1.1~4, 

on the page reveals 

British comics artist 

“Jock” in his studio. 

Jock is “one of the 

busiest and buzziest 

artists working 

today...Best known 

for his with writer 

Andy Diggle” on 

2000AD, The Losers 
and Green Arrow. 
(Khouri, 2007)

Comic studios

_7.1.1:  Jock’s Studio. [available on: http://www. 

          comicbookresources.com/] 

_7.1.2:  [available on: http://www.comicbook  

           resources.com/] 

_7.1.3  [available on: http://www.comicbook  

          resources.com/] 

_7.1.4:  [available on: http://www.comicbook  

           resources.com/] 
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1. Reference shelves
2.  Desk
3. Couch 
4.  Constants found through studios -  
 a drawing Table
5.  Fish tank - personal interest

1. Archive of works 
2.  Drawing table
3. drawer with extra stationaries
4.  Reference shelves
5. Framed work

The comic studio, _7.2.1~2, belongs to marc Silvestri’s top Cow Productions. This 

studio is a collaborative team that is renowned for its works on comics such as 

Cyberforce, the darkness and witchblade.

Commonalities in producing comics such as drawing boards or 

reference shelves are found When compared to jock’s studio 

with top Cow production. Although The two studios appear 

to be “drawing” space, but those are no more than regular 

“comfortable” office space with personal items.

_7.3: Jock’s Studio 

_7.6: Comic Studio Items

_7.4: Top Cow Studio _7.5: Top Cow Studio

_7.2.2:  [available on: http://www.    

            comicbookresources.com/] 

_7.2.1:  [available on: http://www.    

           comicbookresources.com/] 

[Drawn Author] [Drawn Author]

[Drawn Author]

[Drawn Author]
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///Animation Studio

_7.8.1: Pre-production pla

         [Available at: Hahn, D

_7.7: Procedure in Animation Production.                                

       [Available at: http://anime.stackexchange.com/]

_7.11.1: Post-production. 

[Available at: Hahn, D., 20

_7.9.1: Scripts/Scenario 

 [Available at: Hahn, D., 20
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Meeting room Offi  ce Offi  ce Offi  ce

Discussion room

Drawing Space

Recording room

anning.   

D. 2008]

           

008]

_7.11.3: Sound room.            

            [drawn: author]

writer. [Available at: Hahn, 2008]

_7.10.1: in-production studio.

_7.8.2: items required [Drawn Author]

_7.9.2: Space Requirement [Drawn: Author]

_7.10.2: items Required   

           [Drawn: Author]

 [Available at: http://anime.stackexchange.com/]008]

_7.11.2: Sound Room.  

          [Source: OVZ S3 Ep3 Inside an Anime  

           Voice actor’s Studio -youtube (2011)]



Exhibition is a public entity at heart, it 
engages the public through artworks 
and sculptures prompting attraction 
to the venue. As research has shown 
exhibition would be of great benefi t 
if it incorporates the essence of the 
public function of the art and culture 
district as well as providing an event 
space for existing or new comic and 
animation fans. 

Exhibition

Library

Production

Training

Parking
Miscellaneous

Admin Staff

Eatery
Toilets
Lobby

Store
Cloakroom

Archive
SecurityOffi ce

Information

Escape
Store

A symbol of knowledge, a library 
purposely educates the one that 
seeks it. Comic and animation library 
intertwined between entertainment 
and a source of knowledge attracts 
children and adults, empowering 
comic and animation existence in 
relatively unknown South Africa. The 
library also assists the adaptive eye of 
the professionals as well as trainees in 
producing visual narration.

Comic and animation provides 
another bloodline in the fi eld of 
professional industry that has a 
signifi cant impact on society. Literally 
everyone can pick up a pencil 
and draw, the hard part is for the 
intended story to be carried through 
to completion. Training facility assists 
and educates those that are in need 
to kick start their drawing career.

To start a comic and animation 
production culture both operation 
models in comic and animation 
production methods are going to be 
utilized. (refer to page 66). Utilizing 
the two operational methods in 
comic production will spark infl ux 
and interest in comic and animation 
making, cultivating and nurturing 
up and coming talent. 
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///Programme expansion

Art Storage
Information
Auditorium
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Readership
Audio/Visual
Meeting

Offi ces
Readership
Audio/Visual
Meeting
Workshops
Auditorium
Audio/Visual

Exhibition x 3
Audio/Visual +- 80 Seats
“ComicCon” Events 
“Viewing” Space

Library Admin Offi  ce
Shelves
Seating
Internet cafe’
Book Store
Till/reception

Comic
Artist studio
Research 
Discussion
Editor

Sales
Offi  ce
Coordinator

Lecture
Drawing studio
Research 
Discussion

Animation
Producers
Studio :
Character designer, art 
director, colour designer, 
Story boarders, layout 
designers, animators and
Animation directors
Video editing:
Cinematograhy director
Recording director
Sound Room: 
Voice actors and music/ 
sound eff ects
Kitchen
Canteen
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///Building operation
Production House - Think Tank Platform
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The dynamic nature of comic and animation, and of newtown, prompts an 

exploration into the field of illumination within cities and ‘mediatecture’. A 

potential vision for the production house in newtown merging symbolism, 

function, form, movement flow, technology and structure, can be seen in 

precedents set by Busan international film festival (BIFF) Kunsthaus Graz, 

and Stedelijk Museum.

Precedents
///Reinforcing operation
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///Media facade in Augmented city

V
ibrant in existence and part in 

growth of humanity, the large 

and bright signs and screens 

known as media facade illuminate 

the dark sky of Mediacity such 

as Las Vegas [_7.15], Tokyo 

[_7.14], Singapore [_7.12], and New 

York [_7.13]. Media facade is an 

umbrella term for installations 

in which displays are integrated 

into architectural structures 

(Haeusler, 2009) and is often 

associated with animating and 

projecting advertisements; 

inevitably it becomes a powerful 

visual message. “Media facade 

can evoke the most diverse 

emotions, from a big city feeling 

to annoyance at light pollution. 

They are also seen as tourist 

attractions, Pop art or as eye 

sores.” (Fritz, n.d.). 

yet The appearance of media 

facades in the megalopolises 

is not profound. In Marina 

Meyer’s architectural design 

thesis: Archimedia, she explored 

the elements behind the use of 

media facades in Ginza - Japan, 

Times Square - New York [_7.13], 

and Las Vegas’ Fremont Street 

- Nevada. the study resulted 

in one common denominator: 

masses of population moving 

through urban fabric. (Meyer, 

2007). In the book: Media and 

Urban spaces, also came to the 

same denominator. Frank Eckardt 

mentions the term “urban” and 

“media” are interconnected by 

significance contribution of 

urban growth as well as the 

widespread development of 

communication and information 

technologies. (Eckardt, 2008). 

The raison d’etre behind the 

media facade’s inception is an 

attempt to attract viewer’s 

attention and show a specific 

set of information, the 

cities naturally ends up with 

collections of various types of 

illuminated communication. Frank 

Eckardt describes Mediacity 

as “predominate features of 

contemporary and future 

representation of societies. 

(Eckardt, 2008)

To Lev Manovich, Mediacity is 

_7.12: Vibrancy of Singapore.               

        [Available at: http://www.filmapia.com/]

_7.13: New Year at Times Square.                

         [Available at: http://www.timessquarenyc.org/]

_7.14: The night life in Shibuya, Japan.                       

         [Available at: http://upload.wikimedia.org]

_7.15: walkway underneath a media screen.             

        [Available at: http://upload.wikimedia.org]
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an augmented city that merges 

quotidian context with the dynamics 

of illuminated information. The 

augmented city adds additional 

content to the experience of a 

physical space allowing people to 

experience space as well as the 

changing data of the media facades. 

(Manovich, 2011).  Much like the 

ever changing stories of comic 

and moving pictures of animation 

that involve the audience through 

an immersion in the parallel 

world within the portrayed story; 

constantly updating and evolving 

with its messages. 

Although beautiful or exciting in 

illumination, there are theories 

opposing the developments of 

Mediacity and about the erosion 

of public spatial experiences. 

The theories revolve around the 

development of media facades 

within city are not playing a role in 

diversifying experiences of urban 

life and turning public spaces 

into a varied theme park. (Eckardt, 

2008). The opposed theory derives 

partly from the parasitic nature 

of these electronic media takes 

form of attachments to existing 

architecture while taking on 

promotional role of corporate 

interest. (Please refer to Part 1: 

Learning from adverts and mass 

media).

However Gilda Berruti sees the 

impact of media facades in a 

different perspective, as she 

counter argues that “electronic 

media” (T.V. computer, internet, 

smart phones) are taking place, 

regardless of spatial containment, 

in private and public realms and 

plays no role in devaluing culture 

of public spaces. Media facades 

merely transforms urban spaces 

into “beyond places”, a new 

sense of place, merging spaces 

and different social contexts 

together. (Eckardt, 2008). Gilda 

Berruti furthermore substantiate 

her perspective of Mediacity: 

“Physical space and information 

have always lived together in 

cities; the latest development 

nevertheless produces some 

changes especially in the 

interactive power of electronic 

media, so that the impact of 

electronic media is perceived not 

only in real place but also in some 

virtual spaces which are overlaying 

real ones. The interactive power 

of electronic media increases the 

desire to escape to other places, 

which is increasingly becoming 

a part of the experience of the 

present.” (Eckardt, 2008, p. 9)

_7.12-_7.15 shows prominent use 

of illumination within the mediacity, 

architects soon find themselves 

infusing media facade to building’s 

facades. “Media facades are being 

developed in an increasing number 

of cities as production costs drop 

and stakeholders seeks new ways 

of attracting and engaging people 

in the urban spaces.” (Dalsgaard 

& Halskov, 2010). Media facades 

had transformed what used be an 

afterthought application after the 

completion of the building, to an 

integrated part in building design 

process offering the future vision 

claiming the term ‘mediatecture’.    

Times Square - New York Ginza - Tokyo Fremont Street - Las Vegas
_7.16: Urban conditions of ‘mediatecture’.              

        [edited by author adapted from (Meyer, 2007)]
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_7.22: NYC Port Authority Bus Terminal 
by  Rogers Stirk Harbour & Partners

_7.22: NYC Port Authority Bus Terminal 
by  Rogers Stirk Harbour & Partners

_7.20: Aarhus by light interactive media facade_7.19: Media mesh

_7.17: Led technology _7.18: Touch sensitive screen

_7.21: Illuma urban entertainment 
retail centre by Woha Architects.

The Application/integration of 

“screen” into building facades not 

only does it change buildings’ 

interaction with its surrounding 

but also creates a sense of 

value/uniqueness to on-lookers. 

The images, _7.17-7.20, showcase 

forefront of media facades 

and its type of use from simple 

illustrations to complex animation 

and human interaction.

[Available at: http://www.architonic.com/]

[Available at: http://www.architonic.com/]

[Available at: http://www.arch2o..com/]

[Available at: http://www.architonic.com/]

[Available at: http://www.mediaarchitecture.org/]

[Available at: http://www.gkdmetalfabrics.com/]

[Available at: http://inhabitat.com/]
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///Precedent 1: Busan International 
Film Festival Centre (BIFF)

Design Firm:   Coop HimmelB(l)au

Project location:  Busan, South Korea

Project type:  Cinema

Client:  Municipality of Busan

_7.24.1: [Available at: www.coop-himmelblau.at/]

_7.24.4: [Available at: www.coop-himmelblau.at/]

_7.24.2: [Available at: www.coop-himmelblau.at/] _7.24.3: [Available at: www.coop-himmelblau.at/]
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Project Signifi cance

C
oop Himmelb(l)au won an 

international competition 

commissioned by the City of 

Busan, for the design of Busan 

International Film Festival (BIFF in 

short) that incorporates: culture, 

entertainment, and technology 

into a form of architecture and 

public space.  The function of the 

building is to host premiers of 

international and local films, as 

well as regular cinema viewing, 

and is divided into three distinctive 

parts: ‘BIFF hill’ comprising 

4000 seats, an outdoor cinema 

sandwiched between ‘Cinema 

Mountain’, and an 85m column-free 

cantilever roof. (Busan Cinema 

Centre, 2013)

Intertwined between indoor and 

outdoor spaces; the building 

houses theatres, cinemas, a 

conference centre, offices, 

production studios, and 

restaurants signifying a flexible 

format within space change. 

The flexibility is a result of a 

hybrid functional programme 

permeating through media, 

technology, entertainment, and 

leisure, allowing the building to 

adapt and respond to the ever-

changing requirement of day to 

day basis or festive events giving 

an idea of cultural exchange and 

transformation.

 

Coop Himmelb(l)au, The name in 

English is a “coop blue sky”, 

express their underlying design 

principles of addressing the 

theme of ‘roof as an important 

architectural element’.  In spite 

of its sculptural vastness 

and airiness, the building sits 

in harmonious contrast to its 

neighbouring context signifying a 

different form of function than a 

regular office or apartment block. 

Through personal experience; 

when approaching BIFF the most 

noticeable part is the massive 

cantilevered roof, effortlessly 

floating, that is filled with visually 

attractive and dynamic LED lighting .

“The dynamic LED lighting surface 
covering the undulating ceilings 
of the outdoor roof canopies 
gives the Busan Cinema centre 
its symbolic and representative 
iconographic feature.” (Busan 

Cinema Centre by Coop Himmelb(l)

au, 2012). 

The LED lighting not only acts as a 

spatial connector that provides a 

continuous flow of public travel 

throughout the outdoor realm, but 

also serves as a form of visual 

communication for the content 

of “film”. The LED screen covers 

the multifunctional spaces of red 

carpet zones, the walk of fame, 

memorial court, and the BIFF canal 

park, creating an extraordinary and 

unforgettable experience for its 

visitors while showcasing a vibrant 

urban night context. 

“light 
installations 
on the roof, 
coordinated 
with a wide 
variety of 
events 
organized by 
the BIFF or 
the city of 
Busan, can be 
programmed 
by artists 
and light 
designers 
to present 
fully animated 
graphics” 
(Busan Cinema 
Centre, 2013)

_7.24.5: [Available at: www.coop-himmelblau.at/]
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Pedestrian Route

Access - Ground
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///Plan Analysis

Solid

Public

Private

_7.24.6: [Available at: www.coop-himmelblau.at/]

_7.25.1: [Edited by author]

_7.25.3: [Edited by author]

_7.25.2: [Edited by author]

_7.25.4: [Edited by author]
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Level 6 Level 7

85m Cantilever Structural System

_7.26: Two Way Truss System - 3D _7.27: Two Way Truss System - Plan

///Structure Technology

Allowing a 

‘floating’ public 

reception space: 

a two way truss 

system or 

space frame 

provides a wide-

span cantilever 

structure without 

the cluttering 

effect of columns. 

As the illustration 

shows; the 

floating structure 

operates on a 

scale system 

where one 

end bears no 

significant weight 

other than itself, 

and is counter-

balanced with a 

heavier substance 

on the opposing 

end. These counter 

forces are then 

transferred to 

the centre of the 

“scale”- central 

spiral structure. 

I am an 

aeroplane!

_7.25.6: [Edited by author] _7.25.7: [Edited by author]

_7.24.7: [Available at: www.coop-himmelblau.at/]

_7.24.5: [Edited by author]

[Available at: http://classconnec 

tion.s3.amazonaws.com/]

[Available at: http://lecture.

civilengineeringx.com/]

Natural Load Counter Force two way truss system
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///Precedent 2: Kunsthaus Graz

Design Firm:   Crab-studio

Project location:  Graz, Austria

Project type:  Public art gallery

Client:  Landesmuseum Joanneum

Project Signifi cance

D
esigned by Peter Cook and Colin Fournier, 

the “blob” is situated along the river banks 

of Mur; and became a new place of interest 

within the city of Graz (Joanneum, Kunsthaus 

Graz, 2013). Kunsthaus Graz was commissioned 

by the city of Graz with its brief focusing on 

symbolizing the “European City of Culture”; 

entailing designs that radically differ from 

conventional museums. (Crab-studio, 2003). 

_7.28.1: [Available at: http://www.graztourismus.at/]

_7.28.2: [Available at: http://www.graztourismus.at/]

_7.29: [Available at: http://www.ignant.de/]
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Kunsthaus Graz is an 11 100 m2 

multi-disciplinary venue for 

exhibitions, events, and other 

means of presenting contemporary 

art, new media, and photography.  

The display of works features 

artwork exhibitions for Austrian 

and international contemporary 

arts from the 1960’s onwards, 

(Joanneum, Kunsthaus Graz, 

2013), encased in a form that 

is frequently described as a 

“friendly alien” or “the slug”. 

According to the official site of 

Kunsthaus Graz; its extraordinary 

appearance comes from the 

identity of the artworks of the 

museum. “First and most pertinent 
question that comes to mind when 
designing a new museum is: what kind 
of art will it contain?” (Joanneum, 
Kunsthaus Graz: Design, renderings, 
2013). Since Kunsthaus Graz has no 
permanent artwork collection and 
houses only temporary artworks, 
the museum is at a loss for an 
identity; leaving profound design 
implications with a sense of mystery. 
(Joanneum, Kunsthaus Graz: 

Design, renderings, 2013)

Relieved from the commitment 

imposed by the artworks that 

proclaim their own artistic 

“singularity” by the respective 

creators; the navy blue amorphous 

form stands in protrusion to its 

context of red and baroque roof 

landscapes. “The aesthetic dialogue 
between the new biomorphic 
structure on the bank of the Mur 
and the old clock tower on Graz’s 
famous Scholbberg (Castle Hill) 
is the trade-mark of a city aiming 
to create a productive tension 

between tradition and avant-garde.” 
(Joanneum, 2013). 

The exceedingly remarkable 

appearance is assisted by the 

integration of a BIX media facade.  

the BIX system is interchangeable 

through a central computer 

system controlled by a lighting 

artist.  “It can be seen as an urban 

screen: a new instrument and 

platform for artistic production. 

The Kunsthaus uses BIX to 

project its communicative aspects 

into public space.” (Joanneum, 

Kunsthaus Graz: BIX Media Facade, 

2013).  Unlike the recent completed 

Busan International Film Festival 

Centre; the “dot matrix” system was 

the most viable option at that time 

(2003) achieving effective results 

without the facade fermenting an 

advertising ground. 

Whilst the exterior is full of 

personalities, the interior is a 

“black box” of hidden tricks (Colin 

Fournier) that are left to inspire 

the curators. The experiential 

effect from the section gives 

one the idea that the visitors 

are transferred into another 

dimension; “one is sucked into the 
internal cavity of the Kunsthaus 
by the slow moving travelator 
reaching up to the belly; one will, 
in effect, be exposed to a different 
special and sensorial experience, 
to a different building.” (Joanneum, 

Kunsthaus Graz: Design, 

renderings, 2013).

_7.30.1: [Available at: http://www.crab-          

            studio.com/] _7.30.2: [Available at: http://www.crab-studio.com/]
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///Plan Analysis
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_7.31: [Available at: http://detail-online.com/]

_7.32.1: [edited by author]

_7.32.3: [edited by author]

_7.32.2: [edited by author]

_7.32.4: [edited by author]
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pooofff!!!

Facade - Structure Connection

poopoooffofff!!f!!!!

///Structural Technology

Perspective Section 

Perspective Section 

Plan- 1st Floor

From interpretation: 

there is a dominant 

column grid 

structure for the 

Kunsthaus Graz. The 

slight difference to 

conventional building 

structures is that 

the amorphous skin, 

encasing exhibition 

spaces, is self-

supported. the skin 

load is transferred 

to the edge of the 

floor slab which then, 

combined with the 

weight of the floor 

slab, is transferred 

to the column 

structure. 

Whoosh!!!

_7.32.5: [edited by author]

_7.30.3: [Available at: http://www.crab-studio.com/]

_7.30.4: [Available at: http://

www.crab-studio.com/]

_7.30.5: [Available at: http://

www.crab-studio.com/]
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///Precedent 3: Stedelijk Museum’s Extension

Project Signifi cance

S
tedelijk Museum is 

a municipal museum 

in Amsterdam 

that is internationally 

renowned for its 

admirable collection of 

contemporary design 

and arts. Although the 

museum’s collection 

can be compared to 

other international 

museums, the building 

was obsolete. (Stedelijk 

Museum Amsterdam 

/ Benthem Crouwel 

Architects, 2013). 

the existing building, 

created in 1895 by 

A. W. Weissman, had 

deteriorated so much 

that it damaged several 

artworks which thus 

prompted the museum to 

be renovated.  Benthem 

Crouwel Architects 

was commissioned to 

renovate the existing 

museum as well as to 

provide an extension 

wing to the museum in 

order to achieve the 

requirements of modern 

standard art museums. 

the new extension stands 

in juxtaposition to the 

old building.  

The recently opened 

Stedelijk museum, also 

known as ‘bathtub’, 

in 2012 is situated on 

Museumplein, Museum 

Square, along with 

other museums such 

as Rijksmuseum, Van 

Gogh museum, and 

Concertgebouw.  With 

the refurbishment 

and construction of 

Stedelijk Museum, it had 

alternated its “front” 
towards the Museum 

Square, resulting 

in the birth of the 

building celebrating and 

utilizing the vast and 

open space effectively. 

Arch Daily writes: “The 
former entrance was 
unsuitable as a public 
entrance - with all the 
associated functions 
to be maintained. While 
maintaining the strengths 
of the existing building 
it was not possible 

_7.33.1: [Available at: http://www.benthemcrouwel.nl/]

_7.34: [Available at: http://www.dezeen.com/]
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to have all new components and 
public functions, which creates a 
museum of the 21st century in the 
existing building. This restriction 
had the obvious ability to turn 
the orientation of the new museum 
towards the Museumplein.” 
(Stedelijk Museum Amsterdam / 

Benthem Crouwel Architects, 2013). 

The relocation of the entrance 

of the museum not only benefits 

the functions of the building 

but also caters for a fluid 

transition of visitors towards the 

white reflective mould, thereby 

removing any confusion of the 

building’s entrance. The use of 

the cantilevered wing acts as a 

threshold; actively connecting the 

Museum Square and the ground 

floor, interlinking the continuum 

of space. The ground floor 

serves as a public entity that 

encloses the museum’s entrance 

desk, knowledge centre, museum 

shop, and restaurant allowing its 

visitors to explore the possible 

routes within the building. 

(Stedelijk Museum, 2013)

the museum’s exhibition spaces 

are located in the basement and 

on the floating structure spilt 

apart by the ground floor. The 

interpreted design decision is 

that the synthetic volume of 

the “bath” respects the nature 

of it’s surroundings by not 

over-powering or creating a 

self-centred focus of attention; 

providing a harmonious balance in 

built form. The museum spaces are 

connected through “yellow tube” 

escalators that create seamless 

space transitions, without 

distracting the art lovers by the 

functions of the ground floor.  

Design Firm:   Benthem Crouwel Architects

Project location:  Amsterdam, Netherlands

Project type:  art Museum

Client:  City of Amsterdam

_7.33.4: [Available at: http://www.benthemcrouwel.nl/]

_7.33.3: [Available at: http://www.benthemcrouwel.nl/] _7.33.4: [Available at: http://www.benthemcrouwel.nl/]
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///Plan Analysis

Routes Solid vs Void

Vertical Circulation

Site Plan

Access - Ground

Stedelijk 

Museum

Van Gogh 

museum 

main 

entrance

Fire 

stairs

General 

circulation

Concert-

gebouw

Solid

Void

_7.35.1: [edited by author]

_7.35.1: [edited by author]

_7.35.3: [edited by author]

_7.35.2: [edited by author]

_7.35.4: [edited by author]
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///Structural Technology

///Skin technology

Structure - Section Structure - Plan: Ground

I am 

floating!!!

_7.36 showcases Stedelijk Museum’s structure, 

designed in conjunction with Arup, resulted in 

six points support for the new building - five 

of which are columns with concrete walls for 

stability. (Benthem Crouwel Architekten, n.d.)

Cladded with re-enforced carbon fibre mixed with vinylester resin; the museum 

avoided conventional material gaps that compensates for the expansion and 

contraction of that material. The synthetic reinforced fibres from Teijin have 

mechanical properties such as: chemical resistance, excellent durability, thermal 

stability, tremendous strength to weight ratio, and high dimensional stability i.e. 

minimal expansion and contraction of material, (Twaron, n.d.), giving the Stedelijk 

Museum a seamless and superb flat white “bath tub” appearance.

2 x 3 layers of 

laminate fibres 

sandwiching “PIR” 

insulation

_7.35.5: [edited by author] _7.35.6: [edited by author]

_7.36: Structure. [Available at: http://www.theplan.it/]

_7.37: Skin material. [Available at: http://www.teijinaramid.com/] _7.38: Skin material. [Available at: 

http://www.building.co.uk/]
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ForFor
Architectural built form of comic and 
animation Production House are explored, 
however utilizing design principles as well 
as the profound of analysis from: “system 
of comic and animation” and “drawing 
analysis”; the research has inevitably 
infl uenced the adaptive eye to shape the 
outcome of the built form.

Details
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_8.1: Concept of Flow [Drawn: Author]

The formation of the Production house is built upon this sketch; 

that symbolizes an element of flow from the Northern to the 

southern part of newtown.

///Concept
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_8.2: Sectional planning [illustration: Author]

stacking the programmes of production house layout, ranging 

from public functions to private entity, the transition of spaces 

follows the development of the ground floor plan.
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///Programme allocation
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_8.3: Pedestrian movement summary [illustration: Author]

As discussed before there is a visible segregation between the 

Northern and Southern part of newtown, while fast moving traffic 

discourages movement and provides access to the current parking lot. 

_8.4: Encouraging Thoroughfare [illustration: Author]

The proposed building and site response insights a movement strategy 

into the southern part of newtown and decreases the speed of traffic, 

while acknowledging an interactive ground floor programme, and street 

parking respectively.

Traffi  c

Traffi  c

///Forming Ground Floor
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_8.6: Shaped by 

Neighbours [illustration: 

Author]

Now that the site is 

a blank canvas the 

formation of buildings 

can take place within 

the unique position 

of the surrounding 

parking lot and 

buildings, placed in an 

uneven pattern forcing 

the rectangular mass 

to respond coherently. 

_8.5: Brand new 

canvas [illustration: 

Author]

Parking lot masses 

litter and degrade the 

social and cultural 

values of an urban 

fabric with standard 

shaped motorized 

vehicles. However 

scattered diverse, 

and merging parallel 

parking slows fast 

moving traffic while 

adding a spark of life 

into the used area.    
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_8.8: Encouraging 

movement
[illustration: Author]

The comic strategy 

within artwork 

(pg.51) has inspired 

the introduction of 

dynamic 6th elevation - 

extravagant walkway. The 

use of the unorthodox 

pedestrian route 

creates a juxtaposing 

element to the ordinary 

surroundings, living up 

to the legacy of ‘comic 

and animation’.

_8.7: Route Formation
[illustration: Author]

Withholding the site’s 

characteristics; 

pedestrian and 

servicing routes are 

placed, however the 

route formation does 

not encourage nor 

invite pedestrians to 

utilize the given space. 
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_8.9: Access: +0 

level [illustration: Author]

Through the adaptive 

eye/perspectivism; 

the author sees the 

permeability in the 

ground floor of any 

building - the holy 

grail to success. The 

ground floor should 

house public functions 

or gatherings that 

leave no bias or 

hierarchical approach 

to the entrance of a 

building.

_8.10: Circulation

[illustration: Author]

The wide array of 

Public entrances 

has influenced the 

positioning of a 

circulation pattern, 

making visibility of 

vertical circulation a 

priority. The ground 

circulation occurs 

in a loop pattern 

to facilitate multi-

directional influences. 
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_8.12: Edge response

[illustration: Author]

The site’s informants 

have led to the 

positioning and 

introduction of 

programmes to a 

public-receptive ground 

floor, ranging from 

vibrant multipurpose 

spaces to the north, 

and quiet yet lively 

restaurants further 

south. Sandwiched 

in the middle space 

is the transitioning 

of excitement and 

calmness, making it 

an ideal location for 

artists to hold their 

discussions.

Restaurant

Discussion/
Contemplation

Outdoor Multi- 
Purpose Space

Seating formed 

to ensure 

passing 

pedestrians

_8.11: Site response: 

+0 level

[illustration: Author]

The parks of Newtown 

as well and mary 

fitzgerlad square 

host multiple events 

throughout the year. 

Since the production 

house for comic 

and animation has to 

respond to the events 

and functions of fans 

in south Africa (pg.49), 

it would be unwise to 

not incorporate event 

spaces into the built 

form.   

EVENTS

Untapped Resource
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SPACE
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_8.13: Elevation placement [illustration: Author]

Even though the sharp contrasts of the city are noticeable, 

the height of the buildings around the selected site is still 

relatively high for a suburban environment of south Africa. the 

Built form has to respond to the environment’s calling.

_8.14: Height coherency 

[illustration: Author]

Even though the built form houses extravagant and ‘wild in 

nature’ comic and animation, it should respect it’s environment 

for visual & site harmony. 

_8.15: Flat drawing board

[illustration: Author]

Newtown’s landscape is “flat” in perception, and upon raising & 

lowering the plane it will assist in the enhancement of the built 

form’s presence or unique status. 

///Massing form

Presence
Mystery
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_8.16: Drawing World
[Drawn: Author]

As previously mentioned; 

Comic creations are a 

result of the from and the 

artist’s adaptive eye within 

their world.  Architects 

and the creation of form 

is of no difference.  

illustrated alongside are 

various forms, styles, and 

intentions interpreted from 

“drawing analysis” on pg.51. 

These drawings showcase 

the author’s interests 

within masculine and dynamic 

lines in shaping the “drawing 

world”. 

Stimulus word play

These illustrations 

are the Words used 

in visualization and 

translation into the 

drawing format. these 

are Then adapted within 

the design process.

Systematic

Movement

Variation Sci-Fi

Segragation

Simulated Engagement
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_8.17: Two Worlds Apart

[illustration: Author]

In the exploration of Kunsthaus Graz and Stedelijk Museum, the 

exhibition spaces are located on highest floor levels, and are 

concealed/wrapped in an interpreted form that represents the 

identity of the artwork. the production house, however, is not a 

museum naturally taking dominance, but rather giving priority to the 

“drawing” of comic and animation.

Drawing World

Drawing World

Lower Level
Separation

_8.18: Shaping 

Drawing World
[illustration: Author]

the Creation of 

enclosures are shaped 

by the sites imposed 

restrictions. Carrying 

the concept of “Flow” 

to the creation of 

“drawing world”; the 

Drawing world is 

sliced into two, and 

ultimately evolves from 

a rectilinear form to a 

more expressive form.

Lower Level

Separation



160

_8.19: Drawing Machine - progress model

[illustration: Author]

These are process models of “Drawing machine”, each varying in language, 

which leaves no definitive building elements in similarity, however these models 

demonstrate spatial awareness in shaping the drawing, while influencing the 

outcome of the built form.
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_8.21: Lower level Massing

[illustration: Author]

Application of rectilinear lines are employed to celebrate the 

drawing world without any protruding lower level’s limitations 

or over-powering the expressive form above.

_8.20: Placing Drawing world
[illustration: Author]

A desired “drawing World” form poses a challenge to the entire 

lower levels, as the lower levels have to harmonise with the 

language spoken above without fighting for dominance.

Seperation

Seperation

Seperation
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Permeability
Visibility

_8.22: Developing lower level [illustration: Author]

Visibility, permeability, and accessibility achieve a ‘think tank’ 

platform for anyone that has the desire to approach the 

production house. 

_8.23: Developing lower level - west Elevation

[illustration: Author]

The expressive form of “Drawing machine” provides an ideal 

solution for framing spatial containments and thresholds 

towards the production House. 

_8.24: Prominent circulation

[illustration: Author]

Vertical Circulation in movement as well as the appearance of a 

staircase is a dynamic entity and is utilized to carry the exciting 

language of the “Drawing world” to the lower levels. The visible 

circulation allows the public and production house users to 

engage the building with ease.
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_8.25: Let there be light! [illustration: Author]

In the previous chapter “illumination: media facade in augmented city”, 

the media facade tends to be of use when there is a high volume of 

traffic. In newtown, The m1 highway carries many thousands of people 

through gauteng. In conjunction with the ideals of animation; the media 

facade can bring the production house to life.

_8.26: Neon parade
[Photographs by Author]

Amid the irrelevance of the photos of the ‘neon parade’ in everland theme park 

(south Korea), this photo showcases illumination within a dark environment, leaving an 

everlasting memory of beauty within the audience’s mind (author included).

///Beautify



_8.27: A. Place of Mystery

Apart from the programme 
allocator’s sectional planning; 
infl uencing the adaptive eye 
of the artists of the Production 
House is of utmost importance. 
This lead the ‘comic and 
animation’ library to be located 
within the basement.

Parking 

Shop

Training

Library

Main Vertical 
Circulation

Free Internal 
Circulation

Free Internal 
Circulation

Visual Connection

_8.28: B. Core & Structure

The service cores, fi re escapes, 
and elevator shaft are placed 
on a single line maintaining 
free manipulation of space 
within the volume of the 
Production House.

_8.29: C. Public Reception

Open plan architectural 
language with the expressive 
walkway has been utilized to 
express an unrestricted spatial 
connection and an elevated 
belonging, or sense of place.  

_8.30: D. Trainee & Exhibition

Design intentions of placing 
training and exhibition spaces 
together are encouraged by 
the stimulation of sharing and 
the adaptive eye taking place; 
as this space allows for ease of 
access for the public and users.

///Space Logic



_8.31: E. Production Offi ce

Although one could meander 
throughout the building, the 
fl ow of circulation space and 
volume height has changed 
on this level infl uencing the 
mental awareness of limited 
spatial transition.

_8.32: F. Comic & Animation  
Studio

In the studio where ‘magic’ 
happens; the open plan spaces 
are maximized to allow for 
the ease of communication 
and coordination of highly 
complex operations of comic 
and animation.

Change of 
Circulation

_8.33: Enclosure - Place of 
Mystery

Expressing growth, legacy, and 
everlasting impact of culture; 
the “Drawing World” glows  
vibrantly to attract attention 
from it’s surroundings. 

_8.34: Main Circulation Diagram

Visual Connection

I’m Glowing!!!

A. A.
C. C.C. B.

D.
E.

F.

D.
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on House

_9.1: Perspective

Aerial view of the Production House; like comic 
and animation in existence, off setting itself 
around its quotidian context. The building’s 
roof (Drawing World) angles itself towards the 
M1 highway providing further opportunity for 
the introduction of a Media Facade.

on
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_9.2: Perspective

The prominence of the Production House 
is enhanced by the building’s architectural 
language of openness/closure, dynamisms 
of comic drawings, and extensive use of 
threshold progression; giving users a sense of 
entering an exciting world.
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_9.3: Perspective 

The Production House 
overlooks Newtown Park; 
the building is at the same 
height as those of its 
surroundings.
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_9.4: Discussion/
Contemplation Space

Travelling up North in the 
discussion/contemplation 
space: A dynamic language 
of ceiling and the outdoor 
exhibition space prompts 
active engagement between 
the building and the public/
users.

_9.5: Lobby/Merchandise 
Store

When one wonders into the 
building, connections of 
outdoor exhibition spaces 
are carried through internally. 
The public and its users are 
greeted by a triple volume 
lobby and vertical circulation 
to all respective areas.
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_9.6: Outdoor Exhibition 
Space

This highly versatile space 
can house functions and 
events that are held by the 
fans, and can also be used for 
displaying the works of the 
trainees or professionals. 

_9.7: Animators & comic 
artists’ Studio (Drawing 
World)

The animators and comic 
artists’ studios are vibrant 
open plan offi  ces that allow 
ease of communication to 
fl ow seemlessly. The studio 
is encased in a dynamic 
structural language of the 
Drawing World; giving the 
studio a sense of creativity 
within the production of 
‘comic and animation’. 
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_9.8:  Perspective 

Radiating light in the midest 
of the night surrounds the 
area with vibrancy and 
attention; sparking the 
curiosity of onlookers that 
visit the cultural wonders of 
Newtown.
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_9.9: Perspective Section

Learning from Drawing 
Analysis of comic (pg.51); 
rectilinear spaces could be 
made dynamic in appearance 
with angles appearing 
strategically in ordinary built 
form. 

Parking

Video & 

sound!!!
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Creative Space

Outdoor 

space

Secret 

Library
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_9.10: Perspective Section 

The element of separation 
defi ned by “Drawing World” 
and the regular spaces are 
connected by the apparent 
circulation stairwell that 
mediates the two various 
forms of appearance.

Comic Studio

TraineeOutdoor 

space

Restaurant
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Animation 
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Production 

Admin

parking

Secret 
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Explosion

Stairs

Mystery Library

Movement, dynamic ability 
of ‘comic and animation’, 
and of unpredictable nature 
and exaggeration are all 
expressed through to the 
stairs on a raised platform.

To increase the “adative 
eye” of the building’s users, 
the Library/media centre 
is placed within direct 
access, rather than near 
a conventional vertical 
circulation lobby.

///Exposing elements
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Outdoor Gathering Space

Two Way Truss System

Entrance Threshold

Dynamic Louvre

Video Glass

Drawing World Enclosure

Bridging Seperation

Parking

Mentioned in precedents (pg. 139, 
147); the two way truss system 

allows for a massive span of 
materials. In the Production House 

the two way truss system is used 
to transfer the loads of  the rigid 

”Drawing World” structure and its 
thin fl oor slab to the columns below.

Carrying the overhanging 
language from the events 

space to  the main entrances 
of the Production House

Live update of information 
feed from events and 

creations.

Located furthest away from 
the Production House: 

opens up diff erent route 
possiblities; accessing areas 
such as Newtown Park and 

the outdoor event space. 
This decision was made to 

increase the interactions 
of users with the Newtown 

cultural precinct.

Imprints of comic on the 
sixth elevation not only 

encapsulates the pristine 
space in front of the Dance 
Factory, but also  promotes 
the building’s function and 

thoroughfare.

Self-supporting structure.

The lines defi ning the 
Drawing World are 

underlying mass steel 
supports and are stiff ened  

by multiple smaller steel 
components. 

rree
Skeleton Structure
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_9.12: South Elevation

_9.11: North Elevation

///Elevations
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_9.14: West Elevation

_9.13: East Elevation

I’m ready to 

take off!!!

///Elevations
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in 3,2,1....
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The programme is mapped out, level by level, 
depicting the choices made in ‘form making’. 
-2 Level:  Allocated parking space.
-1 Level:  Comic and animation library /  
    media centre for public and 
    professionals.
+0 Level: Public arena inviting public, but also
    act as an introduction for the   
    production house.
+1 Level: Training facilities with open   
     exhibition areas where the public  
    could interact freely.
+2 Level: Production house offi  ce space
     acting as a threshold to
    professional studios.
+3 Level: Animation studio housing the
    requirements of animation   
      production. 
+4 Level: Comic studio housing the   
     requirements of comic production.

Brief
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_10.1: -2 Level: Parking
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_10.2: -1 Level: Parking/Library
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_10.3: +0 Level: Public Arena
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_10.4: +1 Level: Exhibition/Training
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_10.5: +2 Level: Production Offi ce
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_10.6: +3 Level: Animation Studio
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_10.7: +4 Level: Comic Studio
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_10.8: +5 Level: Site/Roof Plan
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_10.9: Section A-A

_10.10: Section B-B
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_10.11.1: Detailed Section
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_10.11.2: Details’ Location

_10.12: Detail A. Drawing World - Structure

Detail B. Drawing world - Roof

Detail A. Drawing world - Structure

Detail C. Floor & Shading System
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_10.13: Detail B. Drawing World - Roof

_10.14: Detail C. Shading System - Plan

_10.15: Detail C. Floor & Shading System
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_10.16.1: 3D Printed Model. Structure

_10.17.1: Context Model. Newtown
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_10.16.2: 3D Printed Model. Structure
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_10.17.2: Context Model. Newtown
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_10.18.1: Final Model.  Production House

_10.18.2: Final Model.  Production House
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Viva!!!Viva!!!
Source: http://www.Konachan.com

Viva!!!ViProduction
Prod



Viva!!!
Viva!!!Viva!!!Production

oduction
House!!!House!!!



214

List of Figures

Note

All un-referenced photographs, images, artworks, 

and illustrations in this document are the work of 

author: (Allen) Chen, I-Kuang.

All single photograph, image, artwork, and 

illustration have been annotated _0.1~ _10.18 and 

have been referenced in List of Figures.

All photographs, images, artwork, and illustrations 

that are part of comic styled narrative are not part 

of List of Figures; however annotation are provided 

in/around the photograph, image, artwork, and 

illustrations.

0. Cover page
0.1:  Boom!! Exciting and captivating comic/  
 manga drawing.
 Anon, n.d., 2012. [Image online]
 Available at: <http://wallpaperuser.com/wp- 
 content/uploads/2012/03/Butterfl y-Barrett- 
 M82A1-wallpaper.jpg>
 [Accessed June 2013]. _pg. 3

_0.2:  Wonder of Eyes.
 [Drawn by author]. _pg. 4

_0.3: An entertainment that can be a form of   
 escapism. 
 Anon, n.d., [Image online] 
 Available at: <http://good-wallpapers.com/ 
 fantasy/9988>
 [Accessed Apirl 2013]. _pg. 8

1. Opening
 _1.1:  Confl ict in action. 
 Anon, n.d., [Image online]
 Available at: <http://www.icp.org/sites/ 
 default/fi les/imagecache/node_image_en 
 largement/apartheid_6.jpg> 
 [Accessed May 2013]. _pg.17

2. Introduction

_2.1: Advertising sexual appeal through smell. 
 Calvin Klein, n.d. Calvin Klein: Encounter  
 [Advertisement]
 Available at: <http://www.mimifroufrou. 
 com/scentedsalamander/images/Calvin_ 
 Klein_Encounter_ad.jpg>
 [Accessed March 2013]. _pg. 35

_2.2: Altering the sense of value through   
 possession. 
 Oosthuizen, H., 2013. [Advertisement]. CAR.  
 January 2013, volume: 56, No.11. Cape Town:  
 Ramsay Media (PTY) LTD, pg. 226. _pg. 35

_2.3: Quote from Fight Club. 
 [Image edited by author].
 Anon n.d., [Image online],

 Available at: <http://fc06.deviantart.net/ 
 fs70/f/2010/061/d/5/   
 Fight_Club__Edward_by_cromley009.jpg>
 [Accessed Sep 2013] _pg. 36

_2.4: Eff ects of modern society.
 [Drawn by author]. _pg. 37

_2.5: Reporting situation in news headlines.
 Visser, J., 2013. [online]. South Africa ruling  
 ANC says  new mine unions display ‘anarchy’.  
 Bloomburg, 23 May. 
 [Accessed June 2013].  _pg. 39

 Brand, R., 2013, [online]. Rand slumps to  
 4-year low as mine violence renews labour  
 concerns.  Bloomburg, 23 May.   
 [Accessed June 2013].  _pg. 39 

_2.6: Madame and Eve comic strip. 
 Francis, S. Rico., 2008., [Image online]
 Available at: <http://namibsands.fi les.  
 wordpress.com/2008/06/monopoly1.jpg>
 [Accessed Sep 2013]. _pg. 39

_2.7: Zapiro cartoons. 
 Zapiro, 2013., [Image online]
 Available at: <http://www.timeslive.co.za/ 
 local/2011/06/13/zapiro-cartoons#leaf>
 [Accessed Sep 2013]. _pg. 39

3. Comic & Animation

_3.1: A world where opposing ideals negates each  
 other for recognition. 
 [Digital image by author]. _pg. 45 

_3.2: Thousands of fans at Comic-Con event.   
 Anon. n.d., [Image online]. Available at:  
 <http://3.bp.blogspot.com/-jTudPImBHf4/ 
 UXiaFQWK_bI/AAAAAAAAL6Y/hqpQTmk 
 -2os/s1600/comic_con_rotator.jpg> 
 [Accessed May 2013]. _pg. 47

_3.3: Marvel Comic characters. 
 Marvel Comic, n.d., [Image online]. 
 Available at: < http://images2.wikia.  



215

 nocookie.net/__cb20110513164403/  
 marveldatabase/images/e/e1/  
 The_Marvel_Universe.png>
 [Accessed May 2013]. _pg. 47

_3.4: Comic Extract. 
 Ultra Jump, n.d., Tail Star, [Image online].
 Available at: < www.mangaher.com/manga/ 
 tail_star/c001/2.html>
 [Accessed April 2013]. _pg. 50 

_3.5: Over exaggerated drawing. 
 Anon, n.d., [Image online]. 
 Available at: < http://fc01.deviantart.net/ 
 fs70/i/2011/209/8/5/fi ghting_scene_by_  
 eliasuke-d41x1gs.jpg>
 [Accessed Oct 2013]. _pg. 51

_3.6: Comic Extract. 
 Ultra Jump, n.d., Tail Star, [Image online].
 Available at: < www.mangaher.com/manga/ 
 tail_star/c001/32.html>
 [Accessed April 2013]. _pg. 52

_3.7: Comic drawing analysis. 
 [Drawn by author]. _pg. 53

_3.8: Comic Extract. 
 Ultra Jump, n.d., Tail Star, [Image online].
 Available at: < www.mangaher.com/manga/ 
 tail_star/c001/33.html>
 [Accessed April 2013]. _pg. 54

_3.9: Comic drawing analysis. 
 [Drawn by author]. _pg. 55

_3.10:  Comic Extract. 
 Ultra Jump, n.d., Tail Star, [Image online].
 Available at: < www.mangaher.com/manga/ 
 tail_star/c001/34.html>
 [Accessed April 2013]. _pg. 56

_3.11: Comic drawing analysis. 
 [Drawn by author]. _pg. 57 
_3.12: Comic Extract. 
 Ultra Jump, n.d., Tail Star, [Image online].
 Available at: < www.mangaher.com/manga/ 
 tail_star/c001/35.html>
 [Accessed April 2013]. _pg. 58

_3.13: Comic drawing analysis. 
 [Drawn by author]. _pg. 59 
_3.14: Comic Extract. 
 Ultra Jump, n.d., Tail Star, [Image online].
 Available at: < www.mangaher.com/manga/ 
 tail_star/c001/36.html>
 [Accessed April 2013]. _pg. 60

_3.15: Comic drawing analysis. 
 [Drawn by author]. _pg. 61

_3.16: Function of closure in architecture.
 [Drawn by author]. _pg. 64

_3.17: Separate function in architecture.
 [Drawn by author]. _pg. 64

_3.18: Rhythmic function in architecture.
 [Drawn by author]. _pg. 65

_3.19: Structuring function in architecture.
 [Drawn by author]. _pg. 65

_3.20: Dynamic frames in Japanese comic.

 [Image edited by author],
 From: Grenville, B., (2008). Krazy! The Delirious  
 world of Anime +Comics + Video games +  
 Art. London/ Los Angeles/ Berkeley:   
 University of California Press. p. 200 _pg. 66

_3.21: Dynamic second fl oor plan in Maxxi Building.  
 Zaha Hadid. n.d., [Image online],
 Available at: < http://www.archdaily.  
 com/43822/maxxi-museum-zaha-hadid-
 architects/second-fl oor-plan-30/> 
 [Accessed Aug 2013]. _pg. 66

_3.22: The comic utilizes traditional rectangular  
 frames to express and portray ideas.
 [Image edited by author],
 Grenville, B., (2008). Krazy! The Delirious  
 world of Anime +Comics + Video games +  
 Art. London/ Los Angeles/ Berkeley:   
 University of California Press. p. 86 _pg. 66

_3.23: Playful frames/boxes shapes the ground  
 fl oor plan of Moriyama House by SANNA. 
 Anon. n.d., [Image online],
 Available at: <http://betterarchitecture.fi les. 
 wordpress.com/2013/02/uytk_sanaa_
 moriyama_house_plan-1.jpg> 
 [Accessed Aug 2013]. _pg. 66 
_3.24: Providing viewership within spaces. 
 Anon, n.d., [Image online],
 Available at: <http://livingfreak.deviantart. 
 com/art/memory-wall-auschwitz-343692418
 date: 20130913> 
 [Accessed Aug 2013]. _pg. 66

_3.25: Thousands of frames stitched into one   
 forming a moving picture. 
 Hahn, D., 2008, [Image], The Alchemy of  
 Animation. Singapour: Disney Book Group. 
 p. 9 _pg. 68

_3.26: Animating building facade through video.
 [Photograph by author] _pg. 69

_3.27: Physically changing the form of the building.
 Time lapse: Milwaukee Art Museum   
 -Calatrava-Burke Brise Soleil-HD. 12 Dec  
 2009, [YouTube Video]. Available at: < http:// 
 www.youtube.com/watch?v=eGQJPkQL0fU>
 [Accessed Sep 2013]. _pg. 69

_3.28  Light in appearance, Museum Strongoli - by  
 Coop himmelb(l)au defi es the laws of   
 physics. 
 Anon, 2009, [Online image]. 
 Available at: < http://www.dezeen.com/
 2009/03/27/art-museum-strongoli-by-coop
 -himmelblau/>
 [Accessed Sep 2013]. _pg. 70

_3.29 As oppose to monolithic stance of Trellick  
 Tower 
 by Erno Goldfi nger. 2010, [Online image].  
 Available at: < http://www.archdaily.com  
 /70676/>
 [Accessed Sep 2013]. _pg. 70

_3.30: Building formed from the concept of sound  
 for “Pavilion 21 Mini Opera Space by   
 Coop-Himmelb(l)au. 
 Coop-Himmelb(la)u, 2010. [Online images].



222

*BiblBibl



223

iographyliography



224

Thesis documents

Meyer, M. (2007). Archimedia. Johannesburg: University of Witswatersrand.
Ailion, G (2009). Everywhere is Here. Johannesburg: University of Witswatersrand.

Flim

Fight Club, 1999, [Film] Directed by David Fincher. USA: Fox 2000 Pictures

Books

Barker, M., 1989. Comics: Ideology, Power & the Critics. New York & Manchester: Manchester University 
Press.

Bjarke Ingels Group, 2010. Yes is more. China: Taschen.

Brawne M., 2003. Architectural Thought: The Design Process and the Expectant Eye. Oxford: 
Architectural Press: Elsevier.

Burnett, R., 2004. How Images Think. London: The MIT Press.

Cooper, N., 1976. The Opulant Eye: Late Victorian and Edwardian Taste in Interior Design. London: 
Architectural Press.

Eckardt, F., 2008. Media and Urban Spaces: understanding, investigating, and approaching mediacity. 
Germany: Frank & Timme.

Farndon, J., 1999. Big Book Of Knowledge. Great Bardfi eld : Miles Kelly Publishing LTD.

Furniss, M., 2008. The Animation Bible: A Pactical Gide to the Art of Animating, from Flipbooks to Flash. 
London : Laurence King Publishing .

Grenville, B., 2008. Krazy! The Delirious World of Anime + Comics + Video games + Art. London/ Los 
Angeles/ Berkeley: University of California Press.

Groensteen, T., 1999. The system of comics. France: Presses Universitaires de France.
Haeusler, M. H., 2009. Media Facades: history, technology and Content. Ludwigsburg: Av Edition 
GmbH.

Hahn, D., 2008. The Alchemy of Animation. Singapour: Disney Book Group.

Hu, T.-Y., 2010. Frames of Anime: Culture and Image Building. Hong Kong: Hong Kong University Press.

Japan Eco Inc, Moto Akasaka Bldg & Minato, K., 1989. The Japan of Today. Tokyo: International 
Society for the Educational Information.

Kothari, C. R., 2004. Research Methodology. Delhi: New Age International Publishers.

Krige, S. & Beswick, S., 2008. Turbine Square: A Heritage of Power. Newtown: AngloGold Ashanti.

Lunning, F., 2006. Mechademia 1: Emerging Worlds of Anime and Manga. 1 ed. Minneapolis: 
University of Minnesota Press.

Lunning, F., 2009. Mechademia 4: War/Time. 4 ed. London: University of Minnesota Press.

Manovich, L., 2011. The Language of New Media. United States of America: MIT Press.

Nash, E. P., 2009. Manga Kamishibai: The Art of Japanese Paper Theature. New York: Abrams 
Comicarts.

Pallasmaa, J., 2005. The Eyes of the Skin: Architecture and the Senses. London: John Wiley & Sons Ltd.
Pallasmaa, J., 2009. The Thinking Hand. London: John Wiley & Sons.

Pearson, K. A., 1996. The Cambridge Companion to Nietzsche. Cambridge: Cambridge University 
Press.



225

Piano, R., 1997. The Renzo Piano logbook. London: London : Thames and Hudson.

R.Ward, A., 2002. Mouse Morality. Austin: University of Texas Press.

Schwarzer, M., 2004. ZoomScape: Architecure in Motion and Media. New York: Princeton Architectural 
Press.
Sharp, D., 1967. Planning and Architecture : Essays Presented to Arthur Korn by the Architectural 
Association. London: Barrie & Rockliff .

Smart, B., 1993. Postmodernity. London: Routledge.

Sturjen, M. & Cartwright, L., 2009. Practices of Looking: An Introduction to Visual Culture. 2nd ed. New 
York: Oxford University Press.

Tzonis, A. & Lefaivre, L., 1995. Movement, Structure and the Work of Santiago Calatrava. Barcelona: 
Birkhauser.

Winchip, S. M., 2010. Visual Culture in the Built Environment. New York: Fairchild Books.

Internet

Archdaily, 2013. Stedelijk Museum Amsterdam / Benthem Crouwel Architects. [Online]
Available at: http://www.archdaily.com/350843/stedelijk-museum-amsterdam-benthem-crouwel-
architects/
[Accessed 15 08 2013].

Bethem Crouwel, 2013. Stedelijk Museum. [Online]
Available at: www.BethemCrouwel.nl/portal_presentation/museums/stedelijk-museum
[Accessed 14 08 2013].

City of Johannesburg, 2011. Urban Design Framework: Newtown. [PDF] 
Available at: www.joburg-archive.co.za/2011/inner_city/netown/udf.pdf
[Accessed 12 06 2013].

City of Johannesburg, n.d. Newtown: Your Guide. [Online]
Available at: http://www.joburg.org.za/index.php?option=com_content&do_pdf=1&id=315
[Accessed 02 06 2013].

Coop Himmelb(l)au, 2013. Busan Cinema Centre. [Online]
Available at: www.coop-himmelblau.at/architecure/projects/busan-cinema-center/
[Accessed 06 08 2013].

Crab-studio, 2003. Kunsthaus Graz. [Online]
 Available at: http://www.crab-studio.com/graz-kunsthaus/
[Accessed 15 08 2013].

Dalsgaard, P. & Halskov, K., 2010. Designing Urban Media Facades: Cases and Challenges. [PDF] 
Available at: http://www.peterdalsgaard.com/documents/publications/dalsgaard%20-%20
designing%20urban%20media%20facades.pdf
[Accessed 01 09 2013].

Dezeen, 2012. Busan Cinema Centre by Coop Himmelb(l)au. [Online]
Available at: www.dezeen.com/2012/09/18/busan-cinema-centre-by-coop-himmelblau/
[Accessed 06 08 2013].

Fritz, S., n.d. Media Facade: A New Form of Art in Architecture. [Online] 
Available at: www.architonic.com/ntsht/media-facade/7000408
[Accessed 01 09 2013].

Ghostlightning, 2009. Steps in Animation Production. [Online] 
Available at: ghostlightning.wordpress.com/2009/03/10/steps-in-anime-production/
[Accessed 06 07 2013].



226

H-san, 2012. A Guide to Anime Production. [Online] 
Available at: www.mugi-mugi.net/2012/10/how-to-anime-guide-to-anime-production.html#.
Ulv_ENKmiSr
[Accessed 19 08 2013].

Ludwig Hansen Architects + Urban Designers, 2012. Newtown North UDF. [PDF] 
Available at: http://www.joburg-archive.co.za/2011/inner_city/newtown/north_udf2005a.pdf
[Accessed 21 07 2013].

Joanneum, U., 2013. Kunsthaus Graz. [Online] 
Available at: www.museum-joanneum.at/en/kunsthaus
[Accessed 04 09 2013].

Joanneum, U., 2013. Kunsthaus Graz: BIX Media Facade. [Online] 
Available at: www.museum-joanneum.at/en/kunsthaus/bix-media-facade/concept
[Accessed 04 09 2013].

Joanneum, U., 2013. Kunsthaus Graz: Design, renderings. [Online] 
Available at: www.museum-joanneum.at/en/kunsthaus/the-building/design_renderings
[Accessed 04 09 2013].

Joanneum, U., 2013. Kunsthaus Graz: The building. [Online] 
Available at: www.museum-joanneum.at/en/kunsthaus/the-building
[Accessed 04 09 2013].

Khouri, A., 2007. Studio Tours: Artist Jock. [Online] 
Available at: http://www.comicbookresources.com/?page=article&id=9651
[Accessed 22 08 2013].

Newtown Heritage Trail, 2010. The History of Newtown. [Online].
Available at: http://www.newtown.co.za/heritage/history
[Accessed 02 06 2013].

Politzer, T., 2013. Vision Is Our Dominant Sense. [Online] 
Available at: http://www.brainline.org/content/2008/11/vision-our-dominant-sense_pageall.html
[Accessed 02 04 2013].

Static Brain, 27 Nov 2012. Comic Book Statistics. [Online] 
Available at: http://www.statisticbrain.com/comic-book-statistics/
[Accessed 1 05 2013].

TEDGlobal, 2009. Bjarke Ingels: 3 warp-speed architecture tales. [Online] 
Available at: http://www.ted.com/talks/bjarke_ingels_3_warp_speed_architecture_tales.html
[Accessed 26 7 2013].

TED, n.d. Reading is slow and boring compared to new faster media. Myth or fact? | A conversation on 
TED.com. [Online].

Available at: http://www.ted.com/conversations/2660/reading_is_slow_and_boring_com.html
[Accessed 02 04 2013].

Teijin, n.d. Twaron. [Online]
Available at: http://www.teijinaramid.com/aramids/twaron/
[Accessed 20 08 2013].
The Plan, n.d. Benthem Crouwel Architekten: Stedelijk Museum. [Online]
Available at: www.theplan.it/j/index.php?option=comcontent&review=article&id=3112%3Astedeli
jk-museum-&Itemid=264&lang=en 
[Accessed 13 08 2013].
University of Nevada, n.d. The Victorian Period. [Online]
Available at: http://faculty.unlv.edu/kirschen/handouts/victorian.html
[Accessed 23 07 2013].



227

UTSOA: University of Texas School of Architecture, 2011. Coarse description: Architects’ travels. 
[Online] Available at: http://soa.utexas.edu/courses/spring2011/218
[Accessed 24 07 2013].

Wikipedia, 2013. International Style: Architecture. [Online]
Available at: http://en.wikipedia.org/wiki/International_Style_(architecture)
[Accessed 26 07 2013].

Wikipedia, 2013. Naruto. [Online]
Available at: http://en.wikipedia.org/wiki/Naruto
[Accessed 5 04 2013].


