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Vision
The computer clubhouse in this project is seen as an activity generator and a
community collector within the Aga Khan Academy serving Killindini and reaching
to the farthest points of Mombasa. Its strategic location within the school would
provide the first layer of users who are present within the context of the computer
clubhouse. The academy’s position in Killindini on an open space surrounded by
landscape such as the beach, with close proximity to a market, would entice the
local community as the computer clubhouse blends in with the remaining serene
scenery around it.

Within the computer clubhouse, spaces are created to promote a community, as
they are as open as possible to each other. The building becomes permeable
from all sides, it allows for the free movement of people outside it, within it and
across it. The building is not felt as an intrusive object within the school but rather
a part of the landscape on the pavilion. Children and adults should not
consciously feel its presence but rather flow into it without even realizing.
Whether a child is in the building working on a desktop in the computer studio, or
drawing a sketch in the courtyard or passing by on the way to class, they should
not feel separated from each other but rather doing something together. They
should all feel as part of one space, one land, and one entity.

The computer clubhouse should absorb people from the community, bring them
closer to each other, create a novel social environment, and release them back
into the city with a new experience. Every time a child gets absorbed and is
released back, the child should feel like he/she has learnt something new, has
made new friends, become more confident and inspired to go out and give
something back to the community. The computer clubhouse main target the
children, the adults of tomorrow should create a sense of responsibility and
maturity within them. The building provides the children with the freedom to
choose. They choose where they want to enter from, they choose where they
want to work, and they choose where they want to relax. The building gives them
a sense of belonging. Although they might be working on a certain project within
a certain area in the computer clubhouse, they still are part of the family. The
family created within the computer clubhouse, the family within the school and
the family of Killindini.

Concept

An interface can be defined as being a common boundary that connects two
entities allowing for interaction between the two, adding something different to the
two and creating something novel between the two.

The concept of the computer clubhouse is that it acts as an interactive,
interchangeable interface. It acts as an interface at three different scales,
firstly between the community of Mombasa and the Aga Khan Academy, allowing
for the community to infiltrate the school and use the computer clubhouse.
Secondly, It acts as an interface within the school for the children between the
academic restrictive spaces and the liberated type of activities it offers within it.
Lastly, there are interfaces within the clubhouse itself, connecting the indoor and
outdoor areas, connecting spaces serving different activities.



The computer clubhouse is not a static object placed on the premises of the Aga
Khan Academy but rather it is growing out of the ground and going back into it.
The building is part of the landscape, merging into it and out of it.

The interchangeable characteristic of the building is felt within its spaces, as a
child could be inside the computer studio looking towards the courtyard, then in
a second, turn around and become a part of a vast open space.

The interactivity is created by the various visual and physical connections
between the different spaces within the building whether indoors, or outdoors. A
person sitting on the second level above the computer studio could look down at
the crafts area, courtyard and out on to the veranda in the lower level and is part
of the veranda on the higher level.

Design Decisions

Choice of location: the site chosen for the building was in the central pavilion
area rather than the other suggested locations, as the others would cause the
computer clubhouse to align with the rest of the academic buildings. To achieve
the concept of the building being part of the landscape and acting as an
interface, the central site seemed to be the most appropriate as it will
differentiate it from the rest of the academic or administrative buildings in the
school. In addition, the building will activate the vast open space forming the
pavilion that is surrounded by the academic buildings.

Form: To ensure that the building is not perceived as a static object, it was
designed with the intent of having small clusters of activities all connected
together by the outdoor courtyard between them, a second level that cuts
through them as well as stitch them together. The organizational system that
consists of four points as shown in the diagram below opened up the possibility
of joining them in infinite ways.

The building also needed to be as permeable as possible, hence to allow for this
permeability, it does not consist of one mass where all activities are within it,
rather it is a group of smaller masses, shaded by an external structure providing
a second layer of roofing for the interior spaces and creating outdoor verandahs.
To allow for the flow of people within the building and outside of it, circulation
plays a key role and the playfulness of level changes were included to enhance
the buildings dynamic quality.

Landscape around the building was added to create other smaller intimate social
spaces in the pavillion closer to the academic buildings to break the regimented
sense of paths from one building to another.



Computer Clubhouse  
Interfacing Activities 

  
Vision 
 

After studying, analyzing and understanding the conditions, limitations and 
the general environment in which the computer clubhouse will be serving, the team 
believed that the computer clubhouse beside being a place for people of different ages 
to come and explore their abilities with the computers it also should be a flexible and 
socialization, interactivity between individual of different ages and backgrounds. The 
team also believed that the project has a great tendency and a unique chance to 
integrate between the traditional activities in terms of craftsmanship, fabrication at 
one hand, and the modern high-tech computer techniques and abilities in other hand. 
As a vision flexible and formal playground that would integrate tradition and modern 
under one roof would be the most appropriate vision for such a scheme.  
 
The Concept 
 
 The concept of the building is a between the indoor academic environment and 
the outdoor social actives of the campus. The concept is also to make the courtyard of 
the computer clubhouse center of activity in the part of the campus that it is located by 
allowing people to access the outdoor activity areas through the courtyard in terms of 
location.  
 
 The second part of the concept is to abstract the kids playground structure in 
terms of series of spaces, and then to roof all the program under a wooden umbrella 
that would form a double roofing in order to protect the series of indoor spaces 
environmentally, and than to uniform the computer clubhouse under one uniformed 
roof in terms of form and hierarchy.  
 
The Design Decisions 

 
The team tried to achieve this concept by using the following strategies: 

•  The indoor spaces were designed to be free, connected, and social 
interactive spaces. 

•  The outdoor spaces in terms of a courtyard, verandas and a roof garden 
were designed to act as an interface and integrator; between the indoor 
and the outdoor environment. The double roof was also developed to 
provide cool outdoor corridors in which most of the verandas and the 
outdoor seating areas take place. 

 
Therefore the double roof strategy provides the computer clubhouse with the 

following: 
 

•  Provides the indoor spaces for climatic protection. 
•  Provides well conditioned outdoor areas. 
•  Creates a harmonious interfacing layer between the indoor and the 

outdoor. 
 



 
The courtyard plays a very important role in terms of the social activities and 

the indoor –outdoor relationship.  
 
Besides being one of the biggest outdoor verandas, the roof garden existing 

above the workshop space is designed to provide multiple options to people who 
prefer to stay in outdoor areas with their laptops in a less crowded outdoor area. 

 
The computer clubhouse was designed to be different, in terms of form, from 

the existing academic buildings for the following reasons: 
 

•  The computer clubhouse enhances the transformation, as an element, 
between the outdoor areas (amphitheatre, sports field, etc.) and the 
indoor spaces (classes, offices, etc.)  

•  The form is also relating to the different activities taking place in the 
computer clubhouse and the other different activities surrounding it. 

•  The form invites and welcomes people from the northern gate of the 
campus. 

 
In terms of materials the outer roof was differentiated from the rest of the 

building by using wood as a different material. Being a sufficient heat insulator, wood 
was chosen to protect the outer roof and the parts of elevations of the computer 
clubhouse. This helps the double layering performance to provide the outdoor cool 
corridors and the thermal insulation between the outer and the inner roof. 

 
In terms of structure main loads are carried by reinforced load bearing walls. 

The slabs of verandas and the inner roof slabs are carried by these two series of load 
bearing walls. First series of load bearing walls are parallel to the outer roof where the 
second series is on the outer side of the building and perpendicular to the outer roof.  
These walls also help the third series of load bearing walls to carry the two main 
beams of the outer roof. The outer roof has a skeleton of steel structure and this 
structure is continued in the connection of the outer roof to the envelope. The wood is 
used in order to enclose areas of this steel skeleton, as well as an insulating material.  
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ITU-TEAM1 – “SYMBIOSIS- zeynep, canset, pınar, irem” 
Vision of Computer Clubhouse 
The computer clubhouse aims to build an innovative, creative environment for 

young people where they will discover their own interests, will learn by designing and 
will be inspired to use technology. They will interact with other youths and in a 
collaborative atmosphere, try to build digital models as well as analog models working 
with wood and craft tools. Therefore, the computer clubhouse should be easily 
accesable, inviting and inspirational. 

The computer clubhouse as “symbiosis group” proposes, brings innovation to a 
traditional environment, forming of transforming and flowing spaces with flexible 
interiors. 

Concepts 
SYMBIOSIS: 
Dual existance of harmonious units. Continious interaction between two contrast 

workspaces; DIGITAL & ANALOG. 
Analog workspace reflects a continious spectrum of traditional handcrafts, while 

digital workspace is the reflection of the contemporary creation methods. 
Therefore, the digital modelling process is a disection at certain points in the 

continious flow of traditional crafts activities. 
If these disection points can form a continious interaction between traditional crafts 

and contemporary media, than computer clubhouse has reached its destination! 
Design Principles 
-Innovation in a traditional environment 
-Transforming and flowing spaces 
-Inspirational and inviting design 
-Flexible interiors and detachable interior components. 
“Symbiosis” design forms of HARD & SOFT components. 
Hard components are tangible units: STABLE & MOBILE 
STABLE: Heavy, solid spaces that define creative activities which require fixed 

equipments. 
Stable units have: 
-Focus points: Gathering point 
-Transition parts: To perceive visual continuity, a vision 
-Total space: Flexible space without any boundries for different activities 
-Eye sight: Visual continuity 
There are two stable units: One for digital modelling where occupants can learn to 

use computers, do video-audio editing, other for wood cutting, fabrication and arts and 
crafts activities. 

MOBILE: Light, movable, detachable, multipurpose interior units. 
Sliding doors that provide interaction between outside and inside, foldable panels 

that help define workspaces inside total space, movable panels that define different 
workspaces as well as serve as exhibition units. 

Soft components are intangible things such as trees like bamboo, coconut, coral 
stones, grass, timber, vertical and slanted surfaces such as decorative wall, bamboo 
thacht fence, and color. These components do not create a space but they contribute to 
the total space by creating a shade, adding a texture, forming a boundry, etc.. 

There are spatial relations between stable units; pathway, verandah, and courtyard. 
COURTYARD: The open space that enhances creativity of the stable units (via) the 

interaction of different activities, medias and people, therefore different ideas. 
VERANDAH: The semi-open space that is defined by the surface of the stable units 

and the courtyard. Verandah unites inside spaces with the outside through means of 
visual continuity. 



PATHWAY: The gateway that orients the ousider to the clubhouse providing a visual 
continuity. The importance of the patway that it draws the outsider to inside. 

Design Decisions 
After the analysis considering circulation paths and focus points, the site near the 

Junior Academy at the edge of the boundary of the campus, is chosen. It is near the 
children’s play area, seen from the whole academy site and reachable from the field. 
These are the other parameters for choosing the site. Three sculptures are placed within 
the site on focus points which are the “main elements”, that symbolize and give 
reference to the computer clubhouse. They will be elements seen anywhere from the 
campus, so that when people come from outside the campus, they will be directed to the 
computer clubhouse. Also, there will be secondary elements, which can be used as 
exhibition panels and will be placed throughout Mombasa and the academy, to iconize 
the creative activities going on in the clubhouse. 

The two stable units are placed according to morning-afternoon sun shadings and 
major wind. The stable units form a corridor for the wind and create a shadowy 
courtyard with the help of verandahs. Cross-ventilation is obtained by opening to the 
wind. By creating multi-layers, passive-ventilation is obtained with wooden revolving 
louvres, bamboo shading, sliding door and double-layered wall which contains 
infrastructure. For the cool air, both of the units are elevated so that underground 
cooling can also be done. Rain is stopped by covered outdoor areas. 

The fat unit is called “playground stable” while there is interaction (formed by 
bamboo fence, trees and openings on the façade) between  the play area of the children 
and the unit, in which computers for specialized digital work are placed. The pathway 
creates a verandah which forms a balcony seing the ocean view, of the playground 
stable. The focus point of this unit is the area next to the verandah, (creating a visual 
continuity with the sliding doors) the meeting-gathering place where all the scanners, 
laser cutters, printers, etc. will be. The audio lab is on the suspended floor. 

While the other unit is towards the field, it is called “field stable”. There is a total 
space inside, which contains, fabrication lab, administration and staff places as well as 
exhibition catwalk placed towards the ocean. By opening the sliding doors a total space 
is obtained in which many activities can be combined to form a workshop. The arts and 
crafts activities extend to the courtyard shaded by verandah, where youhts can work 
outside by folding the panels that limits the unit. Toilets, storage and wood cutting area 
are in the basement. The access from the field forms the stairs that go up to the 
courtyard as well as it creates an entrance to the basement. By the view terrace towards 
the field, the access to the “playground field” can also be reached. 



[port_able] 
 

VISION: 
Our vision is based on the four guiding principles of the computer 

clubhouse’s learning approach. We support learning and applying process 
through design via technological and digital materials. We aimed to help 
people build and develop their own interests in an environment of respect 
and trust. 

 
CONCEPT: 
Our starting point of design was “lego”. When you have three pieces 

of lego, you have many different combinations. On the other hand, when 
you add a ‘Port’ to these legos, you have infinite combinations. Through 
this thought, we decided to design our computer clubhouse with a ‘port’ 
and many mobile units. Aim of this design is to combine local -‘Port’- and 
global –port_ables-. In local –‘Port’-, local materials are tried to be used 
efficiently with technological components. In global –port_able-, highly 
industrialized, technological components are used. 

 
Our design has two main parts. ‘Port’ is the permanent element of 

the computer clubhouse. The purpose of the ‘Port’ is to be a plug-in for 
mobile units. The ‘Port’ is also storage for all computer clubhouse 
components. Different collages of the portable units around the ‘Port’ 
generate different relationships to the exterior environment including the 
integration of verandas, pathways, and courtyards into the port. 

 
DESCRIPTION OF THE DESIGN: 
Dimensions of the ‘Port’ are 8.00 x 23.50 x 6.50 m. The ‘Port’ is 

self-sufficient. There are photovoltaic panels on the roof. The roof 
structure has two unconnected layers. Ventilation is generated by the 
space created between these two layers. Also, ‘Port’ has 15cm raised 
platform from the ground level to create an air exchange channel for 
ventilation. 

 
Both on north and south façades of the ‘Port’, there are different 

layers for different purposes and climatic needs (if it is hot, a panel with 
pores can be used, on the other hand, for cold climates a panel with 
heating insulation should be used). These layers can move through the 
rails on both sides of the ‘Port’. According to the weather conditions, many 
combinations can be created. ’Port’ [permanent unit] and the mobile units 
[port_ables] are easily manufactured, have demountable parts, and have 
components for different climatic conditions. Layer materials depend on 
environmental, climatic, site and orientation data. Suitable layer 
components should be selected according to these data. Opaque, 
transparent, translucent, textile, bamboo, timber, glass, and local 
materials are used as layers. In addition, on the horizontal surfaces coral 



stone is used for locality. Photovoltaic panels are alternative energy 
devices and shading elements of the ‘Port’. East direction is the entrance 
façade of the ‘Port’. West direction of the ‘Port’ is designed for core 
functions such as storage of demounted mobile units and façade layers. 

 
There is a catwalk inside the ‘Port’ to see the working area at 

different view angles. It will help people to feel what is going on at the 
‘port’ and they can inspire from the atmosphere of the place. Also the 
catwalk can be used as an exhibition space. 

 
A dimension of the basic mobile unit is 1.20 x 1.20 x 2.50m. Each 

infrastructure determines the usage of each mobile unit. There are wood 
working unit, audio & video editing lab unit, fabrication lab, crafts unit, 
kitchen unit, wc unit, library unit, storage unit, administration unit, and 
exhibition unit. Units can be combined together for different kind of needs 
and also they can be used for individual, shared or communal activities. 
Additionally, people can sit on and work on with their laptops at top of the 
mobile units. There are no limitations for working areas. Also, the ‘Port’ 
itself is the verandah, courtyard, and restroom. 

 
Interior objects of the [port_able] project are mobile too. We aimed 

to design a dynamic and total space. For this purpose, we decided to use 
mobile, light and flexible elements to support the concept of the project. 

 
Mobile units are also self-sufficient like ‘Port’. They provide their own 

energies. There are plug-in points at the ‘Port’. Via these plug-in points, 
mobile units can charge themselves. Also, units can be used as plug-in 
mode at the ‘Port’. According to the program, mobile units can travel to 
other educational institutions and settlements at Kenya or other countries. 
[port_able] is a global project. Demountable parts can be stored together 
and be sent to other countries by every kind of transportation ways. 
Although the port_ables can go anywhere in the academy with their 
wheels, in some certain conditions very simply manufactured lifts can be 
used. These lifts will help mobile units to go to upper levels of academy. 
Courtyards, pavilion area, library, junior academy and its playground, 
senior academy and its lab, garden are some possible locations for 
port_ables. 



Computer Clubhouse 
Mombasa, Kenya 
 
Vision 
When we first looked at the brief our main concerns were to create a 
‘classroom of the future’, complete with wireless networking and new 
technologies, providing a chance to introduce the community in 
Mombasa to 21st century technologies, and to encourage the development 
of basic skills, creative thinking, problem-solving, and a sense of 
community. A place where adults and children come together to learn and 
socialise; mixing work and play and escaping the traditional idea of a four 
walled classroom. 
  
Another concern was to create a suitable environment for working and 
playing in a tropical climate and also to create a suitable design that 
would sit comfortably within the Aga Khan Academy and its traditional 
style buildings.  
 
Concept 
As a solution to this vision we decided that an organisation of separate 
areas with interlocking verandas and courtyard areas would promote air 
flow and sense of space within the clubhouse and that use of traditional 
materials such as timber and stone/earth bricks would help our building 
sit well in its context. 
 
Design Decisions 
Our initial design was a basic open topless box enclosing a large 
courtyard around which are set inward-facing rooms. However we felt 
that this did not interact with the rest of the Academy or allow interaction 
between the different activities and areas within the clubhouse itself. 
From this design we continued to try to ‘open up’ the square box, while 
retaining separate spaces for different activities and also linking spaces 
such as verandas and balconies to promote a sense of community.  
 
We also added a large louvered roof construction which although was 
primarily a climatic response became an integral part of our design 
scheme, and eventually decided on the organisation of our spaces below it 
in order to allow it to become a focal point of the clubhouse. As you enter 
the clubhouse under this louvered roof you are immediately brought into 
an open space from where you can see all the different activities taking 
place, even the graphics and computer room on the first floor, but the roof 
aims to link these spaces and thus create a less daunting area. However, 
this large roof structure would produce a large amount of rainwater that 



would need draining so we developed a system within the wall at the 
bottom of the louvered roof, thus creating a water feature of the wall and 
channelling the water under ground where it is collected and stored, and 
manually pumped up when required. 
 
Construction method: in order to create a building that relates to its 
surroundings we wanted to use traditional materials; unfired earth blocks 
to be stabilised with a small preparation of cement, roof tiles made of 
cement, and a local hardwood timber scarfed together to achieve wider 
spans.                                                                                                                                        
 
Here we have a design that is a fine example of an elegantly humble yet 
modern architecture, which will successfully give the users a sense of 
dignity and pleasure to be part of the school.  
 
 
 
 

 
 
 
       
 
 
 
 

Khawar Khan 
         John Milligan 
         Rafiq Mogra 
         Kristin Morris 



Computer Clubhouse, Mombassa, Kenya: 
Timothy John Barnard 
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Vision: 
 
We began by analyzing the site, with a view to extracting all the strengths and 
weaknesses with a special emphasis on the environmental issues-due to the very different 
climate to that which we were used to. Exploration of the surrounding area from a local 
and national point of view also highlighted many influential factors, such as climatic,  
political, social, cultural and historical issues. With this information we were able to 
identify an underlying theme which we then developed as a concept, ‘contrast.’ 
 
Having chosen a conceptual idea to develop, we then went about chosing a site location 
within which we could work. The goal of which was to create a functional solution to all 
of the issues raised by the site analysis. The site location was decided upon on the 
grounds that the clubhouse functioned as a building that could extend the sense of 
community within the school and surrounding urban areas and further encourage their 
integration. The scheme was therefore placed in a very central location. We chose the 
area on which all the existing routes converged, with the intention that people would be 
encouraged to interact with the club house frequently, whilst commuting between the 
other buildings.   
 
Concept: 
 
Since all the surrounding buildings were all very rigid, linear, and imposing we wanted 
our scheme to be fluid and subtle in form, carrying through the concept of contrast. 
Contrast was something that was with our design process from the beginning arising not 
only from social, political and economical contrasts but from the mere fact that a high 
tech computer club house was being constructed in one of the poorest continents in the 
world. 
The access routes to the site provided a great starting point for the flowing form of our 
design. Another key issue we all felt strongly about was, since it was very important for 
our scheme to be central, we really did not want it to detract from the existing plaza space 
- hence the landscaped form over the Clubhouse functions as a transitional element that 
people can use as opposed to a building that becomes an obstacle in a route. The result of 
which, we feel addresses the idea of encouraging people to interact with the scheme.  
 
Design decisions: 
 
One of the most dominant forms in our clubhouse design is the raised plaza that travels 
over the clubhouses room spaces. This form developed from the belief that we didn’t 
want the building to hinder any routes through what is a focal space within the school 
campus, which is also echoed in the building forms beneath the plaza, being highly 



permeable, both physically and visually. (Glass ends to the buildings on the sides which 
face the sight continue the visual permeability.) 
 
The idea of having the shallow, grassy banks leading up to the plaza space was, to give 
the impression, although not feasible at all points, that the raised area is not only 
accessible from most angles but that it is all part of the whole campus ie. that it blends in. 
When on the raised plaza area, there are views across the sports fields and also onto the 
“natural amphitheatre” created by the landscaping. 
 
The shape of the building arching out towards the pitches creates a natural court space at 
the front of the building and thus the curve of the grass banks was accentuated and 
stepped into hugging the court space creating a natural outdoor amphitheatre. 
 
A sliding wooden roof construction was implemented for utilizing the court space when 
weather conditions will favour outdoor working spaces.  
 
Tree shaded walkways frame the site round its perimeter, creating a visual frame to the 
scheme as well as the dappled shade creating a relaxing pattern on the pale stone floor. 
 
We very much wanted to adopt a low-tech approach to the buildings ventilation system 
which in turn played a significant part in how the buildings form developed. The shape of 
the scheme and its orientation in the site were carefully chosen to utilize the prevailing 
winds. The schemes shape in relation to these winds creates air pressure differences 
encouraging air movement all around it. The spaces between the buildings allow air flow 
between them (as well as creating a visual link between the parts of the site which they 
dissect) and the space between plaza and the building segments’ roofs is designed to 
encourage the movement of air over the buildings drawing heat from their physical 
masses.  
 
The ability to completely open up the building segments’ adjacent facades enables the 
possibility of one much larger space as well as providing some cross ventilation between 
rooms. The spaces between the three main building segments can also be opened or 
closed, by sets of latticed, concertina doors, enabling many different combinations of 
spaces. The raised plaza also shades the rooms beneath entirely from the sun. 
  
The materials we decided on were predominantly influenced by local availability and the 
climate but also the contrast theme. It was decided that it would be more appropriate and 
efficient to use lighter weight materials on the building segments as opposed to on the 
raised plaza area. The contrast being between heavy and lightweight materials. The raised 
plaza, as can be seen in the section, is constructed of reinforced concrete but dressed with 
a dark wood as are the latticed concertina doors. The building segments are constructed 
of earth brick and glass on a limestone platform. The landscaping is predominantly grass, 
however there are exposed areas on the sports fields side which reveal the concrete 
enforcing the idea of contrast. 
 



The audio lab (as well as the toilets and storeroom) was placed within the plazas banks – 
see plan, to take advantage of the natural sound insulation it provides whilst at the same 
time making use of space that would otherwise be wasted. 
 
All the rooms have power points enabling the users to adopt a plug and play approach to 
any computer work. There are also power points outside in the “amphitheatre” area. 
 
We have used three mediums for the display of our scheme, drawing, and two CAD 
programs. We felt the drawings were the best way of translating the ambiance. The 
sketchup would be used for presenting the form of the scheme within it’s context and the 
Auto CAD would be the best way to represent the technical drawings and materials. 
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Brief Summary of Project 
 
 
  
Vision: 
 
The proposed project is envisioned to adhere to four basic principles dictated by the brief: 
 

1. Transparency of Activities between spaces: Learning by Design (evaluating 
alternatives through others’ eyes). 

2. Easily-accessed, varied activities: Following your interests (providing users with a 
great deal of choice). 

3. Interaction between different users/age-groups: Building community (sharing ideas 
and collaborating). 

4. Safe, confident Environment: Respect & Trust (where users would experiment, 
explore & innovate). 

 
Concept: 
 

Building Concept: 
The main aim of the project’s design is to welcome and attract local citizens by using 
local resources and by giving the building a local character. The computer clubhouse 
with its high technological equipment should not seem alien to the people. To achieve 
this, local images such as the wood and trees are adopted by the building design to 
function as a magnet for all types of users. Furthermore, the building is meant to 
symbolize the Evolution of Technology and the Protection of Nature to achieve a 
User and Nature Friendly building  
Landscaping concept: 
The Shockwave of technology twists the direct lines of pathway axis of the site as 
they approach the building. This symbolizes that the building aims to trigger the 
society. 
 

Objectives: 
 

•  Attract local citizens 
•  Integrating Technology and Nature. 
•  Modifying Technology to Preserve and Enhance Nature. 

 
 
Design Imperatives: 

 
• Ongoing Evolution of Technology    =>   Spiral Stairs in  the heart of the building 

 
• Interaction and Integration of Different Spaces  => Spiral location of spaces 

 
• Conserving and Interaction with Nature =>  Trees in the heart of the building  

 



Design Decisions: 
 
The building accommodates various functions and provides high level of technology, yet 
maintaining the intimate and communal quality by the articulation of easy and straight 
forms used in the design similar to their culture.  
 
Opening spaces and staggering them around the food court (center of socialization), is 
intended to maximize the spirit of intimacy. Utilizing computers in all club spaces, aiming at 
increasing the casual spirit. 
This building aims at achieving an overall design experience that integrates all three types of 
aesthetic qualities,  

-  Formal ( concerning appreciation of forms, shapes, rhythm, etc) 
- Sensory ( concerning pleasurable simulation and sensation) and 
- Symbolic ( concerning positive and negative attitudes by symbolic meanings and 

associations)  
         (Lang 1988) 

 
 Understanding & appreciating the site: Respecting the surrounding limits & existing  grid as 
key for achieving intimacy  

� Direct connection with surrounding School. 
� Entrance located along the main entrance axis of the academy. 

     
 Orientation and climatic considerations: Creating an optimal micro climate is a key element 

to successful design 
1. Openings are wide towards wind direction to suck in soft-breeze into court and 

distribute it along the different spaces. 
2.  Rotation of spaces and articulation of landscape creating wind catchers and 

breeze distribution 
3. Location and orientation of verandas towards wind direction for allowing 

better air current & providing cross ventilation 
4. Staggered spaces forming optimum aerodynamics 
5. High trees in court for shading 
6. A wooden structure is made of available local materials, also acts as climatic 

modifier 
7. Building interface constituted of two layers, enclosing air in-between for heat 

insulation. 
8. Strategic location of spaces with respect to aero-dynamics 
9. Adjustable louvers at windows for shading 
 

   
 

This building is intended to not only focus on technical excellence. Rather, it aims at:  
-  Fostering partnership of the concern, commonality and cooperation. 
-  Bridging any divisions of identity, specialization or income level. 
-  Promoting for sharing experiences, evoking skills and sustaining cultural values 

and ethics. That is to say: “ an Architecture for all” … 
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The philosophy of the intended computer clubhouse is centered on the metaphor of 
"reproduction". Community based organizations, which are selected to host a 
computer clubhouse, are provided with resources as well as assistance and training to 
set up such a center that would operate as an effective technology reproducing 
program. 
 
The goal of the computer clubhouse is to motivate and inspire youth to discover their 
own innate interests, in such a manner that would develop their intrinsic capabilities 
and skills through the use of technology. It aims at providing an environment where 
clubhouse members not only learn to be effective users of technology, but also to be 
producers, and developers of that technology. Thus, the computer clubhouse is first of 
all a community builder, whose produced work acts as the motivating factor for 
reconstructing social relationships, so that what used to be guarded, professional and 
remote relationships are transformed into open, friendly and mutually appreciative 
ones.  
  
So, our VISION is formulated such that: 
We envision our building as flexible generator that develops and grows, parallel to 
time line. The main objective of this building is to introduce the latest technological 
enhancements to a modest community, while fostering adoration through 
communication and interaction.  A second objective of the building is to endorse a 
learning willingness through supporting productivity and team-working. 
 
We also envision our building as a main focal point, for all surrounding campus users 
and visitors, including children, youth, students as well as the entire community 
members of Killindiny. Upon its materialization, the computer clubhouse would act as 
production unit, engaging its members in effective participation within their 
communities as well as the outside society. 
 
So, our CONCEPT is manifested throughout the notion of "REPRODUCTION": 
We have chosen the "cell" as a reproductive element. Reproduction here proposes the 
production and reproduction of technology. A notion that keeps recurring along time 
and never stops from spreading, just like our building. Our building, therefore, is 
conceptualized as a "talent factory", fueled by technology and operated in an edu-fun 
manner, persistently developing and reproducing. 
 
So, our key words are:  
Freedom:  Materialized in the accessibility and openness of spaces. 



Entertainment: Materialized as the optimum way for gaining knowledge. 
Socialization: Materialized in the building configuration intended to foster 

interaction of activities and integration between people.   
 
So, our fundamental DESIGN DECISIONS are:  
The idea of the main reproductive element of our "talent factory" is the heart of the 
building.  Such a heart is designated as the main core, a place that absorbs and 
processes technology, then, evokes, spreads and communicates talents. 

 
This core is also a middle-of-the-project wind tower, a huge space for people to 
gather, while, at the same time acts a climatic modifier for the hot and humid weather 
of Killindiny. This is achieved through employing breeze-catching and cross-
ventilating techniques. 
 
Activities are then accommodated in octagonal spaces, linked with the heart on 
geometrical basis, demonstrating the notion of reproduction, where the octagon is the 
abstraction of the cell as reproductive element. Inside the octagons, activities are 
freely arranged, allowing for maximum visibility and interaction among users. 
 
As for the big tents covering the verandas, they are act as shelters for clubhouse 
members, protecting them from various harsh, undesired climatic factors, while acting 
as connector of spaces. The tents are stretched to continue over the window openings 
of the main spaces, acting as shading devices, breaking and absorbing the sun rays 
while allowing indirect light.  Nature is also reproduced inside the building spaces as 
green areas. 
 
The configuration of the building as proposed, adheres to our vision, materializes our 
concept and draws on our key words as imperatives for design decisions undertook. 



Vision: We thought of the image of the tree to be the symbol to that would help us 
develop our ideas and reach the comunity  at  a personal level. We thought about the 
importance of this image for education, and the comunity in general. We are concerned 
for the needs of the users and we aim to propose the best way for them to approach the 
complex. 
 
We tried to enhance the meaning of education and how different the project can be 
taking into account the technology as a factor that will determine the use, display and 
looks. We have considered this symbol to be also a refuge from the weather and the sun, 
the way local cultures use it but now we´ve tried to understand this complex as a shelter 
too. We´re positive that these ideas have played a big role in the conception of the 
building and in the end will become a refuge against weather, sun and also ignorance.   
 
We also aimed to play with the spaces, and making them recreational and 
multifunctional. We gave a lot of thought to the levels in the sense that we wanted to 
create the sensation of freedom and open spaces, the heights could help the user have 
different perspectives of the space and experience different atmospheres. We consider 
the shadowing an important factor for this project as we are convinced that the light will 
have an important impact in the appreciation of this project. 
 
Concept:  The concept for this project is the banyan tree as a symbol of education, the 
local vegetation and because of its very particular characteristics (shading, ventilation 
and humidity absorption).  
 
The multistructural nature of this tree was our inspiration for the project. We were very 
interested in the idylic image of education, being imparted while sitting under a tree. 
For our particuar purposes we decided to “climb up the tree”, use all of the tree and try 
to reproduce the multistructure for our complex. 
 
The position of our project is right in the middle of the main access circulation of the 
university and is thought to have the first wind impact all at once, this is that all the 
buildings of our complex are bound to receive the same ammount of air or breeze at the 
same time. So according to the images you would be able to notice that the wind does 
not entirely impact the building but rather flows between, over and under the building. 
 
We thought of this object as something that can be “occupied” in all its levels and be 
experienced in a vertical manner. For this we created levels and a sublevel, this gives 
the user the variety of heights that could vary from 1.70m to 3.5 from the ground floor 
and 5.30 from the sublevel to the highest level in the building. This assures the airing, 
different shadings and views.  
 
This also creates courtyards with different sublevels that take the user to the most 
important sublevel which is the main patio. This comunity area is a multifunctional 
space that could in the future become the central reunion spot in which different events 
(such as academic, cultural or even sports) could take place. 
 
The spirit of the project helped us decipher that the different areas should be isolated so 
we could enhance the vertical touring. The different areas are grouped according to their 
functions by which the ground floor accomodates the office and restrooms, the second 
level accomodates wood and craft workshops, and in the highest level we decided to 



accomodate the technology area with the computer clubhouse, audio lab and printing 
room. The access to the different levels are designed for everybody, handycapped 
people being able to access through the ramps to all the levels.  
 
For this project we thought it was very important to make a clear differentiation 
between ramps and verandahs. Our ramps are purely access and circulation devices 
while our verandahs are situated around the buildings facilitating access to the other 
levels and the stairscase. Each level and building has a verandah that can turn into a 
working space if needed, this by means of wooden and glass folding doors. 
 
Design solutions: Our main concern with our design solutions was the sorrounding and 
the environment. That our building could share the main characteristics of a tree, which 
are, shading, cooling, and comunity spririt that could lodge different activities being this 
what we understand as multifunctional areas.  
 
We aknowledged the importance of the contact with nature and the need for the user to 
feel a sense of comunity and sharing as well as keeping themselves from the weather 
and have a guarantee of a space that could support different kinds of activities and uses 
if required. 
 
For structural purposes we decided to accomodate our multistructure according to a grid 
that could support our buildings while at the same time simulating the original 
multistructure displayed in the lower part of the banyan trees.  
 
Regarding the staircase and the upper structure we tried to make an analogy with the 
treetop and how the branches grow thinner as they ascend. We decided the staircase to 
represent the thickest part of the tree, the trunk of the tree which would give support to 
the rest of the multistructure. 
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