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FABRICATING CONTOURS 
[2D > 3D AND BACK AGAIN]

This project serves as an introduction to fundamental 
relationships between virtual design and physical imple-
mentation. Furthermore, the process will address cor-
relations between volume and surface as well as basic 
methods of digital fabrication. The charge is quite simple; 
utilize a contouring process to fabricate a self-supporting 
physical object that reveals a geometric surface trans-
formation while preserving the geometric relationships 
established in the provided virtual model. This will require 
sufficient points of contact with the table surface to 
provide stability and predictable object positioning. Given 
the relatively limited amount of material you are provided 
with, a design strategy that is materially efficient, yet 
stimulating is paramount.
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Hubert Li
Yellow Studio
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FABRICATING CONTOURS 
[2D > 3D AND BACK AGAIN]

This project serves as an introduction to fundamental 
relationships between virtual design and physical imple-
mentation. Furthermore, the process will address cor-
relations between volume and surface as well as basic 
methods of digital fabrication. The charge is quite simple; 
utilize a contouring process to fabricate a self-supporting 
physical object that reveals a geometric surface trans-
formation while preserving the geometric relationships 
established in the provided virtual model. This will require 
sufficient points of contact with the table surface to 
provide stability and predictable object positioning. Given 
the relatively limited amount of material you are provided 
with, a design strategy that is materially efficient, yet 
stimulating is paramount.

Hubert Li
Yellow Studio
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Hubert Li
Yellow Studio

Hubert Li

Peter Salim Hubert Li Catherine Paquette
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PHILLIPS EXETER LIBRARY
LOUIS KAHN

AMIR JAHANBIN
48-125
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KAHN BUILDING SECTION

Using the underlying geometric principles and basic di-
mensions of the assigned buildings, you are to construct 
a three-dimensional rhino model that will subsequently 
be used to complete projects 3 and 4. Therefore, it is 
critical to produce an accurate and detailed model. You 
are not permitted to scan and trace drawings as it will 
not preserve the geometric principles and prove less ac-
curate as a method. For project three, you will cut a sec-
tion through your three-dimensional Rhino model of the 
assigned building and use AutoCad to further embellish 
the resulting two-dimensional drawing to add information 
and lend scale. While this section can be cut anywhere 
through the building, you are challenged with finding the 
most informative location. 

FISHER HOUSE BY LOUIS I. KAHN
HARTBORO, PENNSYLVANIA,USA
1960-1967
SCALE 1/4”=1’    JOEL MCCULLOUGH   

1 84 12

Kimbell Art 
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Amir Jahanbin

Alex Fischer

Joel McCullough



3.118 3.119

[IDM2]	 SECOND SEMESTER 2011/10/09
		  INTRO TO DIGITAL MEDIA2 project four

HYBRIDIZED BUILDING SECTION AND 
ANALYTICAL DRAWING

Using the base three-dimensional model created for 
project 3, you are to describe your building through two 
distinct representational methods, a perspectival section 
and an analytical drawing. The successful completion of 
these “drawings” will require the use of both raster and 
vector drawing methods to produce seamless hybrid-
ized products. Both drawings must utilize rendering in 
some form to communicate the quality of light within the 
chosen spaces. While this section can be cut anywhere 
through the building, you are challenged with finding the 
most informative location to cut your section.  
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Harris Mazur

Ying Lin Lin

Phillip Denny P. Kim
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SEQUENCE RENDERINGS

You are to generate an evocative sequence of rendered 
images that illustrate the spatial conditions found 
throughout your studio project. The play of light and 
composition of view are critical components and must 
receive careful consideration. Similar to a film story-
board, the image sequence should be understood as a 
device that can imply movement, allude to conditions not 
fully captured within the frame and provide evidence to 
where one has been and is approaching.  
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Peter Salim

Harris Mazur

Sam Lavery

Dan Sztanga
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TIME BASED DIAGRAM

You are to utilize animation techniques to produce a time-
based diagram of your studio project. The result should 
be understood as a communicative device in which the 
animation of form reveals the formative logic and intent 
of the project at hand. As such, the intent is diagram-
matic clarity rather than cinematic representation.  
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Talia Perry

Joel McCullough


