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The design generation and development process will be outlined 
in this chapter.  The steam punk movement, as the major design 
informant will be introduced and outcomes from its principles will 

illustrated in the form of mood boards and images of physical 
models as a form of design exploration and possibilities.  Design, 
programmatic and conceptual development will be documented 
through visual and written explanation.  Critique and outcomes of 

presented.

 
 
 



Steam punk is a movement of the 1980’s and 1990’s which strove 
to reinterpret the Victorian steam age nostalgically with a science 

-
possible.  The illustration below strives to explain this combination 

The movement is technologically oriented, with particular focus on 
the  fantasy of what technology may be capable of (Illus 5.1).  Steam 
punk is prevalent in art, design, literature, music, architecture, 

Examples are illustrated alongside (Illus 5.2, Illus 5.3, Illus 5.4). 
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Illus 5.1 Steam punk  (Author, 2011)

Illus 5.2 Jules Verne’s “20 000 Leagues under the sea” (1869) is a classic  

Illus 5.3 Hayao Miyazaki’s “Laputa Castle in the Sky” (1986) is a 

Illus 5.4 Jean Pierre Jeunet’s “The city of the lost children” (1995) is 
stylised and contains steam punk elements (Hudler, 2010)
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reinterpretation of the “historical ideal” (Scott, 2008: 108) through 
current cultural production.

The “historical ideal” is recognised as the ideal aspects of the 
building which have been established according to the stripping 

as the facades and interior staircase, tiles and balustrades as 
discussed in Chapter 2.

Current cultural production is regarded as the need to apply extreme 
relevance of the design product to it users.  This is intended to be 
achieved through exposing products created by skills learners as 

design.

The second mood board (Illus 5.6), alongside is a development 

current users, time and programme.

building (craft, textiles, textures, fashion, mosaic, murals) as the 
opportunity for new elements.  The building’s historical and current 
users are depicted.  An historical photo of the building interior 

meaningful points of departure for the new furniture and product 
design, especially in terms of stripping back as a means to take the 
design back and then forward.

This mood board strives to address the concerns that steam punk 

programme and users which are current and historical.

Fold out Page:
Illus 5.5 (Above) Mood board 1, April 2011 (Author, 2011)
Illus 5.6 (Below) Mood board 2, May, 2011 (Author, 2011)

Steam punk is of relevance to the design project in that it accepts 
the truths of an historical age to an extent, and thereafter, imagines 
the impossible within the historical framework.  The imagination of 
the impossible detaches the historical from its time and appropriates 
it to futuristic possibility, thereby freeing it to another time.

immediate response to the steam punk movement as a possible 
design generator.  Images utilised in a digital collage format involve 
the fashion, architecture, interior spaces and technological focus of 
the movement.

movement, its response to the 1909 CEO / 2011 POPUP is not 
adequately expressed.  The theory of cultural production and the 
addressing of change in occupation, as outlined in the theory of 
alteration, are ignored in this process.  The design direction is 
inconsiderate of its context, users and time.  Spaces of this nature 
would be too removed from the point of reference of the users, 
which contradicts the theory of cultural production which strives 

Meamber , 2006: 12).

From this, it is concluded that for the design to move in a direction 
true to its theoretical informants, the 1909 CEO and 2011 POPUP 

users, times and programmes.  However, the exploration into the 
steam punk movement is not without value, since ideas regarding 
the approach to the historical may be abstracted within relevance 
to the 1909 CEO / 2011 POPUP. 
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5.3.1 Design Draft 1

building, its facade and internal staircase, as well as a design 
proposal within this shell.  The intervention is inspired by the 
precedent study, the Santa Caterina Market in Barcelona, and its 
treatment to the historical by a single radical element which caused 
a design impact to the architectural form and interior space of the 
building.

Natural light, within the 1909 CEO, although seen as being treated 
generously and resulting in pleasant spaces in the building, is 
not treated intelligently, since it is merely represented by a row of 
fenestration along the four facades.  Orientation, thermal comfort 
and programmatic compatibility with lighting type is not considered.  

Through this reasoning, it was decided that the idea of light may 
become a major design element through atriums and light wells 
which illuminate the inner parts of the building through natural light 

creating a visual impact to the building exterior.

Critique
The design concept of reinterpreting and re-imagining the 

historical “ideal” is not clear or visible.

product design ideas which can only be demonstrated through 
sketches).

The spatial freedom is limited by the structural columns.

Conclusion
Break the skin for increased space in mezzanine levels.
Maximise the quality and potential of light in the building beyond 

atriums and light wells.  Consider the facades.
Be bolder with the interior design.
Remove everything but the ideal, and redesign the building.
Return to the concept for design guidance.

Illus 5.7 Model 1, May 2011  (Author, 2011)
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5.3.2 Design Draft 2

in that it accepts the shortcomings of the initial design attempt and 

process and the light wells (also seen in Illus 5.11), as the major 
design element, is recognised as being a reinterpretation of the 
stairwell of the “historical ideal” staircase within the 1909 CEO.  
These new wells are similar to the historical in that they are seen 
as opportunities for natural light and circulation but differ in that 
they may become objects related to the user through signage, 
exhibition, seating, surfaces and storage spaces.  This is clear in 
Illus 5.11.

the building to create North facing mezzanine spaces which also 
have views across the railway line (Illus 5.9, Illus 5.10).  This is 
seen as an extension to the reinterpretation of light in the building.  
Mezzanines reinterpret and challenge the high volumes of the 1909 
POPUP through the introduction of intermediate levels (Illus 5.9).

Critique
The second mood board and model do not respond to each other 

even though the concept is the same. 
There is a lack of programmatic knowledge which is evident in 

the design process.

Conclusion
Reinterpreting the historical is more clear, since the “ideals” 

introduced to plan and section.
Schedule of accommodation guidelines are required to determine 

the sizes of spaces which break out of the facade.  A more detailed 
programmatic analysis is required to address this.

The architectural language and the interior design language 
need to be considered.

Precedent studies should be looked at for more guidance.
Illus 5.8 Model 2, May 2011  (Author, 2011)
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Illus 5.9 Plans and Section A, May 2011  (Author, 2011)
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Illus 5.10 3 Dimensional Stripping Back Study, May 2011  (Author, 2011)
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Illus 5.11 Re-imagining the Historical “Ideal”, May 2011  (Author, 2011)
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5.5.1 Entrance:

Illus 5.15

Illus 5.16
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Illus 5.18

Illus 5.17

 
 
 



Illus 5.19

Illus 5.20 

INHERIT VALUE
 

 
 



5.5.2 Cultural Production (Illus 5.21 - Illus 5.26)

5.5.3 Light (Illus 5.21 - Illus 5.26)

5 DESIGN DEVELOPMENT

5.5.4 General Comments (Illus 5.21 - Illus 5.26)
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Illus 5.21 
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Illus 5.22 

 
 
 



Illus 5.23 
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Illus 5.24 

 
 
 



Illus 5.25 

Illus 5.26 

5 DESIGN DEVELOPMENT
 

 
 



5.6.1 Dining Hall

5.6.2 Studios

5.6.3 Food LAB

5.6.4 Lecture Rooms
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Illus 5.27 

Illus 5.28 
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Illus 5.29 

Illus 5.30 

Illus 5.31 
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The design concept of reinterpreting and re-imagining the “historical 
ideal” through current cultural production has been exploited 
through the design process from the major design characteristics 
to the product design.  The mood board was used as a point of 
reference to inform design decisions in the treatment of space.

These characteristic design interventions include:
the introduction of new mezzanine levels which reinterpret 

existing volumes and add new structure.
the introduction of a multivolume atrium and skylight which 

allows natural light into spaces and visibility between and across 
spaces, revealing the activities to users.

applied by learners of the relevant skills training in a creative 
manner through concrete, wallpaper and mosaic.

the exposure of spatial activity through storage elements and 
furniture which exhibit food, art, craft, garments and decor.

a re-established relationship with the railway line in its inclusion 
as a contributor to site atmosphere achieved through, a promenade, 
views and visibility.

a new geometry which reinterprets the static, encompasses 
views, allows north light into spaces, plays on the word “POP - UP”, 

railway line from the city.

These characteristics are apparent in Illus 5.33 - Illus 5.40.
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Illus 5.33 Ground Floor Plan (POPUP student information and visitors centre, Dining Hall)- 1:200 (Author, 2011)
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82 Illus 5.34 Mezzanine 1 Floor Plan (Studios) - 1:200 (Author, 2011)
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Illus 5.35 First Floor Plan (Food LAB) - 1:200 (Author, 2011)
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Illus 5.36 Mezzanine 2 Floor Plan (Media Centre) - 1:200 (Author, 2011)
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Illus 5.37 
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Illus 5.38 Section A - 1:200 (Author, 2011)
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Illus 5.39 Section B - 1:100 (Author, 2011)
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Illus 5.40 Section C (Author, 2011)
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Illus 5.41 View of POPUP building from Salvokop Bridge (Author, 2011)

This view of POPUP from Salvokop Bridge is indicated in Illus 

encompassed in the framework design as a route which intersects 
Salvokop Square.  This is the major pedestrian route between 

Here, the 2011 POPUP is shown within the landscape and 

open spaces to be designed as a new landscape route within the 
framework.

5.8.1 Design Outline
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Illus 5.42 

Illus 5.42 depicts the entrance to the building via the information 
and direction structure east of the 2011 POPUP.  

The pedestrian entrance is shown as a direct route into this 
rectilinear space.  Also shown is the sculpture court and waiting 
area outside the 2011 POPUP, with concrete boxes of different 
heights (450 and 900 mm) to facilitate exhibition or seating.  These 
boxes are to be acid etched with the POPUP logo, painted orange 

transformation to the building exterior.
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Illus 5.43 

Illus 5.43 demonstrates the relationship between the building and 

potential for branding through visible signage.

values of the POPUP brand and new logo.
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Illus 5.44 

conceptual intentions of pattern, light and texture.  The new folding 

as a continuation of the interior space.  The use of translucent 
Perspex as the ceiling material will allow the passage of colourful 

to the historical, but differs in scale and use.  The gabions are 

transformation to the exterior space.

Ground Floor
The entrance (Illus 5.43) to POPUP has been designed to 
accommodate all visitors to the complex seeking assistance, 
information and orientation.

Visitors Centre, a new rectangular steel framed building, which also 
houses a changing exhibition of art and craft of POPUP students.  
The sculpture court, which diverges off the linear route (Illus 5.43) 

exhibition.  This court space leads to the entrance of the skills centre 
and is a waiting area for learners and staff of the skills centre.

The skills centre retains the historical eastern entrance to the 

The dining hall walls are treated with a wallpaper reinterprets the 

while adding pattern and texture to the space. 
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The cooking stations are designed according to functional use and 
materials such as bamboo, stainless steel and caesar stone are 
utilised for surfaces related to washing, chopping, cleaning and 
preparing of foods. A cold room has been proposed, with island unit 
stainless steel baskets and glass cupboards along the edges.  Fruit 
and vegetable storage boxes (c.f 6.7.3) exhibit ingredients along 
the edge of the atrium to mezzanine 2 above and mezzanine 1 
below.

the escalating platform, which allows ample space for 1 wheelchair 

Mezzanine 2

5.36).  The exhibition of stored books in the book box (c.f. 6.7.3) 
is found, once more, along the atrium edge, lending an idea to the 

requirements of social, corridor or bench formats.

Second Floor 

creating a visual link between spaces and allowing natural light to 

furnished with modular seating (c.f. 6.7.5) as found in the media 

tables of incremental sizes (c.f. 6.7.6).  The edges of the atrium void 

balustrade (c.f. 6.7.4) which reinterprets the “historical ideal” of the 

of the building and accommodate 1 wheelchair in each room.

The new Perspex 
interesting light and shadow, as well as colour and texture to the 
interior space.

the promenade continue the sense of pattern and texture to the 
exterior while reinterpreting the “historical ideal” of the chequered 

Mezzanine 1
The garment and decor manufacturing studio and the arts and crafts 

and to the ceiling below as seen in Illus 5.40. The atrium alongside 
allows visual access from the studios to the dining hall  below and 
food lab above.  The edges are furnished with clear storage boxes 
(c.f. 6.7.5) which take advantage of the visual exposure along 
the atrium, through exhibiting decor and craft in the process of 
manufacture.

Tables for the arts and crafts studio and the meeting area are 

for fabric rolls (c.f. 6.7.7) has been designed to screen off studio 
space from meeting space.  Rolls can be removed and taken to the 

tables over loose cutting mats.

First Floor

 
 
 



processes in mood boards, models and sketches provided 
meaningful options for design direction.  The process of recording, 

useful outcomes for the design development.

Furthermore, it is recognised that all design explorations of this 

and an intensive process of reviewing which led to the development 
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