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VASCULAR STRATA 
848155 EP Design Studio 1: Prof Marjan Colletti and Andreas Körner 

 

Brief 

The Yokohama Ferry Terminal building by Foreign Office Architects was designed in 1995 and built in 
2002. It has been an icon of digital architecture, embodying the paradigms of computation, smoothness, 
and fluidity. Now, almost three decades later, the studio invites students to rethink those paradigms. 
While the movement of passengers through the building was form-giving parameter for the terminal it 
was also an analogy to the flow of water. In this studio, students will investigate fluidity as something 
dynamic, erratic, and seasonally changing. Rather than building hydrodynamic shapes, we will explore 
the process of water making its way through matter. We will investigate this erosive process as a tool to 
program space horizontally, vertically, and over varying stretches of time.  

While the before-mentioned example of architecture was focussed on humans and their interactions, 
this studio is concerned with ecological considerations around the topics of wildness, materials, and 
seasons. The resulting architectures are vascular (alive, succulent, and thick) and striated (layered, 
folded, textured). The first term picks up the organic and biological analogies that are so often the source 
of inspiration for architects. The latter honours our current ecological epoch, the Anthropocene, as a 
time where we are increasingly aware of our imprint on both climate and terrain. 

 
Figure 1: Yokohama Ferry Terminal (plan), FOA, 2002. 
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Design task 

The task is to design a series of inhabitable structures on the site. It is left to each individual student, 
whether it consists of several smaller buildings or one larger structure. Each design must design the 
transitions from wet to dry / hot to cold. Whether this is through a series a series of platforms, walls or 
interfaces is, again, left to each student to decide. The design proposals do not have to have a specific 
program but must engage with the brief and the methods of the studio. 

 
Outcomes 

Each project will be designed and drawn as a series of slices or chunks perpendicular to the river’s 
direction. The projects will be developed through those exemplary chunks rather than a ‘complete’ 
building design. The final models (both digital and physical) must communicate the transition from 
aquatic to arboreal throughout the structure.  

 
Site 

We will be working with a site close to the campus along the river Inn. The river bends around 
Kranebitten and creates a series of sand banks that represent ambiguous terrain between water and 
land. Here, the seasons become visible by the changing water levels that alter the shape of the banks 
continuously but following certain principles. During the studio, the students will document the 
changes from autumn to winter along the design process.  (Alternative sites can be discussed based on 
student initiative.) 

 
Figure 2: The river Inn close to “IBK Hawaii” at Innsbruck Kranebitten (47°15'33.0"N 11°19'41.9"E) 

Methods 

In this design studio, students are asked to develop design strategies and to apply them to building 
design. The methods are fluid dynamics simulations, volumetric modelling, and texture mapping. The 
three tools will be used to investigate a series of questions. How can we organise space through material 
distribution and resolution? How can simulation outputs be used to generate volumes and mass for 
architecture? How can we design an architecture that operates differently across seasons? 

Furthermore, the studio will continuously evaluate the designs through three lenses:  
 

1. Poché – generate mass and then define through digital drawings 
2. Ecology – generate different environmental conditions as programme 
3. Material – differentiate space through texturing 

 
We will meet every week or second week for in-person design tutorials. In the beginning feedback will 
be accompanied by software teaching and mini-excursions to the site in Innsbruck.  
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Tools 

The tools are divided into three categories. For each category one tool is taught. There are other, 
sometimes more sophisticated, tools available for each category. A series of suggestions is provided, and 
students are invited to use other tools if needed. It is possible to successfully finish the studio with Rhino 
and Grasshopper only. Students are further expected to build physical models of their slices and chunks 
using digital fabrication techniques and/or casting materials. 

 
Category Taught tool Alternatives 
Curve generating Rhino (7) any 
Volumetric modelling Dendro for Grasshopper Cinema4D, Houdini, Blender, etc. 
Environmental 
simulations 

Eddy3D and Ladybug for 
Grasshopper 
 

Autodesk CFD, Butterfly, Simscale, etc. 

Visualisation Cinema4D, Rhino (7) any 
 
Requirements 

The course requires advanced knowledge of Rhino. Previous experience in Grasshopper is desired but 
not mandatory. We do expect an affinity for digital design tools and therefore specifically invite those 
students to sign up. 
 
Literature 

A reading of the literature is not mandatory for the design studio. The reading list provides the 
opportunity to contextualise the design work within the history and theory of architecture. Students are 
encouraged to engage with the literature to enrich their design projects.  
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London, New York: Routledge Taylor & Francis Group. 
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Figure 3: Morphology (Hütte 2003) 
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Figure 4: Riverbed  (Hütte 2003) 
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Figure 5: Layering (Körner 2020) 

 

 

Figure 6: Thresholds and pockets (Körner 2017) 
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Figure 7: Mass (Körner 2022) 

 
Figure 8: Material (Körner 2022) 


