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DESIGNING AN INSTITUTION 
TELLING THE STORY OF YOUR LIVE/MAKE COMMUNITY

2.3

“To really appreciate architecture, you may even need to commit a murder. Architecture is defined by the actions it witnesses as 
much as by the enclosure of its walls. Murder in the Street differs from Murder in the Cathedral in the same way love in the street 
differs from the Street of Love. Radically.”

-Bernard Tschumi, Advertisements for Architecture, 1978

Architecture is inherently narrative and theatrical—it sets the stage for countless stories to take place every day. More than a 
passive backdrop to these stories, the built environment is an active character in them, providing space, material and atmosphere 
that enable and encourage some types of stories, and prevent or discourage others. Architects refer to these events and activities 
as program. In some architectural design projects (both in school and in professional practice), program is clearly delineated 
and predetermined by the instructor/client: conference room; 300 square feet; accessible from reception area; acoustic privacy; 
dimmable lighting. You, however, are designing an institution and building type—live/make—with few direct precedents and no 
clear guidelines. Furthermore, you are designing not for today, but for fifteen or thirty years in the future. You are envisioning types 
of spaces and activities that don’t necessarily exist yet. This means that for you, program is something to be discovered, invented, 
and designed. 

Rather than thinking about your design project as a building, think about it as an institution or corporation: something with a 
mission statement, a business model, and a target market. You are the CEO of this organization, and will need to “sell” people on 
why this organization exists, what it contributes to the world, and what makes it unique. What would make people want to live here, 
visit here? What would make investors, the government, or the public want to fund this project?

In developing your concept for the type of community you’re fostering, you will find it helpful to begin by imagining what kind of 
Artist in Residence* program would occupy a substantial portion of this institution. It’s assumed this would be a cohort of 15-30 
people who live on-site for a fixed period of time, and contribute to the mission of that institution. It’s up to you to decide how 
these Residents might interact with the other inhabitants on site (maybe they don’t), but they will likely drive the culture and identity 
of the larger project. For example (borrowing from a previous studio project), a specialized residency focused on biotech and the 
re-engineering of the body could relate back to the role that fitness, beauty, and self-improvement play in our everyday lives and 
culture.

*Don’t be too swayed by the word “artist”—it is assumed that this residency is some combination of art, science, and technology. 
This could equally be thought of as Entrepreneur in Residence, Teacher in Residence, Chef in Residence, Roboticist in Residence, 
Musician in Residence, Mathematician in Residence, Climate Engineer in Residence, Farmer in Residence, Pilot in Residence, 
Athlete in Residence, etc.

 (l-r) The Day I Sold My Dad for Two Goldfish by Neil Gaiman and Dave McKean; Flooded Florence by SuperStudio
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Tell the story of your live/make community through a minimum of three vignettes that combine text and imagery—you’re encouraged to do 
more. These should be playful and over the top, and should inspire animated conversations! We will pin them up and discuss them as a 
group on Friday. Each vignette should be composed in Photoshop or Illustrator, and laid out in InDesign using the book template (full bleed). 
Consider the following when composing your vignette:

Imagery
• Work digitally in a collage style, though you may find it helpful to sketch out ideas or add line work.
• Use entourage (people, tools, drones, furniture, etc.) strategically, as characters that help tell the story. In other words, don’t use 
some random generic placeholder person, and don’t use ugly furniture. 
• Use architecture as a character too, but don’t try to “design” it—this isn’t the time for that. Instead, appropriate it—transform a 
precedent image enough that viewers will read it as something other than the source material.
• Should be somewhat spatial—you are trying to convey a “scene,” similar to a perspective drawing. You may find it helpful to 
establish a horizon line and vanishing point(s) in the vignette. Photoshop’s skew tool is helpful for transforming a 2D image or texture 
into a perspectival effect.
• Be intentional about the color and tone of the image—is it cool, warm, vibrant, muted? This is especially important because you’re 
collaging images from multiple sources, each of which has its own graphic characteristics. 

Text
• Just as important as the imagery! Just like a good drawing, you’ll need to work through multiple iterations and revisions.
• Can be as short as one sentence, or as long as a paragraph, as needed to tell a compelling story.
• May be formatted and placed however you choose (over the image, as a caption, etc.). Be intentional about font.
• Should be written in the 3rd person point of view. Try to avoid comic-book style speech bubble if possible.
• Avoid giving characters names (Harry, Maria)—it can be distracting. Instead, use pronouns (he, she) or titles (the boy, the inventor, 
the resident, the visitor). 
• Do give descriptive names to groups of people, spaces, events, and activities—naming is often the first act of design. 

 (l-r) ideograms by Xiaoyin Xie and Allison Lee


