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A SELECTION OF COMMENTS FROM MY STUDENTS 
From: William (Bill) Linehan, email, 06/05/2009 (ARCH1101),
“Just wanted to let you know that when you did intro to EXP 2 and you said we were 
going to use a new program and did short example of how it worked, I was cursing you 
and even starting of using UT 2004 i was cursing you. But have really enjoyed playing 
around with it especially the lighting side of it which i hope can get sorted out. I am a 
carpenter first then did TAFE course in Arch tech now have a little drafting business, but 
these new programs and approaches I am learning having opened my mind to the 
possibilities. Its taken me 17 years since I left school to get here but feel the journey, 
traveling, working in the industry hands on and then the drafting has been worth the wait 
and good basis for this course. I am loving it Cheers”

From: Natalie Rosin, email, 30/04/2009 (ARCH1101)
“On another note, I thought I may add that while many people complain about the 
workload for this subject, it is evident that most, including me, enjoy and are learning an 
immense amount from your lectures and the studio sessions every week.”

The next two pages are from CATEI Surveys:
“I loved the flexibility in the assessments, as well as the helpfulness by the design 
lecturer Russell Lowe and especially my tutor James Pederson. They were both so 
helpful, gave the best of help. I really enjoyed this subject I believe it really opened my 
eyes to the architecture world, everything behind the assignments had a meaning.”



“Being able to share our work with everyone else and being able to see everyone else’s 
work through the blog. Discovering new tools for designing and thinking in ways I 
wouldn't have thought of before.”

“The lectures were always interesting and teaches students to think outside the box. And 
there are a lot of interesting things during tutorial.”

“The best features in my opinion was the implementation of "concepts" into our 
modeling. Learning how to appropriately design spaces for our clients based on "ideas" 
and abstract notions was critical in my learning.”

“Challenging our way of thinking and designing by using computer software like Unreal 
2004. It forced me to think beyond what was 'reality' and to create 'unreal' environments. 
Also, the program was fun to use (although it took some time learning it). There was 
much freedom in design and so results varied greatly across the students.”

“Interesting engaging lectures Strong sense of peer helping peer in studio classes. Good 
collaboration.”

“I enjoyed learning the computer programs and the weekly tasks that enabled you to 
progress with your skills and ability to use these programs successfully. I felt the use of 
blogger was really appropriate it helped me keep on track with my work and also allowed 
me to assess my progress.”



BACKGROUND: SUGGESTIONS
ON HOW COURSES COULD BE 
IMPROVED 
“A online forum, so students can discuss problems related to unreal editor - maybe on vista? Distribute unreal 
editor on disk rather than making us buy it.”

ARCH1101 DISCUSSION FORUM IMPLEMENTED IN 2009. CURRENTLY OVER 1000 MESSAGES HAVE 
BEEN POSTED.

“Occasional lab lessons must be considered for people who want to learn how to use computer software like 
Google Sketchup and Unreal Tournament as a group.”

DISCUSSION FORUM PROMPTED STUDENT INITIATED “LAB GROUPS”, SEE THREAD HERE: 

http://groups.google.com.au/group/arch1101/browse_thread/thread/792abd83b2f46509

http://groups.google.com.au/group/arch1101/browse_thread/thread/792abd83b2f46509


TEACHING



ARCH1101: FIRST YEAR 
ARCHITECTURE STUDIO



ARCH1101

http://www.russelllowe.com/arch1101_2009/index.htm


EXPERIMENT 2 BRIEF. 2009



LESSON PLAN. EXP2. 2009



ARCH1101 FORUM. 2009



THE WORKSHOP WILL DEVELOP INQUIRY, LITERACY, 
AND COMPOSITIONAL SKILLS IN ARCHITECTURAL 
DESIGN PLACING A FOCUS ON MANUAL AS WELL AS 
DIGITAL FORMS OF ARCHITECTURAL 
REPRESENTATION. IN DOING SO IT WILL CONSIDER 
THE SIMILARITIES AND DISTINCTIONS BETWEEN 
MANUAL AND DIGITAL TECHNIQUES AS WELL AS 
DEVELOPING POTENTIAL OVERLAPS. STUDENTS 
WILL BE INTRODUCED TO A RANGE OF KEY SPATIAL 
AND ARCHITECTURAL TERMS AND WILL USE THEM 
TO DEVELOP A VOCABULARY FOR DESIGNING IN 

THREE DIMENSIONS.
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THOSE REPRESENTATIONAL
FORMS INCLUDE



SKETCHING SECTIONS
SKETCHING AXONOMETRICS
SKETCHING PERSPECTIVES
SKETCHING TEXTURES
GOOGLE SKETCHUP
UT2004 GAME MODING

BLOGING RESEARCH
BLOGING IMAGES AND TEXT
BLOGING COMMENTS 



COMPOSITE OF STUDENT WORK



RESEARCH + TEACHING



QUESTION 6 OF A SURVEY 
PUBLISHED IN CAADRIA 2008



Q6: HOW IMPORTANT WERE EACH OF THE FOLLOWING FORMS
OF REPRESENTATION IN TERMS OF DEVELOPING YOUR DESIGN
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BLOGING COMMENTS

20%
Each week the students were asked to upload images to their blogs and on several 
occasions they were asked to comment on the blog posts other students were making. 
In this iteration of the course the students were not posting anonymously. I would argue 
that this is the main reason behind the relative lack of value seen in this component of 
the course.  
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The slides that follow show sketches of 2 dimensional textures. In them students engage 
with ideas of transformation, notions of materiality and light and shadow. The key 
outcome is to develop ideas in sequences and series. This forms an introduction to 
research by design.  
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The slides that follow show sketches of sections; these were the first drawings the 
students made in the course and many had never made a design drawing before this 
experiment. They show spaces below, on and above a ground plane. Each space was to 
respond to a word the student used to describe a piece of art created by their client. 
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The task here was to take three simple shapes and organise them in space so that both 
the shapes and the spaces between and around them were activated. The same 
arrangement of shapes was required to be drawn from three distinct vantage points. 
Each vantage point should reflect a particular position on the notion of power.
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The task here was to take 3 simple, rectangular, prisms and in a series of steps form 
intersections between them. The students were introduced to a range of construction 
techniques as background for this experimentation. The Axonometric was presented as 
a device for macro and micro experimentation (e.g. diagrams and joints).  
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A network of blogs that fans out from the ARCH1101 course blog enables students to 
see all the work being produced by other students in the class. The course blog links to 
the 11 tutors blogs and on each of their blogs there are links to their students. 



Jeremy Harkins, Christian Grennan, Julian Cromarty, Matt Day,
Sandra Loschke, Vinh Nguyen, James Pedersen, Ken Baird,
Brad Inwood, Shaowen Wang, Helen Strevens

1 Course Blog

11 Tutors Blogs

220 Students Blogs

ARCH1101 STUDENTS
Metcalfe’s Law: as the members of users on a network grows, the value of that network increases exponentially. 

www.arch1101-2009.blogspot.com

http://www.arch1101-2009.blogspot.com/


35% VISITED ANOTHER
STUDENTS BLOG FOUR
OR MORE
TIMES A WEEK.
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60%
Computer game modding allows students to design and explore space in real time. They 
engage with many of the aspects critical to Architecture ... light, material, form, space 
and time. The following environments show spaces for two clients and a space in 
between where they are able to meet.
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The slides below show models from two experiments; in experiment 1 the models 
develop from sections seen at the beginning of the course while the final experiment 
combines SketchUp models and computer game modding. The advantage of combining 
these two approaches is that we see a range of environments demonstrating formal 
complexity but that are also able to be tested in space and time.   
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