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Project Studio Description  

 
 
 
 
 

The studio theme will be questioning the accustomed image of fun, which is most commonly interpreted as a passive activity of people. Fun 
is actually developed as a mode of resistance to routine and regimentation. The formula in short could be put as ‘exciting goings on’, leading 
to a conflation of happiness with well-being. Fun is also commonly underrated with the viewpoint that it as a transgressive or subversive 
element, both essentially negative connotations. These connotations could be caused by the association of fun mostly with ‘a lack of 
sophistication’. This notion requires a deeper questioning of fun, both in its conceptual side and also the spatial responses to it. 
 
The relationship between leisure, culture and consumption gives clues as a hegemonic construct of fun through capitalist provision of leisure 
spaces/activities and the development of leisure industries. The architecture of pleasure cut across a broad range of activities, social classes 
and cultural experiences (Fincham, 2016). 
 
The topic of “shaking up fun” implies that we will be questioning and even shaking up the stereotyped, conventional understanding of fun & 
spaces of fun in our current urban scene. The consideration of fun in our current lives should be opened up to critical discussion. How has 
this concept changed though time? who understands what today by fun and what are the correspondents of it? What is expected from it? 
(P1 & P2) 
 
In 1964, the influential project Fun Palace, designed by the British architect Cedric Price was an example of improvisational architecture, 
taking fun to a very experimental level. The project was one of the most innovative and creative proposals for the use of free time in postwar 
England and it also provided a model for the 1976 Centre Pompidou in Paris. In this improvisational proposal, citizens could escape from 
everyday routine and serial existence and embark on a journey of learning, creativity, and individual fulfillment. Price’s motivation, here was 
the emancipation and empowerment of the individual. The collaborator of Price in this project, the avant-garde theater producer, Joan 
Littlewood named it as “a university of the streets”, "a laboratory of fun' (1964). A piece of temporal architecture, which would permit multiple 
events and whose spaces would readily adapt to change. As socially interactive architecture, the Fun Palace integrated concepts of 
technological interchangeability with social participation and improvisation as innovative and egalitarian alternatives to traditional free time 
and education, giving back to the working classes a sense of agency and creativity (Mathews, 2006). 
 
We will study and delve into the project’s insights, imaginations, particularities and experiment on possible extensions of it (P3). 
 
 

 
 
Jane Jacobs, the distinguished author of urban studies, states as: “Cities have the capability of providing something for everybody, only 
because, and only when, they are created by everybody”. Within this project theme, this statement will be also a key understanding with its 
placement of people to the center in the creation of the city. 

Shaking Up Fun:  
Designing for an Escape from Everyday Routines 
Investigating Creativity and Individual Fulfillment within Fun Practices 

 
Drawing of the interior of 
the Fun Palace, circa 1965, 
Cedric Price 
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The following are some initial questions arising within the framework of the studio topic: 
 

• How can we question and tackle a contemporary and critical understanding of fun in the city of Istanbul?  
• How can citizens escape from their everyday routine and serial existence and enter into a journey of learning, creativity, and 

individual fulfillment (as Cedric Price envisaged in the 60s in his Fun Palace)?  
• How can this be transformed into creative spaces?  

 
After the discussion and exploration of ways of interpreting fun in the lives of citizens, the spatial outputs will be searched in several areas 
of Istanbul; like Atatürk Oto Sanayi Sitesi (Atatürk Car Repairers Complex), Dolapdere, Golden Horn (Hasköy/Sütlüce or other) etc. 
 
The studio will be taken as a research and production environment, the main theme will be developed by daily and weekly workshops, 
seminars, assignments, readings. Workshops and seminars will be organized by invited guests. 
 

Project Studio Structure and Plan  

Course Plan  
WEEK DATE TOPIC 

1 21.02.2022 
24.02.2022 

Introduction to the Studio I Main theme + Process P1: inquiry and laying out sequences of “Had very much fun at …!”  
P1: inquiry and laying out sequences of “Had very much fun at …!” 

2 28.02.2022 
03.03.2022 

P1: inquiry and laying out sequences of “Had very much fun at …!”  
P2: Folies (by sticks) 

3 07.03.2022 
10.03.2022 

P2: Folies (by sticks) 
P3: Reading on / extending / variating Fun Palace  

4 14.03.2022 
17.03.2022 

P3: Reading on / extending / variating Fun Palace 
Workshop 1 

5 21.03.2022 
24.03.2022 

Site works 
Site works 

6 28.03.2022 
31.03.2022 

Site works 
Workshop 2 

7 04.04.2022 
07.04.2022 

Scenario development 
Scenario development 

8 11.04.2022 
14.04.2022 

Jury 1 
Workshop 3 

9 18.04.2022 
21.04.2022 

Studio works  
Studio works 

10 25.04.2022 
28.04.2022 

Studio Works 
Studio works 

11 02.05.2022 
05.05.2022 Fall Break 

12 09.05.2022 
12.05.2022 

Studio works  
Jury 2 

13 16.05.2022 
19.05.2022 

Studio works  
Studio works 

14 23.05.2022 
26.05.2022 

Studio works  
Studio works 

15 30.05.2022 
02.06.2022 

Studio works 
Final Jury 

 

Recommended Readings 

• The Sociology of Fun, Ben Fincham, Palgrave Macmillan, London, 2016 
• Form Follows Fun: Modernism and Modernity in British Pleasure Architecture 1925-1940, Bruce Peter, Routledge, 2007 
• Bir eylem/eğlen[ce] laboratuvarı olarak Fun Palace: mekansal deneyim açılımları ve yansımaları / Seda Gül, Master Thesis, ITU 

Graduate School, Architectural Design Program, 2015 (https://polen.itu.edu.tr/handle/11527/14302) 
• Social potentials of pattern: Cedric Price’s Fun Palace, Onur Özkoç, Master Thesis, Middle East Technical University, Master of 

Architecture, 2009 
• The Fun Palace as Virtual Architecture: Cedric Price and the Practices of Indeterminacy, Stanley Mathews, Journal of Architectural 

Education, Feb 2006, Vol. 59, No. 3, pp. 39-48. (https://www.jstor.org/stable/40480644) 
• This is Temporary - How Transient Projects are Defining Architecture, Cate St Hill, Riba Publishing, 2016 
• The Anxious City, English Urbanism in the late twentieth century, Richard J. Williams, Routledge, 2004	 
• The Cultures of Cities, Sharon Zukin, Blackwell Publishers Inc, 1995 

 
Project Studio Assessment  

Studio is a production space where all students learn from each other through discussions and presentations. During studio hours daily 
assignments will be given. The work produced will be shared and discussed in order to discover critical qualities related to the problem at 
hand. Students will develop their work based on studio critiques through home works which in turn will be discussed in the next studio hour. 
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Students are responsible to discover the best means to communicate their ideas using drawings and models. The works are commonly 
discussed in order to develop proposals of the students. Thus, the students are expected to develop a critical thinking perspective. %80 
attendance is a requirement for this course.  

Participant’s performance during the term will account for the %60 of their final grade. The remaining %40 will be determined by their final 
project submissions. 

Project Studio Evaluation Criteria 

● Participation to the project studio sessions, juries and workshops 
● Contribution to the studio atmosphere and productivity 
● Investigative identity, progress and maturity 
● Originality, personal interpretation of the design problem, tackling the problem in a multidimensional way, competence in being 

able to look at the whole process with a critical view 
● Competence in establishing the relationship of design decisions with the context, program and spatial-formal-tectonic order 
● Competence in the use of representation tools for generating, producing and presenting design ideas 
● Care taken to ensure that submissions are made on time and in the context of what is desired 

Minimum requirements for final submission 

● Mappings and diagrams revealing research outcomes and various interpretations on individual design thoughts and decisions. 
● An adequate expression of individual architectural visions and proposals with a research on drawing techniques and orthogonal 
● drawings including but not limited to plans, sections, elevations, axonometric drawings in appropriate scales 
● 3D expressions and models on different scales considering contextual and tectonic relations. 
● Storyboards, transcripts, serial sections, models, writing, etc. to explore and represent different aspects of design thoughts, 

decisions and proposals. 

Contributors  
The whole studio works will be enriched and supported by invited guests who will be giving seminars, organizing workshops and participating 
the juries. 

 


