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What is Inter 3? 

Inter 3 is an Intermediate Unit at the Architectural Association run by Nannette Jackowski and Ricardo 
de Ostos since 2007. We are a unit strongly based on design, we like drawing, making and visualising 
speculation. We utilise architectural experimentation, literary poetic and interactive technologies to 
reconfigure infrastructures as social experiences.

Student’s projects from Inter 3 have been widely exhibited across Europe and the world. In 2011 Inter 3 
student Basmah Kaki was awarded the RIBA BRONZE MEDAL for the best Part 1 project worldwide. 

Students work individually but we enjoy a healthy group dynamic and a friendly enviroment for 
creativity and rigour to emerge naturally.

“A scientist may deplore the notion that there is any link between science and fan-
tasy, but fantasy always comes first. It is the creature of imagination, and without 
imagination, there would be no science. Every intention is the result of fantasy.”

--- Things That Never Were, Robert Ingpen and Michael Page

Landscape Study model - Suyi Choi

Earthquake Calendar - Shaeron Santosa

Christopher Kokarev



Edward Burtynsky, Highway

Glen Canyon Dam
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(Environmental) complexity and (social) participation are Inter 3’s main research concerns when exploring 
infrastructures and social conditions. Technological pre/post digital possibilities are growing rapidly, getting 
ever more complex and multiplying our ways to interact with each other and with the urban and natural 
surroundings exponentially. However our understanding of the environment around us does not match the 
same speed. While we seem to long for organic food, recycle our waste, despise blood diamonds, buy fair-trade 
coffee, tweet our hearts online, upload our intimacy on corporate I-Clouds and strive for ‘different interactions 
and experiences’ we, 21st century global citizen, can hardly grasp the environments we create, alter and re-
shape simply by being. In this scenario technological action and social reaction are not that straight forward 
and transparent, they are ambiguous at best.

This techno-social charade is a contemporary condition. While individuals might ignore or do not suspect the 
complexity and implications of piling up landfills on the outskirts of their towns, growing e-waste landscapes 
in distant worlds, exhausted abandoned mines, underground sweat factories, non-recyclable nuclear sites, … 
How does the public participate? Beyond the basic concept of the social and the public, that is ’giving shelter’, 
architecture can and should also speculate about possibilities of how spaces and cities will adapt to the techno-
social condition. Tales of wondrous unnatural opportunities, unexpected man-machine symbiosis, prototyped 
visions and cautionary stories about unforeseen catastrophic scenarios Inter 3 will explore many ways to 
create architectural spaces and enrich ambiguous situations.

“Existence is random. Has no pattern save what we imagine after staring at it for 
too long. No meaning save what we choose to impose. This rudderless world is not 
shaped by vague metaphysical forces. It is not God who kills the children. Not fate 
that butchers them or destiny that feeds them to the dogs. It’s us. Only us. Streets 
stank of fire. The void breathed hard on my heart, turning its illusions to ice, shat-
tering them. Was reborn then, free to scrawl own design on this morally blank 
world.”

--- Watchmen, Alan Moore

Diamond Mine - Eastern Siberia

Palm Oil Plantation - Borneo 
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“Cities, like dreams, are made of desires and fears, even if the thread of their dis-
course is secret, their rules are absurd, their perspectives deceitful, and everything 
conceals something else.”

--- Italo Calvino, Invisible Cities

1stAveMachine - Nature

Urban - Daniel Dociu

Technological Nature

Rural Protection?

Self-Fulfilling Fictions

With the rapid spread of digital communication methods, robotic fabrication and information availability we 
fast-forward into new possibilities of living. The physical world of data clouds and smart technology is often 
hidden underground, in large warehouses or secret city pockets but its impact is nearly universal. Their high 
invisibility has changed how we perceive the world and ourselves. On the other hand, cities and communities 
are bound to their origin, their mythical lands – areas where sacred practices influence life styles and decision-
making – continuing to practice rituals, ceremonies and social customs. While one side of the world accelerates 
into the future promising cities to be ‘smart’, ‘smarter’, the ‘smartest’, the other walks at the pace of time 
as re-enactment. Being modern but being rooted. The push and pull between both is the true nature of 
modernity.

Inter 3 explores the modern tensions between old and new utilising science fiction and film to create future 
visions for the city. Why? Imagination and fiction are the tools we have at our disposal to pierce into the 
unknown. Narrative structures have often been used to mould collective dreams, lifestyles, communities and 
cities. Both the myth of a better future and the nostalgia of the glorious past exist as devices that help us 
think about and design our built environment. In land disputes across the world past and future are presented 
in tension with each other. But the fight between progress and tradition is not the only thing at stake. Across 
forests, rural grounds and the outskirts of cities lies the possibility to shape a radically different future 
than that of our dominant consumerist culture. Could mythologies be used to shape a progressive form of 
future living? What would that space be like? Could mythical land and its vernacular tradition shape a new 
chronology of rituals and social practices?

We will specifically focus on ideas of ground (being rooted) and air (lifting, the atmosphere). The ground will 
be investigated as land and territory, but also as memory, energy and material. Air will be the test base for 
technologies and manifesting the invisible. We will explore how the past and the future influence, and are 
influenced by, forces of context and accelerating technological innovation. In more concrete terms, this year 
we will investigate the role of fiction – specifically time-based storytelling – to reveal the liminal borders of city 
and nature.

Within this fluid territory we will construct worlds that are not only visionary but also part of real contexts – 
architectures of voluptuous forests, emerging crystal cities, primal rituals and technological mantras.
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Inter 3 is well known for producing large atmospheric drawings based on digital as well as traditional methods. 
More than only illustrations, those drawings are strong compositions that investigate and discuss speculative 
contexts as the design of the architecture (building or landscape). We will continue to pursue the way we build 
up and visualise the image and atmosphere of the world to come. In addition and alongside the drawings, 
we will produce compositional models combining different scales and sometimes-performative aspects. 
Furthermore we will work with the concept of animation and filming in order to explore how the notion of 
time and change is intrinsically related to the idea of space and future.

Inter 3 is open to individual talents/skills and multiple forms of design/presentation methods, however, three 
aspects shall unify the rather diverse research and output:

1- The production of an interdisciplinary interactive architecture being able to transit between effective  
 and poetic modes (documented through process and identified in the final product), architectural  
 spaces and infrastructural fields;
2- A personal and inquisitive view of architecture, engaged with broader societal issues;
3- Fictional and literary inspirations informing process and/or programme (including video games,  
 graphic novels, sci-fi films and classic fiction). 

Most importantly, we are a design unit. If design was a language how would you express yourselves? The 
unit will continue having a strong focus on atmospheric expressive drawings, models and series of working 
prototypes. How can drawings ‘talk’ and express passion, disagreement, tolerance, refusal and criticism? 
Ambient drawing involves material choices, light conditions, space qualities and human emotions, sensual 
experiences. We highly encourage students to develop a very personal working method, design obsession and 
virtuosity.

A series of workshops, talks and individual tutorials will clarify how digital drawings and physical models can 
define a project’s ambience and ambition. We will empower students with a carefully selected tool kit in order 
to assist you with the right skills for the right task at the right time. 

Students are encouraged to research precedents not only in architecture but also in art, science, games and 
literature. Bearing in mind the intense research led attitude of Inter 3, students will be asked to constantly 
challenge the role of research and references within their portfolio (enough of Google pictures!).

Alexey Marfin

Drones assisting in rice field farming - Indonesia

Humanly natural?
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Term 1   [12 weeks: 25|09 - 15|12|2017]

01: Radical Reconstruction

We will begin our studies of future land thresholds by designing an imaginative version of a city’s future. 
We will imagine, speculate, draw, build, animate and film it. To imagine is to navigate into the unknown. To 
imagine a city is to manifest hidden layers and make them visible via architectures, places and situations that 
may not have a voice in a real urban fabric. If a city is a place where people congregate - not only live, work and 
perish - but a space for innovation, self-discovery and community bonds then such a place is always in process 
and constant motion. Our speculations will focus on selected areas of a city and we will work in manageable 
scales and problems. 

Fiction is not a denial of reality, but its multiplier. At Inter 3 we use fiction to learn about speculating the 
unknown, to connect to people’s culture that are not only based on consumption. We will regard the city not 
only by its pure needs and infrastructures (bridges, roads, sewages, dams, electricity) but also as a canvas 
for architectural fiction, alternate futures (what if…) and visionary places. The fictional city will mainly be 
designed in a physical performative model and further explored via film.

Term 1 is learning by experimentating and testing. In workshops we will learn techniques and skills such as: 
digital painting, digital and analogue model making (including arduino), filming and digital animation. The 
film will be the synthesis of those skills based on each student’s concept. But most importantly we will explore 
the technique of story telling and learn about how and why fiction is relevant in architecture and for people’s 
spaces. Why is time in architecture (seasons, life cycles, heart beats, contract times, duration) as important as 
space making? How can narrative be a practical tool for acting in the world? 

Conceptually each student’s film will be an introduction for the final project that continues with and after the 
unit trip in Term 2.

“The story of the transformation of mythology from its original primitive form, 
in which the vision is backward, to a form characteristic of crisis and change and 
of civilization, in which the vision is forward, is an important part of the story of 
Utopias and of planning reform.”

--- Robert Redfield, The Primitive World and its Transformations.

Final Fantasy XV

Radical Reconstruction - Lebbeus Woods

The Augury - Nathan Su

Augmented Mountain - Liam Denhamer
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02: To the Amazon of Asia, Nepal

This year we will venture to Nepal, the land of both mysticism and relentless urban growth. Wedged between 
the high Himalaya and the steamy Indian plains, Nepal is a land of snow peaks and Sherpas - superhuman 
climbers - yaks and yetis, monasteries and mantras. We will visit Nepal’s capital in the Kathmandu Valley 
where daily Hindu and Buddhist rituals coexist amid rickshaw traffic jams and the smell of candle burning. 
In Kathmandu we will learn how land prices have skyrocketed and the rise of a land mafia coupled together 
with the end of the civil war in 2006 have generated major environmental problems in the city. In Nepal the 
built environment and building tradition overlap. Ancient architecture and city design follow ancient rules 
and climate constraints. Ritualistic bathing pools, golden temples, winter ceremonies and colourful streets all 
connect with drawings and representation of life by the many aspects of the sacred in the region. 

To study the context of this ‘other’ destination we will understand architecture not only as the constructed 
object but also as culture and customs. We will especially look at the environment as the large thesis of what 
denotes the so-called built environment. Many anthropologists look at the world not as a place that is altered 
by us but the other way around. We as people encountered the world and are changed by it, in a meeting 
between what we are and the unexpected of every moment. This is also how we aim at studying Nepalese 
architecture and its capital. 

Trip recordings will present personal points of view. The sounds of chants in crowded streets, the views of 
gigantic hilltops on the Himalayan horizon and stepped agriculture valleys will be on our discovery trail. We 
will travel from smoky high altitude cities to low land dense forests. We will watch the stars near the Himalaya 
and the tallest mountains on planet earth. We will learn by interacting with locals, universities, NGO’s, 
futurists and mystics in the region. We will travel, learn by experiencing but also learn how to understand 
context via mapping, sketching, recording, filming and drone footage. Each student will individually capture 
the trip in order to shape her/his own view of the context. The final project starts here! Ultimately the trip 
is an incredible educational trip for students to learn how different ways of life are in constant change by 
environmental pressure, urban growth and the power of tradition in culture. The learning’s, findings and 
conclusions of this fantastic visit to Nepal will culminate in the final students design projects.

Gurung Tribesmen - Honey Hunters of Nepal

Kathmandu

Entrance to the Gupteshwar Mahadev Cave Temple

Pashupatinath, Temple of Lord Shiva- Kathmandu

“The architect, to help in framing and giving shape to the lives of others, also needs 
to be immersed. He or she cannot afford to ignore the calculations and benefits of 
the precise sciences, but must also attend to aspects less easily measurable though 
supported by shared experience and shared narrative.” 

--- Peter Blundell Jones, Architecture and Ritual
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“Things need not have happened to be true. Tales and dreams are the shadow-truths 
that will endure when mere facts are dust and ashes, and forgot.“   

--- The Sandman, Neil Gaiman.

Ash Archive and Shadow Theatre - Raz Keltsh

Sylvan Coda - Ran Ben Shaya

Term 2   [11 weeks: 08|01 - 23|03|2018]
+
Term 3   [9 weeks: 23|04 - 22|06|2018]

03: Self-Fulfilling Fictions

Following the unit trip we will focus on specifying a project proposal. Second year students will step by step 
define the project’s use, materials, scale and location by constant drawing and making small sketch models. 
Everyone will be encouraged to test ideas quickly by thinking via making and speculating via trial and error.

Third years will start the final project by taking the technical side of it further and right into the heart of 
Technical Studies (option 01). In other worlds we hope to continue the Term 1 momentum of learning digital 
and making skills developing a unique, complex and intricate TS proposal. 

Projects will be situated in Nepal and developed as a productive confrontation between ideas for future 
land based on existing real conditions of specific locations and sites involving a specific group of people or 
community. The scale and programme of the final project will be decided in conversation with each individual 
student. 

Term 3 is production! We will be working on final models and film pieces in order to articulate the whole 
project around a strong and evocative design argument. Towards the end of the year students are expected 
to think and design with a good level of confidence and independence. Skills, both technical and mental, are 
deployed in the so-called final set of pieces as a culmination of ideas, craft and critical argument.

Being mainly a design unit, all projects will be very well resolved in terms of space, form and context while at 
the same time drawn and modelled using evocative and atmospheric techniques.

The Living River - Erik Hoffmann

An Acoustic Lyrical Mechanism - Basmah Kaki
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3rd Years Technical Studies

Inter 3 offers a unique platform for bespoke and innovative Technical Studies. Based on each student’s 
individual project the TS3 will be a creative research focusing on the development of working prototypes 
mixing both low and high tech methods. 

Third year students will develop one technical aspect of the project as prototypes in order to connect unit work 
and Technical Studies. Inter 3 has a rich history of fantastic TS documents in which students utilise ingenuity 
and creativity to experiment with interactive technology, environmental studies and material tests. Successful 
past Inter 3 TS projects involved wind/acoustic energy generation, tidal forces, robotic buildings and 
aquacultures among many others. Reoccurring TS themes are interactive technology, artificial environments 
and sensorial ambience (light, atmospheric effects, performative spaces).  

Specialists from different fields will be involved in order to debate concepts and give specific input on the 
technicality of the project. The goal of the TS at Inter 3 is to enable students to produce a fresh and creative 
document based on the need and interest of each student and project.

It is hard work but fun and rewarding!

Yonathan Moore

Basmah Kaki

The Flood Mitigation ‘Super Kampung’, Jakarta - Erik Hoffmann

Assaf Kimmel

Nathan Su
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In Inter 3 we believe that personal interest is the best road for individual excellence. We will constantly 
promote talks about land, the future and technology but also bring guest critics based on individual student’s 
project direction. The projects will be generated through drawing/rendering, animation/film and physical 
modelling. In recent years the unit developed an innovative way to understand extreme environments and 
design imaginative responses, whereby the method of design production and project communication is a big 
part of that exploration.

Unit Key Points

Through the interaction of talks, individual tutorials, workshops, etc. we aim to stimulate architectural 
debates based on constant production – with ideas being shaped into elegant drawings and models.

Tutorials . Tutorials are held twice weekly on an individual basis throughout the year.

Talks . The unit will promote a series of talks held by us as well as specialist guests in order to explore a variety 
of spatial narratives and literary inspirations.

Specialist Consultants . A part of the unit’s budget is retained to invite specialist consultants to give talks/
lectures, form part of juries and/or hold individual tutorials.

Juries . Unit internal pin ups and critics are constantly held throughout the year in order to practice and 
further your presentation skills – graphically, physically and verbally. Juries with high profile guests will take 
place at least at the end of each term.

Portfolios . The process of a project is of high importance to us. Portfolios are expected to contain every stage 
of development of your project of each term rather than the final product only. They should include all sorts 
of representation material - drawings, sketches, photographs, collages, renderings, etc. From the first term on 
you will be encouraged to develop your own unique portfolio language specifically tailored to your project. Our 
aim is to increase individual diversity and reduce homogeneous architectural output; therefore we will also 
emphasize a research into drawing and other techniques based on the studied object. 

Models . 3d computer models are essential to present your project, but we also emphasize physical models and 
installations of all kinds, scales and stages as they will help you to explore your project from a different angle.
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The Lung of Phnom Penh - Maya Laitinen


