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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 01 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 come sfirst. 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

Sharpened Disorder - Shahaf Blumer

RIBA PRESIDENT MEDAL WINNER 2011Basmah Kaki - An Acoustic Lyrical Mechanism

Gastronomic Garden - Taebeom Kim

The Outpost - Interspecific Territoriality - Gordon 
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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

Edward Burtynsky, Alberta Oil Sands

The-Diavik-Diamond-Mine-Canada

Edward Burtynsky, Highway
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Things That Never Were

This year Intermediate 3 embarks on ‘Things that Never Were’ – an investigation of the creation and 
mediation of myths. Within architecture, tales and stories serve as bearers of symbolism and function, 
helping to simplify complex system environments for wider community access. Some stories evolve into 
histories, others become conspiracies, and some merely serve as fleeting moments. Over time various 
perceptions of environmental events have spawned multiple, disparate and antagonistic narratives 
among activists, terrorists and conservatives who struggle to find a place within mainstream media. 
Intermediate 3 will explore alternative settings based on existing environmental claims to learn about 
the roles technology and infrastructures play in cities and landscapes.

How do we construct and mediate a reality through stories and architecture? The unit will explore this 
question through physical model-making and drawings of alternate constructs. We will craft and tinker 
with large-scale models using numerous approaches – from digital scanning to hand crafting. And our 
drawings will serve as maps and renderings of our newly generated environments.

Intermediate 3 will voyage through strange places and unfamiliar truths in a ragged premiere of 
possible alternate futures, or ‘Things that Never Were’. We will read, think and, most importantly, 
discuss through design. We will reference environmental past and present scenarios and imagine 
fictional and functional variations. Through these investigations we will address the relevance and role 
of imagination in the age of sustainability evangelism and media relativism.

“When it comes, the culture of the Now will not oppose the present world as an 
invading army opposes its enemy, but rather as a new day overtakes the old – in the 
natural course of things, when the old world is tired and asleep and dreaming of this 
dawn.”

--- Lebbeus Woods

1stAveMachine - Nature

Technological Nature

Urban - Daniel Dociu



AA Intermediate Unit 3 Extended Brief 2013/14
Unit Masters: Nannette Jackowski and Ricardo de Ostos

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 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!).

Arduino Board

Theo Jansen sculpture - interactive beings 

City edge to City edge - humanly natural?

Michael Najjar photograph - man made?
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Term 1   [12 weeks: 30|09 - 20|12|2013]

01: The Wild Hunt 

What value does the unbuilt have in architecture today? We dream about an efficiently balanced 
environment but the reality is a turbulent global ecosystem of megacities, ever-growing pollution 
and social inequality. While the aspects of the not-yet-realised or not-yet-formatted often tend to be 
dismissed and left in a conceptual, ideal or utopian corner there are many architectural projects and 
literary speculations that elaborate the hard to read human relationship with nature and its forces of 
creation and destruction. Where the study and understanding of extreme and radical propositions 
create unforeseen sensibilities, unconnected technologies and alternatives to how people engage with 
the environment. 

During the first weeks of the year we will study, investigate and recreate fragments of existing 
projects and scenarios that explore challenging interrelations between natural forces, energy and 
living possibilities. In particular we will focus on Lebbeus Woods’ “Four Cities” project and the therein 
explored conditions of fire, water, earth and air to start our year long discussion on radical environment 
appropriation. All projects explore ancient geological time, instruments of measure and the survival in 
extreme environmental settings. They were not designed to be built but perhaps to imagine alternative, 
more mythical and ritualistic ways for civilisation to exist in the environment as a continuum metabolic 
horizon. Departing from the original concept we will draft new environments and think of their 
characters, lifestyles and alternative inhabitation of spaces utilising storytelling techniques. 

In this first phase students will learn technical skills, creative design thinking and setting up critical 
environmental theories. The output will be exuberant and interactive physical models exploring parts 
of the four ideal cities and their possibilities for alternative ways of living. The models will be further 
explored in photographs and animations to narrate possible post-occupation scenarios. 

“Four regions compose a world the lesser half of which divides yielding two demi-
gods: darkness and light-states of pure infrequency unharmonious intrepid ascend-
ing freely in time;”

--- AEON: The Architecture of Time, Lebbeus Woods

All Images: Lebbeus Woods
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02: Journey to the Kingdom of Wonder?

At the end of Term 1 we will voyage to the Kingdom of Wonder, also known as Cambodia. Investigating 
a country and its people deeply related to their environment and sacred myths we will observe and 
experience extremes of a culture. From the seasonal, combined lake and river system Tonle Sap, holy 
places, preserved ecological hot spots and UNESCO biospheres, paradisiacal beaches and the ancient 
Khmer temple complex of Angkor Wat to social organisations and communities dependant on gold 
mining, oil and natural gas exploration, rice production and fishing we will visit a region that has 
passed through adverse natural disaster periods as well as intense political turmoil in the XX century 
and that has now moved into an economy based national policy for industrial growth. We will be half 
anthropologists and half scientists in the search for relations between culture and environment. We will 
alienate the familiar and bring the strange into a new familiarity.

Most importantly the trip has the academic focus of:
-to understand the relationship between cultural myths and the environment;
-to learn how architecture and narrative manifest in people’s daily lives and celebration dates;
-to observe and identify a potential for innovation and cross-reference of architecture and environment;
-to collect and select design, technical and contextual elements for the final project;
-to produce a graphical dossier - an independent portfolio like document containing the trip and chosen 
subjects of interest;
-to learn how to live, work and enjoy each other’s company after hours on a bus ride!!

Students will observe, sketch, survey, interview, record and film. Each student will assemble a travel 
diary with notes, photos and collected materials. The collected data will be part of the evidence of 
interest that will aid students to construct the universe of references for the final project. Like in a 
detective story about to be take shape this is as much a curatorial task as the beginning of your case: the 
final design project.

“Science fiction is now the only place were the future survives, just as television 
costume dramas are the only places where the past survives.”

--- Miracles of Life - An Autobiography, JG Ballard

Khmer Temple Complex Angkor Wat

Rice Fields

Floating Villages in Tonle Sap

Fishing in Tonle Sap
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Term 2   [11 weeks: 13|01 - 28|03|2014]
+
Term 3   [9 weeks: 28|04 - 27|06|2014]

03: Things That Never Were

For the final project students will propose, articulate and create propositions based on alternated 
conditions in techno-social environments. Students will learn how initial ideas, conceptual diagrams 
and collected material from the unit trip are best assembled and sharpened in order to create their own 
personal outline for the final project.

Projects will be rich in design qualities and at the same time relevant as a critical way to think 
alternative ways of connecting myths (the horizon of desire and dream of communities), the 
environment (medium of metabolic exchange between resources and city infrastructure) and 
technology (new ways to produce, distribute or communicate based on new interfaces). 

Third Year students will develop their final design proposals based on technical elements in order to 
engage creatively with Technical Studies. The project shall be investigated in terms of material and 
sensorial performance. Interactive technologies and time narratives/transformations/performative 
technologies are technical lines of research stimulated by the unit’s rich and creative group dynamics.

“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.

Harikleia Karamali

Kings Vine - Soonil Kim

A Lyrical Mechanism - Basmah Kaki

Guided Growth - Ling Leng
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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!
The White Drought,
Chain Reaction Prototype,
Conner Callahan
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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 specifi-
cally tailored to your project. Our aim is to increase individual diversity and reduce homogeneous archi-
tectural 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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