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Abstract

Sitting in a pub in Dublin, | tried to understand the
architectural qualities of my so-called watering hole.
The stylish wood and spatial divisions were pleasant
but were not the full reasons behind why | loved being
apart of the place.

| started to think why architecture is not valued
through our sensibilities? Or a better question, how
can architecture be valued through our sensibilities?

Our emotions are developed through our experiences.
The movement through the pub, my actions within
the space, and the senses being formed from my

surroundings helped my understanding of why |
enjoyed the pub. There was a function, a process,
and an interpretation of senses.

Our senses are developed from our immediate
environments. We know ourselves in relation to other
things. We know how certain things make us feel.
Things have histories and we evaluate these things in
relation to our own timeline. When these relationships
and feelings meet we understand our surroundings
through placement. Here is where we dwell in a place.
Place is the building, within the building, and around
the building. Place and dwelling are more cognitive
than physically inhabiting within a location. #1

Our understanding of how we love a building starts - IR il
with place. N ail

| 2 :._l_,.l i
How do you design a place? ,:’_r;-t%-—;;_}a I?‘ _
How do things and people belong to these places? = AR 4 N ' L F3 Y
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Can a bar and brewery become one of these things | Aan’ W ;‘f
onthe t_)ar_wks of the Potomac in Old Town Alexgnqna’? Crowded O'Neil’s, Dublin. Drawn without People
And, will it make a new and better place? Will it be Crowded Whisky’s, Edinburg. Drawn with People
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FINDING PLACE

My decision to design a brewery for Old Town,
Alexandria was one of understanding and ideally
enhancing my local place. | wanted a building
to serve and be served by the local public. This
engagement establishes an intrinsic value due
to the interpersonal relationship it has with its
surrounding dwellers.

Today, modern man tends to be nomadic. We
rarely stay in a place long enough to dwell. Alot of
houses and neighborhoods are designed to make
us feel comfortable but rarely do we feel at home.
These structures are temporary and devoid of
our personal attachment. We must learn to dwell
through our building.

When we build and dwell, we truly care for
our environments and surroundings. We are
associated as being a part of the surrounds
instead of being within. Topophilic notions about
our places form when we settle and dwell. We
establish it as our place and it establishes us as
its citizen.

But how can we design a place? How can
we design a place that fits into another place,
especially in a district like Old Town, Alexandria?
Old Town is known for its colonial style and sense
of nostalgia. Contemporary design in Old Town
has to support and integrate itself within an
already established place. Old Town is viewed as
a holistic image first and foremost then we focus
on the monuments within it.

The bar and brewery design contain personal
feelings and attitudes that have been developed
through an immediate contextual relationship
with Old Town. | studied traditions, paths, places,
monuments, material significance, histories and
other entities found in planning. | frequented bars,
restaurants, and events in order to socialize with

Time Passing @ Old Town Waterfront Park
Alexandria, Virginia



my surroundings. Only when you understand the
existing place can you start to design a new one
that belongs and supports the existing. | move for
design to be integrative not destructive.

Even the pragmatic functions of the building need
to correlate with an existing place. Old Town is
full of bars and upscale restaurants that need to
be served. A brewery can serve these institutions
beer that expresses the local character. Yes,
taste is developed through place. When you brew
beer you take a taste of the barley and hops of an
area and mix it with water of an area. Each beer
has a distinct flavor due to its place. Architecture
follows these same guidelines.

| brewed to understand process and find the
relationship between man and creation. Only
experience and time develop senses. Beer
reveals what went right and wrong in the process
through its taste. Aesthetics of a purely crafted
beer, the function of the equipment used to craft
the beer, and the style of the beer mingle in order
to develop character and feeling.

My process of design worked the same way.
Instead of pot full of wort, | used architectural
drawings to express my experience and time
in Old Town. This is not a formulaic approach
to architecture. However, it is a personal
understanding of the tools | can use to determine
a design for a particular place. The tools of plans,
elevations, sections, models, and perspectives
helped me find a place but it is not a guarantee
for another to find it. Remember architecture
is objective and subjective. Also, this is not a
sequential approach. Plans did not come first
nor are they last. The development of each tool
helps to understand other tools therefore there is
a collaborative building of a place. This building
provides a chance for a designer to dwell within a
newly created world. Only when we find value in
this world can it have the potential to belong and
create places that contribute to our dwelling.
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Beer and Place Study
Collage




PLANS

By pointing, we locate. “Here is where
| want to be.” We understand plans by
finding relationships of lines used to identify
a moment. Thus far, these moments do
not have a mass, just a location. The only
measure found in plan is distance from one
thing to another. Distance implies path and
path is a witness to the passage of time.

Plans tell stories of old rivers cutting away at
the waterfront or things that existed or may
still exist. Tracing a path tells a short story
of a tourist promenading down King St. in
Old Town, Alexandria, or a woman out for a
stroll in her neighborhood down by the water.
There is an inherent narrative in plan.

Good stories come from people who know
an area. They vividly describe for us in order
recreate the world they witnessed. To use a
plan, you must know the area.

When starting my design | simply started
walking. | was engaged with Old Town. |
studied habits, paths, processionals, districts,
and the relationships between them then |
translated it into plan. It was only then that |
could start to find a place.

My site, or initial place, is located at the end
of Prince St, along the Strand and directly
on the Potomac. Here | decided to locate a
brewery and bar for the citizens of Old Town.
The site is located at the intersection of two
main paths and in one neighborhood. King St
is known as a promenade, but this brewery
is not only for casual tourists. The brewery
must be a part of a neighborhood. The river
trail is interrupted at the site by parking lots
and old warehouses that have fallen into
disrepair. This intersection is perfect for a
civic structure.
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Old Town Alexandria Plan and Path
Pencil

Brewery and Bar Site Between Prince St and Duke St
on the Strand in Old Town Alexandria, Va
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Site Plan Study of Potomac Over 150 years
Beercolor
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Neighborhood Plan of Brewery, Bar, and Beer Garden
Beercolor/Pencil
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Beercolor/Pencil



ELEVATIONS/SECTIONS
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Elevations and sections use the moments
found in plan to pronounce objects in a field of
objects. These objects have a height, width,
and depth. Each drawing reveals a fragment
of dimension. Only when plan, elevation, and
section are studied together do they imply a
three dimensional sense of space.

Our bodies are capable of knowing three
dimensions. Architectural drawings break
down these dimensions into separate parts
for us to focus and study them individually.
To alter one has direct influences on another.
There must be a harmony between each
drawing or one of the three will show the
flaw. A prime example of harmony between
the three drawings is found in materiality

Section Through Brewery
Pencil

In elevation, materials are represented but only at the surface.
Modern representations in architectural elevations show initial
feelings of materials developed through vision. Surfaces represent
materials but sometimes they are not the same materials they
represent. Wood feels like wood, smells like wood, ages like
wood, etc. Brick follows these same laws of characterization.
Some contemporary brick facades feel flat and light because they
are only a skin covering. Ceramic wood grain does not age and
tell the same story of a growing tree. Elevations reveal the visual
effect of materials thus making this beauty skin deep.

Sections show weight and composition. The materiality shown
in elevation is expounded upon. We know the true depth of a
material and the purpose of the material. Is the material only for a
facade? Does it carry a load? Can this material span the distance
found in plan? When we recognize the function of a material then
we understand and have a feeling towards it. The 2” thick stone
facades found under poorly designed porches carry the meaning
of falsehood and it is readable on the surface.

Additionally, there needs to be a harmony
between ourselves and the dimensions found
in plan, elevation, and section. We compare
ourselves by formingarelationship of proximity
to objects and surfaces. This comparison
develops proportion where proportion is
mathematical as well as empirical. A bar is
proportional to a man drinking, not a child
stretching to try his first sip of alcohol. A
brewery is proportional to the coppers, mash
tuns, and to the act of fermenting large
quantities of beer. Proportion is subjective
because no object or person is the same as
another. Likewise, our spaces and designs
change proportion to fit its typical dwellers,
namely people.



Second Floor Plan, Bar Level
Pencil




30
Roof plan of Bar and Third Floor Plan of Brewery
Pencil
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Brewery Flow, Brewery Third Floor Plan

Pencil
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West Elevations: Brewery
Pencil

West Elevations: Bar
Pencil
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Typical Wall Sections of Bar and Brewery
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MODELS

| created a world in model. Kids see it.
Sometimes we fail to see it. A model is a
place. A smaller place for action figures to
fight villains. Only in model can one set a
stage.

When making a model, we tend to retreat
into our childhood. We play, we stack, and
we create. What sets us apart from our junior
counterparts is a better understanding of the
implications our designs have on a wider
scale of objects and people. We set a stage
for the life of citizens.

The stage is constructed through our studies
of plan, elevation, section, and modeling.
Modeling clarifies our understanding of the
moment where material becomes reality.
Roofs become heavy/light or oppressive/
expansive. Brick is heavy and sturdy. Wood
is light and has great tensile strength. Models
reveal these feelings about materials and
elements by expressing their capabilities and
attributes. We define these materials through
our perceptions and our relationship to these
surfaces and masses.

Unlike plans, elevations, and sections,
models have a tendency to physically give
us presence and significance. We build them
thus we acknowledge their existence as
objects. Significance is expressed in relation
to our nearness to the things we build. When
we build we start to dwell, not in the sense of
inhabit but in the cognitive sense of dwelling
within. Spatial proportion and materiality
starts to form a stage or a place for our own
stories. With modeling, our drawings become
realities and they are no longer just two-
dimensional architectural representations.

13

Even Walls Get a Little Inebriated



Massing of Brew Complex and Fermenter Wall Study
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Massing around Waterfront Park




PERSPECTIVES

The best way from me to understand what it
means to dwell within a place was to repre-
sent it through perspective. The construc-
tion of perspectives involves collaboration
between all the findings of the conventional
modes of design. The ideas of distance from
plan, massing and material from elevation,
and composition and space from section de-
velop a picture of potential reality. The model
becomes a reality. For me, perspective
places you within this newly formed reality.

In perspective, | can approach an object. |
can see potential material qualities. There
is @ movement from one thing or surface to

View from the Strand and Prince St
Pencil

another. There are characters living and engaging. Men sit and
drink away depression. Sorority girls stumble down stairwells
and grab onto the wall that appears to be stable. Another man
is taking new kegs to the bar early in the morning. Perspectives
drawn at eye level give a relative view of how things can be in a
sense of idealism. With all these combinations there is a devel-
oping atmosphere. Serene, isolated, crowded, etc are examples
of these atmospheres we find in perspectives. Atmosphere
sparks feeling and with these feelings we complete a narrative
set in our minds. Objects have histories, things have characteris-
tics, and people are living in and around them.

| found place in the process of representing architecture through
our conventional drawings and models. Without the information
of each drawing set | could not find a place to dwell within. | had

16

to engage myself fully in my drawings and
models. Therefore, | was a character in my
own narration of place. | had to drink at my
bar, brew in the brewery and get drunk with
the drawings and models themselves. Only
when | collected my represented senses

in my fictitious world could | fully find an
affectionate bond to the designed spaces.
The structure now has a life and a legitimate
place where it belongs and in return the
place belongs to the Bar and Brewery of Old
Town, Alexandria.
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Experience of Brewing: Approach from the Strand
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Experience of Brewing: Tasting Porch, Tasting Room
Breezeway, Cooler
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Tasting Room Floor
Pencil
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Fermenters Dwelling Within the Wall

Pencil
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Bottling Floor
Pencil
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Brewery Breezeway
Pencil
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Beer Garden/ Drunk in Public
Beercolor/Pencil




North Elevations
Pencil

South Elevations
Pencil
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Waterfront View of Beer Garden And City Park
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Airplane Views
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Beer Garden

Pencil
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East Elevations: Bar
Pencil

East Elevations: Brewery
Pencil
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Bar from the Potomac
Pencil
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Hop Garden and Bar Entry w/ I-495 in the Distance
Pencil
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Section Through Bar, Restroom, and Coolers
Pencil

Section Through Bar’s Entry Stair and Coolers
Pencil
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Bar Level and Bathroom Plan
Pencil
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Experience of the Bar:
Approach from Prince St, River View
Entry Hall w/ Drunken Wall, Bar, Bathroom
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Bar Entry Stair w/ Drunken Wall

Pencil

34



Bar w/ Drunken Wall and Drinking Rooms
Pencil
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Wash Room

Pencil

36



BIBLIOGRAPHY

Arnheim, Rudolf. Visual Thinking. University
of California Press, Berkley. 1974.

Bachelard, Gaston. Poetics of Space.
Beacon Press, MA. 1994.

Benedikt, Michael. For An Architecture of
Reality. Lumen Books, New York.
1987.

Botta, Mario. The Ethics of Building.
Birkhauser, Basel. 1997.

de Botton, Alain. The Architecture of
Happiness. Pantheon Books, New
York. 2006.

Buhner, Stephen. Sacred and Herbal
Healing Beers. Brewers Publication,
Boulder, CO. 1998.

Calvino, Italio. Invisible Cities. Harcourt, Inc.
San Diego 1972.

37




Dornbusch, Horst. Prost! the Story of
German Beer. Siris Books, Boulder.
1997.

Eames, Alan. The Secret Life of Beer. Story
Publishing, North Adams, MA. 2004.

Eliade, Mircea. The Sacred and the Profane.
HBJ Book, New York. 1959.

Heidegger, Martin. The Basic Problems of o
Phenomenology. Indiana University
Press, Bloomington. 1988.

Heidegger, Martin. Poetry, Launguage, _ : |
Thought. Perrenial Classics. New '
York. 1971. =

Holl, Steven, Questions of Perception.
Willaim Stout, San Francisco. &,

Jackson, John Brinckerhoff. A Sense of = =
Place, A Sense of Time. Yale
University Press, New Haven. 1994,

Jackson, John Brinckerhoff. Landscape in
Sight. Yale University Press, New
Haven. 1997.

Jackson, John Brinckerhoff. The Necessity
for Ruins and Other Essays.
University of Mass Press, Amherst.
1980.

38



Leatherbarrow, David and Mostafavi,
Mohsen. On Weathering. MIT Press,
Cambridge, Mass. 2001.

Le Corbusier, Towards a New Architecture.
Dover Publications, New York.1986

Lynch. Kevin. The Image of the City. MIT
Press, Cambridge.1960.

Meinig, D.W. The Interpretation of Ordinary
Landscape. Oxford University Press,
Oxford. 1979.

Merleau-Ponty, Maurice. Phenomenology of
Perception. Routledge, New York.
2002.

Moore, William. Home Beermaking, Ferment
Press, San Leandro, CA. 1991.

Mumford, Lewis. The Culture of Cities. HBJ
Inc. New York. 1970.

Norberg-Shulz, Christian. Architecture:
Pressence, Language Place. Skira,
Milan. 2000.

Norberg-Shulz, Christian. The Concept of
Dwelling. Rizzoli, New York. 1985.

Oldenburg, Ray. The Great Good Place.
Marlowe & Co. New York. 1999.

Pallasmaa, Juhani. The Eyes of the Skin.
Wiley Academy, West Sussex. 2005.

39




Pearson, Lynn. British Breweries. The
Hambledon Press, London.1999.

Pegler, Martin. Designing the World’s Best
Bars. Visual Reference Publications,
NewYork. 2005.

Perez-Gomez, Alberto. Built upon Love. MIT
Press, Cambridge. 2006.

Rossi, Aldo. Architecture of the City. MIT
Press, Cambridge. 1999.

Roth, Eric. The Parting Glass. Stewart,
Tabori, & Chang. New York. 2006.

Rykwert, Joseph. The Seduction of Place.
Vintage Books. New York. 2002.

Smith, Gregg. Beer in America: the Early
Years. Brewers Publication, Boulder.
1998.

Steele, Fritz. Sense of Place. CBI Publishing
Company Inc, Boston. 1981.

Stilgoe, John. Common Landscape of
America, 1580 to 1845. Yale
University Press, New Haven. 1982.

Stilgoe, John. Landscape and Image.

University of Virginia Press,
Charlottesville. 2005.

40




Stilgoe, John. Outside Lies Magic:
Regaining History and Awareness in
Everyday Place. Walker Publishing,
NY. 1998.

Tanizaki, Jun’ichiro. In Praise of Shadows.
Leete’s Island Books. Stony Creek,
CT. 1977.

Tuan, Yi-Fu. Topophilia. Prentice Hall Inc.
NJ. 1974.

Yenne, Bill. The American Brewery. MBI, St
Paul. 2003.

Yenne, Bill. Beer Labels of the World.
Chartwell Books, Secaucus. 1993.

Zumthor, Peter. Atmospheres. Birkhauser,
Basel.

Zumthor, Peter. Thinking Architecture.
Birkhauser, Basel.

41

Y/,

FPandde Famd dinea

{= Te

il

l-u 4\;4-—..—‘ sy

pac, g
’;u_:.l (_.,...., & mase

—a-,c-a_;-l = bhen




