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1.1 animate imaging JAN 14, 2010

generative rule for nesting- use seven
edges of primitive object to dictate
numeration of lofted surfaces
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JAN 21, 2010
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loft initiation

deployment of nesting on macro scale




1.2 disecting animate constructs JAN 21,2010

repeat loft to boundaries from above primitive edge ’ /
rebuild isoperms to seven on surface
loft between isoperms on top and bottom surfaces
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1.2 disecting animate constructs

directional challenge rebuild isoperm direction

secondary surfaces

IO J1UOD 10 SUrDLL



1.2 disecting animate constructs JAN 21,2010
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1.2 disecting animate constructs JAN 21,2010

Select primitive surfaces to loft
Loft bottom edge of 3 primitive surfaces to facing

boundary
o S Loft between large surfaces to create  small
- ™ surfaces
...................................... Loft 4™ large surface
R Rebuild large surfaces with 7 isoperms
: horizontally

Rebuild small surfaces with 7 isoperms

The isoperms on large surfaces must connect with
the isoperms on small surface edges at least on
surface edge.

If not, rebuild isoperm orientation so that
they connect with adjacent isoperms

Create a box with the dimensions of the height of
the primitive and length and width of the boundary
Move base of box with boundary edges

Divide box into 4 horizontally

In counter-clockwise direction<starting from
highest primitive side> loft top edge of primitive

surface to layer 1
/ Loft second primitive edge to layer 2
A Loft third primitive edge to layer 3

:Loft fourth primitive edge to layer 4

Rebuild new lofts with 7 isoperms horizontally

Make a vertical loft between equidistant isoperms
of lower and higher large surfaces

Delete top lofted surfaces

Loft one side of vertical surface edge to adjacent
isoperm on small surfaces

Repeat loft of vertical surface edges to adjacent
isoperms on base surface
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1.3 assembling parametric equivalents

FEB 1, 2010

Maya Grasshopper

comparison between maya digital construct and grasshopper digital construct
maya - have to repeat commands and motion set off only after key framing
grasshopper - ability to set off process with one slider and one move
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FEB 1, 2010
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rmation through making FEB 10, 2010

initial rhino model CNC ready surface

material texture study
rough and pourous surface texture




2.2 transformation through making FEB 23, 2010

process
rationalised surfaces

rationalized Surfaces




2.3 transformation through making FEB 23, 2010

cnc modification using embedded textures as guides for cutting

vaccum formed model modified and primed cnc model original cnc model
smooth texture from acrylie mategiataes. -




original models [

3.1 imaging assemblies MAR 1, 2010

no material image based lighting
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3.1 imaging assemblies MAR 1, 2010

photo composite 2
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photo composite 3

Micodiuiion o1ouid

g photo composite 4

photo composites (4
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MAR 24, 2010
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e. layering and zoning of triangulated spaces

g.generating folds
N
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— d. creating triangulated spaces using points

n

a. inspirational model
shatter generatiol
¢. generating points

ontal elements.
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b. thought process

vertical and horize



3.3 imaging assemblies (group 6) MAR 24, 2010

GEOMETRY )

h.phylogram and assembly logic j. photo composite
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k. model to material
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l.animation



3.4 tracing accumulations MAR 22, 2010

stage 1
shatter generation

stage 2
pieces on window

stage 3
populating on surface stage 4
breathing effect on touch
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