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Spacekraftlab iz an LAa-bazed architecture firm run by partners Herwig
Baurngartner and Scott Uriu, With twenty cormbined vears of professzional
architecture experience, including positions under world-renowned architects
Frank Sehry and Coop Hirmmelb(lau, Spacekraftlab iz taking their own work
to another level with experimentations in electronic spatial definition,
Baurngartner and Uriu pursue a real architecture that can be defined by the
electronic space around usz such az sounds, sonograrmis, and magnetic
distortions, Somewhere between the "vizible and intangible", they are
continuing to develop their own unique approach to creating a completely new
form of architecture., Sorme recent results of their experimentations can be

seen in proposals for the Marm June Paik Museurn in Seoul and a2 Media

hybrid for the Muzeurnz Quartier in Vienna, ThE "ll.lminﬂtEd
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Interview by Paul Petrunia:

Paul Petrunia:
What made pou Jdecide bo work together and how Iid pou both end up a5 Architedts

n Loz Angelas?

Spacekrafdab:

We camme from wvery different backgrounds, Scott is from California and has
lived here most of hiz life, He started out az Mathermatics Major, and then
changed to Architecture, He studied at the Architecture Azzociation in London

and at Califonia Polytechnic Pormmona, I starked out as a professional Advertize on this site

rmusician, playved in various different archestrasz in Austria and majored in
cormposzsition and electronic muszic at the Muzic University in Wienna, Later I
decided to becaorme an Architect and received my masters from the University
for Applied Artz in Wienna, From there I worked for Coop Himmelblau in

Vienna before deciding to move to Loz Angeles to live and work,

Wwe both ended up working for Frank Gehry where we met and decided to work
together on competitionz and projects of our own, It wasz a good chemistry
from the beginning in terms of motivation and collaboration, which is hard ta
find, In a way it iz like rock climbing, Sorme people prefer to go alone; we are

just rmore efficient az a tearm.

Paul Petrunia:
How 3id pou stark pour office?

Spacekrafdab:

We started out in a2 garage in Wenice, Mo heating or cooling, concrete floors
the typical L& startup deal. I remember the first winter was so cold that we
had to wear gloves and zkijackets while waorking on the models and in the
surnrmer the hormeless guys were paszzing by cormmenting on our projects and
aszking us for change. About a vear and a half later we moved into a more
cormfortable studio in the garment district in downtown L& and that's where

our studio iz today,

Paul Pebunia:

Do pou see Loz Angeles a5 pour home base For your oparabions?

Spacekrafdab:

We think it iz ezzential to have a zort of a baze carmp where yvou operate
from, and ours iz definitely Loz Angeles. On the other hand we keap very
cloze contact to our colleagues and friends in Europe and the architecture
scene there, Architecture iz ztill zormewhat of 2 "Janusz head1 in thiz rezped
Zn one hand it appears as a global profeszion on the other hand it

represents a local identity,

Paul Petrunia:
What does sonlc intervention mean and how does sound Influence the way pou are

Working?

Spacekrafdab:

Sonic intervention iz a larger topic we have been developing on for a while, It
iz a theoretical investigation in sound as a three dimensional tool, We first
had thiz idea when we visited the “cite sonar1 exhibition in Paris which dealt
with the idea of an acoustic identity of a city, We started to collaborate with 2
prograrmrmer and developed a specialized software that analvzes different
characteristics of a sound and translates thiz analysiz into a three
dirmenszional mediurm, Sorme of theze ideaz were implermented for the
Muszeurns Quartier Project where we used the sonogram of a voice recording

az a form generator and conceptual framewark for the projed

dick anywhere to play audio

Paul Petrunia:
How does pour music background influence the Idea to use sound a5 & generator for

forms and concepts?

Spacekrafdab:

We would say the influences are definitely there at least on a conceptual
level, But the bottorn line iz architecture is architecture and music is music,
Howewer there are ideasz which carme out composzition techniques that were
fazcinating and influential for both of us, For example the experiments of
Ianiz Xenakizs with the "Unite Paolyagogique Informatique du CEMAMU™ ; a
prograrn developed in the early 70'z that tranzlated graphical notations into
zound and resulted in great composzitions like Mycenae alpha, But also the
experience with musical notations by Anestiz Logothetiz and of course there

iz alwayz John Cage who we admire az a great inventor on many levels,

Paul Petrunia:
Could pou explalin how pou use the digital and analog working processes In your
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Spacekrafdab:

We have the saving that we will use whatever tool will get us there and if it
doezn't exizt vet we will invent it, Therefore our working procesz iz baszically a
rmixture of digital and analog methods, Sometimes we build physzical models,
digitize therm, bring ther into the computer, modify therm and then bring
therm back into the physical world by rapid prototyping, Other times we deszign
everything in the computer and even have cuszstorn prograrmszs writken like we
did for our experiments with sound and elecronic space, We have a very fluid
process that goes acrozs the whole spedrum of available mediums, In a way
we think it iz time to overcorne the big "wow®  of the digital euphoria of the

290's and just look at it for what it iz, a tool and not a recipe for design,

Paul Pebtrunia:
Manp of pour prajacts are musaums spacas. What makes 5 musaumnm spaca an

Intarasting program for you P Has there been 5 change in the way we percelve aH?

Spacekrafdab:

The turning point really iz the way in which we consurme information today
verszus lets zay 20 vears ago, That hasz very much changed our perception
and reception of many things including art, The contemporary museurn can
no longer anly be an exhibition space by itzelf, but needs to feed the growing
appetite for information if it wants to be able to compete with the information
highwavys surrounding it. A conternporary museur as we envizion it is an
information hybrid moving bevond the zole fundionality of being a

representative exhibition shelter that makesz it an intereszting prograrm for us,

Paul Pebunia:

How did pou end up dolng & projedt for the Muzeums Quartier in Wenna?

Spacekrafdab:

It waz an invited cormpetition that had an interezting mix of people. There
wasz the zo called "up and coming™ offices which we were part of and then
they had the old ztarz like Zaha Hadid, FOA, Eric Mozz, Morphosziz, etc, The
topic was an announcerment systern for one of the largest contemporary art
muzeurns in Europe, Qur approach was to deszign an information hybrid and
event structure, In this context we developed a unique approach
architecturalizing the idea of the electronic zpace. We recaorded and analyzed
the phoneticz of the word Muzeurnz & Quartier and tranzformed it's sonogram

analyziz into a three-dirmenzional zhell, 2 120 feet long walkable informmation

cernter and billboard,
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Muzeums Quartier in Yienna; click image to view gallery

Paul Petrunia:
Vou spaak sabout the eledtronic space and how I affacts 5 physical raality. Waz iz

one of the concepts For the Nar Jupe Falk Museum and how does s effedt dasign?

Spacekrafdab:

Our interest in the correlation between the virtual and the phyzical exhibition
space was one of the main reasons why we entered the Mam June Paik
cormmpetition, For uz it was the perfect opportunity o try out the idea that the
electronic space surrounding us can be zenszible, dynamic, and can articulate
into an architectural reality,

Bazed on Marm Jun Paik's early experiments with magnetic distortion of
televizion images we decided to architecturalize this idea into an exhibition
space for a museurm of electronic art, We created a field of magnetic power
points positively and negatively charged within the footprint of the museum,
letting thern deform itz surrounding context. Later the power points transzlated
into “negatively charged circulation coresz which pull zpace and visitors into
the muzeum, while the poszitively charge pavilions created exhibition zpaces
within the museurn and are uszed for special installations such asz the Mam Jun
Paik Roorm.

The outcorne of this experimental design approach was a museurm for
electronic art related to the Artizstz work in 2 conceptual way, which we
tranzlated into a structural zyztern, materialz and zpecial dialog between

exhibition spaces for the physical and digital art,

Mam June Paik Museum; click image to view gallery

Paul Petrunia:

What projecks are pou currently working on and what are your plans for the future?

Spacekrafdab:

In the office right now we have a nurmber of projects of vastly different zcalas,
One of particular interest iz an urban zcale proposzal for downtown Los
Angeles that iz in parallel with the current re-developrnent going on in this
area,, It iz a theoretical project right now, but we hope we can realize at least
parts of it. At the other end of the zpedrurm we are working on a few
residential buildings where we are implermenting some of the zame

architectural language and philosophies explored in our theoretical projects,



