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Archinect explores the process
behind the work of LA-based
architecture practice
Spacekraftlab with an interview
by Paul Petrunia,
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Spacekraftlab is an LA-based architecture firmm run by partners Herwig
Baumgartner and Scott Uriu, With twenty combinad years of professional
architecture experience, incuding positions under world-renowned architects
Frank Gehry and Coop Himrmelb(llau, Spacakraftlab iz taking their cown work
to ancther level with experimentations in electronic spatial definition,
Baurngartmer and Uriu pursue a real architecture that can be defined by the
electranic space around us such as sounds, sonograms, and rmagnetic
distortions, Somewhere between the "visible and intangible", they are
continuing to develop their own unique approach to creating a completely new
form of architecture, Sorne recent results of their experimentations can be

seen in proposals for the Mam June Paik Museum in Secul and a Media

hybrid for the Museurms Quartier in Vienna. ThE‘ "lI.II'I‘IiI'IEItE'd
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Interview by Paul Petrunia:

Paul Petrunia:
What made pou decide to werk together and how did you both and up as Architedts
in Lo Angelas?




Spacekraftab:

we come from very different backgrounds, Scott iz from Califarnia and has
lived hare rnost of his life. He started out as Mathaernatics Major, and then
changed to Architecture, He studied at the Architecture Asscociztion in London
and at Califonia Polytechnic Pormona, I started out as a profezsional
rmusician, plaved in various different orchestraz in Austriz and majored in
composition and electronic riusic at the Music University in Wienna, Later I
decided to become an Architect and received my masters from the University
for applied Arts in Vienna, From there I worked for Coop Himmelblau in

Wienna before deciding to rmowve to Los Angeles to live and work.

we both ended up warking far Frank Gehry where we met and decided to work
together on caompetitions and projects of our own, It was a good chermistry
frorn the beginning in terrms of rmotivation and collaboration, which is hard to
find, In a way it is like rock climbing, Some people prefer to go alone; we are

just more efficient az a tearm.

Paul Pebunia:
Haow Jid pou start pour offica?

Spacekraftab:

We started outin a garage in Wenice, Mo heating or cooling, concrete floars
the typical L& startup deal, I rermember the first winter waz so cold that we
had to wear gloves and skijackets while working on the rmodels and in the
surnrmer the hormeless guys were passing by cormmnenting on ocur projects and
azking uz for change, About a vear and a half later we moved into a more
comfartable studio in the garment districk in downtown LA and that's where

our studio is today,

Paul Petrunia:

Do pou sea Lor Angeles a5 pour home base for pour oparations?

Spacekrafdab:

wie think it iz ezzential to have a zart of 3 baze camp where you aperate
frorn, and ours is definitely Los Angeles, On the other hand we keep very
cloze contact to our colleagues and friends in Europe and the architecture
zcene there, Architecture iz ztill sormewhat of 2 "Januz head™ in thiz rezpec,
On one hand it appears as a glabal profezzion on the ather hand it

represents a local identity,

Paul Petrunia:
What does sonic intervention mean and how doas sound influence the way pou ara

weorking?

Spacekraftab:

Sonic intervention is a larger topic we have been developing on for a while, It
iz a theoretical investigation in sound as a three dimensional toal, We first
had thiz idea when we visited the “cite sonarl  exhibition in Paris which dealt
with the idea of an acoustic identity of a city, We started to collaborate with 2
programrer and developed a specialized software that analyzes different
characteristiczs of a zound and transzlates this analysis into a three
dimmensional mmedium,. Same of theze ideas were implemented for the
Museurns Quartier Project where we used the sonogram of a voice recording

as a form generator and conceptual framework for the project,
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Paul Pebunia:
How doas pour music backaround influence the idea o use sound ar 5 ganerator for

forms and concepts?

Spacekraftdab:

we would say the influences are definitely there at least on a conceptual
leval. But the bottar line iz architecture iz architecture and music is muszic
However there are ideas which came out composition techniques that were
fascinating and influential for both of us. For example the experiments of
laniz Xenakiz with the “Unite Polvyagogique Informatique du CEMAMU™ | a
program developed in the early 70's that translated graphical notations into
sound and resulted in great compositions like Mycenae Alpha, But also the
expetience with muszical notations by Anestis Logothetis and of courze there

iz alwayz John Cage who we adrnire as a great inventor on many levels,

Paul Petrunia:
Could pou axplain how pou wse the digital and analeg werking processes in pour

weokk P

Spacekrafdab:

Wwe have the saying that we will use whatever taol will get us there and if it
doesn't exist yet we will invent it, Therefare our working process is basically a
mixture of digital and analog methods, Sometimes wa build physical models,
digitize thern. bring thern into the computer, modify therm and then bring
thern back into the physical world by rapid prototyping. Other timmes we design
everything in the cormputer and even have custorn programs written like we
did for cur experiments with sound and electronic space. We have a very fluid
process that goes across the whole spectrum of available mediurms, In a way
we think it is time to overcorme the big "wow™ of the digital euphoria of the

20's and just loclk at it for what it iz, o tool and not o recipe for design,

Paul Petrunia:
Many of pour projecks are musesms spaces. What makes a musewm space an

interasting program for yeu 7 Has thare baen a change in the way we parceive art?

Spacekraftdab:

The turning peint really is the way in which we consurne information today
versus lets zav 20 years ago, That haz very much changed our perception
and reception of rany things including art. The conternporary museur can
no longer only be an exhibition space by itself, but needs to feed the growing
appetite for information if it wants to be able to compete with the information
highways surrounding it, A conternparary museum as we envizion it is an
infarrmation hybrid moving bayond the sole functionality of being 2

representative exhibition shelter that makes it an intaresting program for us,

Paul Petrunia:

How Jid pou end up doing a preject for tha Museurms Quartier in \Wenna?

Spacekraftdab:

It waz an invited competition that had an interesting mix of people, There
was the zo called "up and coming™ offices which we were part of and then
they had the old stars like Zaha Hadid, FOA, Eric Moss, Morphosis, ete, The
topic was an announcement systern for one of the largest conternporary art
rmuseumns in Europe, Qur approach was to design an inforrmation hybrid and
event structure. In thiz context we daveloped a unique approach
architecturalizing the idea of the electronic space, We recorded and analyzed
the phoneticz of the word Museurns & Quartier and transformed it's zonogram
analyziz into a three-dimenszional shell, a 120 feet long walkable information

center and billboard,



Museums Quartier in Vienna; click image to view gallary

Paul Petrunia:
You spask sbout the alactronic space and how ik affects 3 physical raality. Was this

one of the concepts for the Nam June Paik Museuwmn and how dees this effect dasign?

Spacekraftab:

Cur interest in the correlation between the virtual and the physical exhibition
space was one of the main reasons why we entered the Mam June Paik
competition, For us it was the perfect opportunity to try out the idea that the
elactronic space surrounding us can be sensible, dynarmic, and can articulate
inte an architectural reality,

Based on Mam Jun Paik's early experimments with magnetic distortion of
televizion images we decided to architecturalize this idea into an exhibition
space for a museurn of electronic art, We created a field of magnetic power
points positively and negatively charged within the footprint of the museum,
lellinng Ll Jdelornn ils surroandingg conibesl Laler Lhie power puinlz lranslaled
inte “rnegatively  charged circulation cores which pull space and visitors into
the rmuseurn, while the positively charge pavilions created exhibition spaces
within the museurn and are used for special installations zuch az the Marm Jun
Paik Roarm.

The outcorne of this experimmental design approach was a museum for
elactronic art related to the Artists work in a conceptual way, which we
tranzlated into a structural systern, materials and zpecial dialog between
exhibition spaces for the physical and digital art

Mar June Paik Museum; click image to view gallery

Paul Petrunia:

What projacts are peu currently working on and what are pour plans for the future?

Spacekrafdab:

In the office right now we have a nurmber of projects of vastly different scales,
One of particular interest iz an urban scale proposzal for downtown Loz
Angeles that is in parallel with the current re-develaprment going an in this
area,, It is a theoretical project right now, but we hope we can realize at least
parts of it. At the other end of the spedirum we are working on a few
residential buildings where we are implementing zome of the same

architectural language and philosophies axplored in our theoretical projects.
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