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Rezumat

Suntem obisnuiti sa concepem arhitecturain perspec-
tive sau chiar in imagini secventiale, fiecare avand un
impact asupra ochiului si a mintii (a perceptorului ca
cititor). Desenul de arhitectura ca status si implicit
definit ca exercitiu, conduce imaginatia in rezultarea
(uneori) a unor locuri si modele specifice. Procesul de
educatie in academiile de arhitectura se bazeaza de
fapt pe desenul de mana, diagramare si sintetizari de
informatii prin desen, ceea ce este de fapt o actiune-
si-rezultat 2D, rezidand intr-o imaginatie a unui mo-
del - model spatial — a arhitecturii posibile (existente
sau in procesul de fabricare). Asa cum programarea
arhitecturii avanseaza in conformitate cu un numar

Abstract

We are used to conceive architecture in perspectives or
even in sequential images, each having impact on the
eye and the mind (of the preceptor as reader). Draw-
ing architecture as status and by default as exercise is
driven the imagination in resulting (sometimes) specific
places and designs. Learning in architecture academies
is actually based on sketching, diagramming and syn-
thesizing information through drawing, which is in fact
a 2D action-and-result, residing in an imagination of a
model - spatial model — of possible architecture (exis-
tent or in the process of fabrication). As programming
architecture is moving forward according with numbers
of people, densities and present/future challenges of
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de oameni, densitdti si prezentele/viitoarele pro-
vocarile ale secolului 21, asemenea sunt si noile re-
surse de percepere in procesul de framing si (rezul-
tatul) inapoi al impactului asupra noilor perspective
dezvoltate in noi tipuri de imagini in miscare ca noi
dinamici cinematice. Chiar si o lista a arhitecturii in
imagini in miscare se va rezuma pentru majoritatea
publicului in filme care prezinta arhitecti, arhitectu-
ra si locuri, sau chiar obiect de design, referentialul
de prezentator si al (subiectului filmului/) temei care
influenteaza atat perceptia diferita fata de reprezen-
tarea statica de imagini - de la desene de mana ale
modelelor, fotografie sau chiar panoramare (statice
sau reprezentdri 360 de grade in miscare). Articolul
propus este condus catre sensul de a avea arhitec-
tura prezentatd ca discurs in imaginile in miscare si
in noile tipuri de framing de dinamica cinematica, ca
resursa valoroasa pentru invatare (pe scard) larga si
academica, intelegand transformarile privind seman-
tica de design arhitectural si stil a secolului 21. Mai
multe sublinieri si observatii vor fi detaliate pe cateva
exemple.

Cuvinte cheie: arhitectura, educatie, critica de arhi-
tectura, discurs critic arhitectural, perceptia cinema-
tica.

the 21st century, so are the new resources for perceiv-
ing in framing process and backwards of the impact on
the new perspectives developed in new kinds of motion
pictures as new cinematic dynamics. Even a list of archi-
tecture in motion pictures will resume for the most of
the public at movies presenting architects, architecture
and places, or even object design, the referential of pre-
senter and of the (film topic) theme both influence the
perception differently than in static representation of
images — from sketching designs, photography or even
panoramas (static or 360 degree moving representa-
tions). The proposed article is driven the sense of having
architecture presented as discourse in motion pictures
and new kinds of framing types of cinematic dynamics,
as valuable resource for wide and academic learning,
understanding the transformations on architectural
design semantics and style of the 21st century. Several
highlights and observations will be detailed on several
examples.

Keywords: architecture, education, architecture critics,
architectural critic discourse, cinematic perception.
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1. Idei pentru inceput
1.1. Scurta introducere

Suntem obisnuiti sa concepem arhitecturain perspec-
tive sau chiar in imagini secventiale, fiecare avand un
impact asupra ochiului si a mintii (a perceptorului ca
cititor). Desenul de arhitectura ca status si implicit
definit ca exercitiu, conduce imaginatia in rezultarea
(uneori) a unor locuri si modele specifice. Procesul de
educatie in academiile de arhitectura se bazeaza de
fapt pe desenul de mang, diagramare si sintetizari de
informatii prin desen, ceea ce este de fapt o actiune-
si-rezultat 2D, rezidand intr-o imaginatie a unui mo-
del - model spatial — a arhitecturii posibile (existente
sau in procesul de fabricare). Asa cum programarea
arhitecturii avanseaza in conformitate cu un numar
de oameni, densitati si prezentele/viitoarele provoca-
rile ale secolului 21, asemenea sunt si noile resurse de
percepere in procesul de framing si (rezultatul) ina-
poi al impactului asupra noilor perspective dezvolta-
te in noi tipuri de imagini in miscare ca noi dinamici
cinematice. Chiar si o lista a arhitecturii in imagini in
miscare se va rezuma pentru majoritatea publicului
in filme care prezinta arhitecti, arhitectura si locuri,
sau chiar obiect de design, referentialul de prezenta-
tor si al (subiectului filmului/) temei care influenteaza
atat perceptia diferita fatd de reprezentarea statica
de imagini - de la desene de mana ale modelelor, fo-
tografie sau chiar panoramare (statice sau reprezen-
tari 360 de grade in miscare). Articolul propus este
condus catre sensul de a avea arhitectura prezenta-
ta ca discurs in imaginile in miscare si in noile tipuri
de framing de dinamica cinematica, ca resursa valo-
roasa pentru invatare (la scard) larga si academicd,
intelegand transformarile privind semantica de de-
sign arhitectural si stil a secolului 21. Mai multe sub-
linieri si observatii vor fi detaliate pe cateva exemple.

1. Ideas for beginning
1.1. Short introduction

We are used to conceive architecture in perspectives or
even in sequential images, each having impact on the
eye and the mind (of the preceptor as reader). Draw-
ing architecture as status and by default as exercise is
driven the imagination in resulting (sometimes) specific
places and designs. Learning in architecture academies
is actually based on sketching, diagramming and syn-
thesizing information through drawing, which is in fact
a 2D action-and-result, residing in an imagination of a
model - spatial model - of possible architecture (exis-
tent or in the process of fabrication). As programming
architecture is moving forward according with numbers
of people, densities and present/future challenges of
the 21st century, so are the new resources for perceiv-
ing in framing process and backwards of the impact on
the new perspectives developed in new kinds of motion
pictures as new cinematic dynamics. Even a list of archi-
tecture in motion pictures will resume for the most of
the public at movies presenting architects, architecture
and places, or even object design, the referential of pre-
senter and of the (film topic) theme both influence the
perception differently than in static representation of
images — from sketching designs, photography or even
panoramas (static or 360 degree moving representa-
tions). The proposed article is driven the sense of having
architecture presented as discourse in motion pictures
and new kinds of framing types of cinematic dynamics,
as valuable resource for wide and academic learning,
understanding the transformations on architectural
design semantics and style of the 21st century. Several
highlights and observations will be detailed on several
examples.
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1.2 Metodologie si abordare

Articolul se bazeaza pe prezentarea unui dialog intre
doi arhitecti, colegi universitari si fosti colegi de facul-
tate, ambii (ambele) implicati in procesul academic
de educatie - Facultatea de Arhitectura, si respectiv
Facultatea de Urbanism in cadrul Universitatii de Ar-
hitectura si Urbanism “lon Mincu’, Bucuresti - dar si
implicati in procesul de fabricare/proiectare de arhi-
tectura si urbanism. De asemenea, unul dintre avan-
tajele dialogului porneste din experienta didactica,
discutia derivand dintr-o convergentd de situatii cu
un important grad de diversitate. In mod evident
avand o bazd comund, educatia de arhitectura si
educatia de urbanism sunt mai mult decat comple-
mentare, sunt intrinsec, organic relationate si depen-
dente spatial, functional, estetic, cultural. Complexi-
tatea discursului rezulta astfel din profunzimea as-
pectelor implicate in abordarea unui subiect esential
in procesul didactic de specialitate.

Metodologia si abordarea se bazeaza si pe identifica-
rea si etichetarea catorva notiuni referitoare la noi in-
strumente de a crea, investiga si folosi perceptia asu-
pra arhitecturii (obiectului de arhitecturd) si asupra
spatiului arhitectural-urban. Articolul porneste de la
si se bazeaza pe cateva observatii de imagine arhitec-
turala facute de autorul principal, M. Mihaila, proces
experimentat prin fotografie panoramata.

2. Investigatii si comentarii asupra
procesului de fabricare a arhitecturii

,Sdlile de clasd, ca si cartile de texte, sunt tot mai mult
proiectate ca sa faca studentii sa gandeasca - mai
mult decat sa transmitd informatii. Ce a determinat
schimbarea de la o paradigma de instruire la o para-
digma de invatare? De ce invatarea a trecut de la o
activitate distincta care se petrece in anii formati ai

1.2 Methodology and approach

The paper is based on presenting a dialog between two
architects, university colleagues and former scholar col-
leagues, both involved now in process of academic edu-
cation — Faculty of Architecture, respective Faculty of
Urbanism within “lon Mincu” University of Architecture
and Urbanism, Bucharest, - and also involved in the pro-
cess of producing architectural and urban design.

Also, one of the dialogue’s advantages starts from the
didactic experience, the discussion deriving from a
convergence of situations with an important grade of
diversity. Obviously having a common basis, architec-
tural education and urbanism education are more than
complementary, and they are intrinsic, organically re-
lated and spatial-functional-esthetical-cultural depen-
dent. The discourse complexity is thus resulted from the
depth of the aspects involved in addressing an essential
subject in the specialized teaching process.
Methodology and approach are based also on identi-
fying and labeling some notions regarding new instru-
ments of creating, investigating and using architecture
(as object) and architectural-urban space perception.
The article is started and based on several observa-
tions on architectural image made by the main author,
M. Mihdild, process experimented through panoramic
photography.

2. Investigating and comments on the process of
fabricating architecture

“Classrooms, like textbooks, are increasingly designed
to get students thinking rather than simply transmit
knowledge. What has caused the change from an in-
struction paradigm to a learning paradigm? Why has
learning gone from being a distinct activity which hap-
pens in the formative years of a person’s lifetime to a
daily experience which takes place anywhere and at any
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vietii unei persoane, la o experienta zilnica care are
loc oriunde si in orice moment? De unde provin aces-
te traditii de cunoastere in schimbare? Sunt acestea
conduse de tehnologii noi sau sunt astazi metode de
predare si invatare a manifestarii unei schimbari mai
largi in ce gandesc si spera oamenii care activeaza in
educatie?” Farshid Moussavi, Kate Kilalea (Moussavi,
2015).

Se tot vorbeste despre intentia de a pdstra traditia in
educatie si in aceeasi masura de a inova pe masura ce
generatiile devin mult mai conectate la lumea virtua-
Ia si digitala. Ambele sunt deopotriva importante. Dar
pe masura ce studentii deprind tehnicile traditionale
prin invdtare in timpul necesar istoric, instrumente
contemporane ar ajuta la grabirea formarii unei gan-
diri spatiale complexe, cuprinzétoare, aplicate si core-
late cu spatiul plin-gol pe care obiectul de arhitectura
I-ar putea reprezenta. (o ipoteza...)

Felul in care arhitectura este ,fabricata” ar trebui co-
relat (in opinia noastrd) cu prezentarea proiectului,
coerenta spatiului oferit interior-exterior. Subtilitatea
in care ideile intra in compozitia creionarii initiale a
unui continut conceptual, a procesului de design ar-
hitectural (Armstrong, 2008), ar trebui sa fie prezenta
in vibrarea imaginilor de ilustrare, in masura in care
tehnologia este prezenta la nivel temporal, de par-
curs, dar si de “aparitie” in prim-cadru a elementelor
dominante de spatiu.

Adesea educatia traditionald, de care ne bucuram
inca din plin ca participanti in toate etapele de forma-
re, este prea adanc legata de a conforma si raspunde
la constrangeri de context, si chiar de unele de ne-
cesitate de reperare, puncte de perspective, icono-
grafie volumetrica sau forme fascinante. In aceeasi
masura designarea arhitecturii contemporane pre-
supune reperare nu numai prin contrast ci si armo-
nizarea cu esenta spatiului urban sau environmentul,
definit la scara mai ampla. Felul in care aceasta suita

time, throughout a person’s life? Where do these chang-
ing knowledge traditions originate? Are they driven by
new technologies or are today’s methods of teaching
and learning the manifestation of a broader shift in
what people think of, and hope for, from education?”
Farshid Moussavi, Kate Kilalea (Moussavi, 2015).

It is still talking of the intention to keep tradition in edu-
cation and to innovate as much as generations become
more connected to the virtual and digital world. Both
are important. But as students learn the traditional
techniques by learning in the time historical necessary,
contemporary instruments would help to speed up the
formation of complex, comprehensive, applied space-
based thinking and correlation with the full-empty
space that the object of architecture might represent. (a
hypothesis ...)

The way in which architecture is “fabricated” should be
correlated (in our opinion) with the presentation of the
project, the coherence of the inside-out space offered.
The subtlety in which ideas are part in the composition
of the initial sketch of a conceptual content, of the ar-
chitectural design process (Armstrong, 2008), should be
present in the vibration of the presented images as far
as the technology is present at the time, in the path, but
also in the framework “appearance” of the dominant el-
ements of space.

Often the traditional education, which we are still very
much enjoying as participants in all the stages of train-
ing, is too deeply tied to conform and responds to con-
straints of context, and even to some of need for sight-
ing, perspective points, volumetric iconography or fas-
cinating forms.

To the same extent, the designation of contemporary
architecture implies sighting not only through contrast,
but also by the harmonization with the essence of ur-
ban or environmental space, defined on larger scale.
The manner in which this suite is inherited in the fabri-
cation of architecture is similar and supports the criti-
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este insiruita in fabricarea arhitecturii este similara si
sustine discursul critic al diagramelor cuprinse in ca-
ietul designului/proiectului (de arhitectura) (Fawcett,
2003).

Mai mult ca oricand este importanta fluiditatea, cur-
gerea, intr-un continuum temporal, spatial, narativ.
Trecerea intre scarile de perceptie este o caracteristica
a erei globale, in care sintagma spatiu — timp este in-
tegral reevaluata. Tranzitia de la detaliu la teritoriu se
produce uneori aproape instantaneu, daca vorbim de
viteza de transmitere a informatiei, si in cateva ore cu
mijloacele de transport (automobil, tren etc.). Obiectul
de arhitecturd capata atat un rol de reper, cat si de ar-
ticulare a spatiului a carui dimensiune este din ce in ce
mai dificil de perceput, si a carui diversitate necesita de
multe ori un element ,traducator”,,moderator”, care sa
preia informatiile mediului inconjurator intr-un limbaj
subtil vizual, cultural, sustenabil.

Ca explicatie....Arhitectii mari sioperele lor au fost ade-
sea suspectati de dimensionalitate plata (in conceptie,
dar si rezultat) atunci cand fatadele au fost rezultatul
unor prelucrdri multiple, bidimensionale, ,designate”
abia dupa ce planurile fusesera deja concepute. Si
acest lucru se intampla inca in gandirea traditionala
strategica, atunci cand finisarea fatadelor ramane sa se
realizeze la sfarsitul fabricarii arhitecturii.

Un lucru similar se intampla si atunci cand proiectarea
arhitecturii porneste de la designul volumetric pur for-
mal, in care cladirea va fi perceputa doar, sau majoritar
dintr-o anumita perspectiva sau un anumit punct.
Imaginea arhitecturii este astfel (in ambele cazuri) cal-
culatd strategic sa raspunda unor exigente devenite
constrangeri sau limitari bazate pe prezentarea bidi-
mensionala in proiect, dar apoi si in imaginile rezultate
in promovarea urbana - fie plata pentru fatade, fie din
unghiul calculat avantajos pentru dominanta de per-
spectiva care va fi prezentatd in proiect ca solutie de
reperare.

cal discourse of the diagram contained in the design /
architectural design notebook (Fawcett, 2003).

More than ever important is the fluidity, the flow, in a
temporal, spatial, narrative continuum. The passing
between the perception scales is a characteristic of the
global era, in which the syntax — space-time is complete-
ly reevaluated. The transition from the detail to territory
is produced sometimes almost instant, if it is about the
speed of information transmitting, and within few hours
using transportation (by car, train, etc.). Architecture ob-
ject is receiving a landmark role, but also of articulated
link space of which dimensioning is increasing difficult
to perceive, and of which diversity necessitates often a
“translator’, “moderator” element, to take over the en-
vironment information in a subtle, visual, cultural, sus-
tainable language.

As an explanation... Few great architects and their
works were often suspected of flat dimensionality (in
conceiving but also in result) when their facades were
the result of multiple processing, flat, designed only
after the plans were already conceived. And this is still
happening within the strategic design thinking, when
the facades are remaining a product to finalize at the
end of fabricating architecture. A similar reaction is
happening when architecture designing starts from the
pure formal volumetric shape, in which the building will
be perceived only, or major from a certain specific per-
spective, or a certain point.

Imagining architecture is thus (in both cases) strategi-
cally calculated to respond some exigencies become
constrains or limitations based on bi-dimensional pre-
sentation from the project design, but also after in the
resulted images in urban promotion - either flat for fa-
cades, or the angle calculated in advantage for perspec-
tive dominant which to be presented in the project as
land marking solution.
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Si pentru ca adesea parcurgerea spatiului, traseul,
senzatia locului ca mediu sunt importante, nu numai
ca imagine in miscare care trece pe langa noi, ci si ca
interactiune (posibild), metode noi in arhitectura si
urbanism introduc studiul pe cadre cinematice mul-
tiple rulate pe ecrane paralele (atelier Zaha Hadid
Architects) si promovarea arhitecturii/arhitecturii-ca-
produs urban in cadre cinematice, animatie si desfa-
surare de suprafete continue pentru intelegerea mai
buna a integrarii in tesuturi largi urbane sau areale
ample de peisaj cdrora li se adreseaza produsul de
design arhitectural sau intentia de a arata micile ges-
turi spatiale ce completeaza dezvoltarea progresiva a
imaginii.

Este esential de inteles faptul ca apartinem unei pe-
rioade de tranzitie, de schimbare de paradigma, in
care se redefinesc sensuri, semnificatii. Spatiul fizic
are nevoie sa se redescopere intr-o abordare de secol
21,1in care insdsi existenta cotidiana este duala. Astfel,
e necesar ca abordarea sa aiba in vedere integrarea
dimensiunii virtuale, care a devenit o parte extrem de
prezenta a vietii umane.

Testarea ideilor arhitecturale ca modele-replici in
concepte poate fi o premisa dezvoltata cinema-
tic secvential matricial-imaginar in propunerea de
schitare-diagramare, asa cum este prezentata de ar-
hitect Steven Holl - Sail Hybrid Casino Knokke-Heist,
Belgia - (Holl, 2007), pentru descrierea conceptului ca
o insumare de trei limbaje: volumetric, planimetric,
poros.

Designul dedicat interactiv poate deveni un instru-
ment interesant pentru arhitecti ca cei de la MVRDV
atunci cand se adreseaza si reconfigurarii Parisului in
cazul proiectului Grand Paris: Paris Plus petit. (MVRDV,
2008) Fabricarea arhitecturii, motivatia si creativitatea
prezentarii sunt astfel concepute incat sa prezinte ac-
tiv fragmentele spatiale ce vor completa si reintegra
tesutul urban.

And because often in space crossing, the path, the place
sensation are important, not only as image in motion
that is passing by (us), but also as (possible) interaction,
new methods in architecture and urbanism are intro-
ducing not only the study on multiple viewed cinematic
image on parallel screens (workshop Zaha Hadid Archi-
tects), but also the promoting of architecture / architec-
ture as urban product in cinematic images, animations
and developments of continuous surfaces for a better
understanding of the integration in large scale of urban
patterns, or large area of landscape to whom archi-
tectural design product is addressed to, or intention to
show small spatial gestures that completes progressive
development of the image.

It is essential to be understood we are belonging a tran-
sition time period, paradigm change, in which senses,
significations are to be redefined. Physical space needs
to be rediscovered in a 21 century approach, in which
regular present is dual. The approach is necessary to fol-
low the virtual dimension setup, being already a very
presence of human life.

Testing architectural ideas as models-replies in concepts
could be a premise developed cinematically - sequential
matriceal - imaginary in the proposal of sketching - dia-
gramming, as it is presented by architect Steven Holl -
Sail Hybrid Casino Knokke-Heist, Belgium - (Holl, 2007),
for describing the concept as a sum of three languages:
volumetric, planar, porous.

Dedicated interactive design could be an interesting in-
strument for architects as the ones from MVRDV when
addressing and reconfiguring Paris in case on project
design Grand Paris: Paris Plus petit.(MVRDV, 2008). Ar-
chitecture fabrication, the motivation and presentation
creativity are designed such that to represents active
the spatial-architectural fragments which will complete
and reintegrate the urban fabric.
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Uneori, diferenta dintre educatie si practica rezida
exact in aceleasi diferente intre imaginarea si repre-
zentarea obiectului de arhitectura amplasat in con-
textul dedicat si, separat, fotografierea corelata in
context animat, exprimand conexiuni pe multiple
paliere senzoriale, intuitive sau de proportie cu ori-
entare spatiala.

»,Conceperea arhitecturii este o practica epistemolo-
gicd unicd, un mod unic de cunoastere a rezultatelor
dintr-un complex proces de negocieri conceptuale.
Arhitectii nu rezolva doar probleme tehnice si creea-
za obiecte estetice, dar faciliteaza un proces in care
viziunile cladirii dobandesc o simbolica particula-
ra sau un sens cultural. “(Piotrowski, A., & Robinson,
2001, chp.3. On the Practices of Representing and
Knowing Architecture, Andrzej Piotrowski p.40).

3. Imaginarea si imaginea arhitecturala

O alta componentd a educatiei arhitecturale se ba-
zeaza deopotriva pe tendintele contemporane lega-
te de densificare (Mihaila & Enache, 2012) si mod de
viata si pe documentarea online. In spatiul virtual, al
Internetului, se muta nu doar colectiile si arhitectura
muzeelor (Sfintes, 2013), ci si perceptia documentarii
asupra precedentelor arhitecturale de succes. Me-
todele de diagramare nu mai prezinta doar poves-
tea proiectului / storyboards, ci si gandirea sintetica
animata prin succesiune de imagine progresiva sau
direct filmulete cuprinzatoare cu secvente multiple
compuse-decompuse si panorame la 180-360 de
grade.

Astfel, imaginea proiectului devine tot mai cuprinza-
toare si necesita o atentie locala si globala, ea apro-
pie si departeaza obiectele vizualizate in functie de
locul si momentul parcurgerii spatiului. Este si cazul
panoramelor inchise in care mutarea cursorului fo-
cuseaza echidistant spatialitatea sau a panoramelor

Sometimes the difference between education and prac-
tice resides exactly in same differences between the
imagining and representation of the architecture ob-
ject placed in the dedicated context, and separately the
photography correlated in animated context, express-
ing connections on multiple sensorial levels, intuitive or
spatial orientation proportion.

“Designing architecture is a unique epistemological
practice, a unique way of knowing resulting from a
complex process of conceptual negotiations. Archi-
tects not only solve technical problems and create aes-
thetic objects but facilitate a process in which visions
of a building acquire a particular symbolic or cultural
sense.”(Piotrowski, A., & Robinson, 2001, chp.3. On the
Practices of Representing and Knowing Architecture,
Andrzej Piotrowski p.40).

3. Architectural imagining and image

Another component of the architectural education is
based not only on the contemporary tendencies con-
nected to densification (Mihaila & Enache, 2012) and
living manner, but also on online documenting. Not
only collections and the architecture of their housing, of
the museums (Sfintes, 2013), are moving in the virtual
space, but also the perception on documenting upon
the architectural successful precedents are moving in
the same space of the internet. Models of diagrams are
not representing only the story of the design project /
storyboards, but also the synthetic design thinking ani-
mated through a successive of progressive images, or
directly comprehensive movies with multiple sequences
composed-decomposed, and panoramas 180-360 de-
grees (view).

In this regard, the image of the project becomes not only
comprehensive, but it necessitates in the same time lo-
cal and global attention, approaches and departs away
function on the place and the moment of space brows-
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deschise realizate dintr-un anumit punct al spatiului.
Mediul astfel deformat devine formativ sau reperabil,
focusabil, la nivelul interesului pe detaliu sau pe ac-
cesibilitate. Imaginea nu mai este doar un mijloc de
promovare a obiectului de arhitectura gandit special
pentru a fi perceput dintr-un anumit punct.

Ce ar lipsi acestui tip de spatiu proiectat ar fi o tempo-
ralitate reald, o oarecare interactivitate si un inceput
de comunicare si imaginare asupra realului. Imaginile
de tip StreetView se bazeaza pe acelasi principiu, iar
generatiile contemporane pot afirma ca au ,vizitat
virtual” foarte multe locuri de pe scaunul de la birou.
Asadar, lipseste zgomotul spatiului, senzorialul tactil
al deplasarii, calitatea aerului poate...dar si tempo-
ralitatea miscarilor relative in spatiu. Imaginea ofer3,
insa, fara indoiala, informatii complexe asupra arhi-
tecturii, mediului urban sau natural, informatii de cu-
loare si scalare relativa.

O imagine reald a locului, de tip cinematic activ, va
fi totald, va cuprinde lumina, vibratia, dar si miscarea
trecerilor prin spatiu, utilizarea efectiva a acestuia.
Este cazul filmelor si al panoramelor, ce presupun,
pe langd un punct de amplasare, si o surprindere a
temporalitatii — prelungiri de siluete umane, animale
sau masini in spatialitatea respectiva, amintind poate
si de Futurism si reprezentdrile sale. (fig.1)
Amplasarea in spatiu a perceptorului face ca imagi-
nea arhitecturalad sa fie specifica si, adesea, diferita
fata de unghi, inclinatie, inaltime, autorul punand o
amprenta artistica uneori unica asupra imaginii-ca-
dru rezultate.

Abordarile contemporane in conceptul de arhitec-
tura mizeaza tot mai mult pe unicitate. lar unicitatea
poate fi obtinuta nu numai prin inovatie permanents,
care poate deveni la un moment dat fortata, ci si prin
specularea temporalitatii. Identificarea unui specific
al locului, a unui moment apartinand ciclicitatii coti-
diene sau ocazionale (fenomen natural, rasaritul sau

ing. It is also the case of closed panoramas in which the
moving of the mousse cursor focuses equidistant spati-
ality, or of opened panoramas realized from a specific
point of the space. the environment thus deformed, be-
comes formative, or easy detectable, focusable, at the
level of detail or accessibility interest. And the image is
not longer one of promoting architecture object special
thought for being conceived to be perceived from a cer-
tain point (of the space).

What would be missing from this kind of space is not
only the real temporality, but not a certain interactivity
and beginning of communication and imagining upon
the real. Street View images type are based on the same
principle, and the contemporary generations might af-
firm they “virtually visited” very many places still from
their own work place.

Therefore the space noise is missing, and also the tactile
sensorial of the displacement, maybe also the quality of
theair... but also the temporality of relative movements
in the space, the image yet offering complex informa-
tion upon the architecture, urban or natural environ-
ment, color or relative scaling information.

An image nevertheless real, cinematic active type of
place, through its totality, will content the light, the vi-
bration, but also the movements of space passages, the
effective use of them. It is the case of movies/films but
also panoramas, that supposed beside an emplace-
ment point, also a capture of temporality - extensions
overtime of human, or animal, or cars silhouettes in the
specific spatiality, remembering maybe also of Futurism
and its representations. (fig.1)

The spatial location of the preceptor makes the archi-
tectural image to be specific, and often different with
angle, inclination, height - the author putting an artistic
imprint sometimes unique on the resulting image.
Contemporary approaches within architectural con-
cept are counting more and more on the uniqueness of
the city that could be obtained not only through con-
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apusul soarelui etc.) nu este doar o simpla motivatie,
este chiar acel element de continuitate adus chiar de
unicitatea evocata - comunicarea cu spatiul major, cu
peisajul natural sau urban, integrarea mai mult decat
spatiala a obiectului de arhitectura, utilizatorului / vi-
zitatorului, mediului cuprinzator.

Specificul unui amplasament in relatie cu peisajul na-
tural - aici intelegand nu numai relieful, ci si orienta-
rea, deschiderea, altitudinea, vecinatatile, caracterul
climatic al zonei - sunt date pe care proiectul de arhi-
tectura le valorifica in specularea acelui moment unic
al unui apus de soare, privitorul transformat in martor
unic percepe atat temporalitatea, cat si dinamica mo-
mentului si a spatiului. (fig.2)

Panoramarea si filmarea unui spatiu vor rezida intr-
0 oarecare curbare a imaginii finale rezultate. Daca
imaginarea si imaginea arhitecturald difera in aceste
situatii specifice cinematice, ele difera intr-o masura
mai mica fata de imaginea plata bidimensionala ra-
portat la complexitatea prezentarii datelor de volum
si perceptie exacta si volumetricd, dar uneori raportat
si la scara umana. (fig.2-3)

Aceasta curbare permite, pe langa vizualizarea de
spatii largi urbane, si corelarea intre vizibilitatea si
transparenta spatiilor rezultate in perceptia directa
sau in miscare (fig.4), permitand vizualizarea panora-
mica de 180-360 de grade. (fig.5)

In méasura in care hologramele incearca tridimensio-
nalitate in vizualizare/reprezentare, acelasi lucru se
translateaza in spatiile digitale, la nivelul reconstruirii
realului - continut si informatie arhitectural-urbana.
Realitatea augmentata lucreaza in acelasi nivel ca
exercitiu arhitectural de spatialitate, la nivelul testdrii
locatiei ca loc (pentru arhitectura).

tinuous innovation, becoming forced at some point,
but also through temporality speculation. Identifying
a place specificity, of a moment belonging to everyday
or occasional cyclicality (natural phenomenon, the sun-
rise or sunset, etc.) is not a simple motivation, it is even
those element of continuity brought by the uniqueness
evoked — communication with the major space, with
natural or urban landscape, more than spatial integra-
tion of the architecture object, user/ visitor/ comprehen-
sive environment.

The specificity of a emplacement in relation with natu-
ral landscape - this understanding not only the relief,
but also the orientation opening, altitude, vicinity, cli-
mate areal, - are data which the architecture project is
valuing for emphasize this unique moment of a sunset;
the perceiver transformed in unique witness levies both
temporality, as the moment and space dynamics (fig.2)

Panorama zooming and also filming a space will also
result in some curved bending of the final image setup.
If the imagination and the architectural image differ in
these cinematic specific situations, they differ to a lesser
extent from the two-dimensional flat image compared
to the complexity of presenting volume data and ac-
curate and volumetric perception but sometimes also
reported to the human scale. (fig.2-3)

This curved bending allows, in addition to viewing large
urban spaces, the correlation between the visibility
and the transparency of the resulting spaces in direct
perception or on the move. (fig.4) This curved bending
might allow viewing development until 180-360 de-
grees. (fig.5)

To the extent that holograms experiment three-dimen-
sionality in visualization / representation, the same
mechanism translates into digital spaces, at the level of
rebuilding real-contents and architectural-urban infor-
mation. The augmented reality works at the same level
as an architectural spatial exercise, at the level of site
testing as a place for architecture.
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Fig.1 Panorama — temporalitate: Coloseum, Roma /
Panorama - temporality : Coliseum, Rome
© Marina Mihaila, 2016

Fig.3 Panorama - curbarea spatiului odata cu perceptia superan-
gulara: Opera din Copenhaga, arhitecti Smith, Hammer&Lassen
/ Panorama - space bent together with over-angle view : Opera Co-
penhagen, architects Smith, Hammer & Lassen.

© Marina Mihaila, 2015

Fig.4 Vizualizare - continuitate: interior Novecento Museum
- Piata Domului din Milano /

Visualizing - continuity: interior Novecento Museum

- Milan Dome Plaza.

© Marina Mihaila, 2015

Fig.2 Panorama - unicitate: orre de Communicacion de
Montjuic / Panorama - uniqueness : Torre de Communi-
cacion de Montjuic, Santiago Calatrava, Barcelona.

© Cristina Enache, 2017
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Fig.5 Vizualizare - continuitate, simultaneitate: panorama 180-360 de grade, suita/succesiune panorame.
Boltire plafon: Cetatea Fagaras, Romania / Vizualizing — continuity, simultaneous: development 180-360 degrees.
Ceiling vaults: Fagaras Fortress, Romania.
© Marina Mihaila, 2014

Difera si in aceste cazuri trecerile si miscarile prin
spatiu percepute static sau dinamic, functie de apro-
pierea lor fatd de punctul de perceptie, daca acestea
sunt reprezentate/prezente in vizualizare.

Perspectivele asupra oraselor sau a desfasurdrilor de
skylines pot deveni elementele interesante sau chiar
emblematice, de tip brand atunci cand sunt prezen-
tate in panorame putin fortate pana la 360 de grade.

In these cases, passages and movements in statically or
dynamically perceived space also differ depending on
their proximity to the point of perception, if they are rep-
resented / present in the visualization.

City or skyline development views can become excit-
ing or even emblematic, brand-name when presented
panoramic, from slightly strained panoramas up to 360
degrees.
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4. O discutie: (Framing) Imaginile in miscare pen-
tru arhitectura si discursul critic arhitectural - se-
mantici si forme

Prezentarea in imagini in miscare, cinematica - de tip
panoramare sau film este posibil sa fie o re-prezenta-
re si vizualizare mai potrivita arhitecturii contempora-
ne si sa fie mai adecvata pentru verificarea scenariilor
si exercitiilor din scoala de arhitecturd, la diferitele
faze de testare a discursului critic propus, mai ales ca
procesul de fabricare a designului presupune progra-
mare asistata pe computer, asadar iesirea si reintrarea
n scara proiectului vizavi de context.

De asemenea, analizarea prin metode cinematice a
contextelor ample, stratificate urbane si culturale, la
faza de lecturd a tiparelor de formare de amplasa-
ment, poate aduce un plus de intelegere si de comu-
nicare a prototiparii arhitecturale propuse.

Vorbim despre un moment in care sustenabilitatea
aduce in discutie nu numai aspectele tehnice, ci si o
filosofie a perceptiei care trece dincolo de obiect, il
amplaseaza intr-un context complex care cuprinde
environmentul — cu specificul sdu, societatea care
locuieste spatiul, individul care il percepe, trecutul si
viitorul peisajului care se constituie. Arhitectura devi-
ne globala si unica totodata, este necesar sa apartina
privitorului intr-un moment unic apartinator al conti-
nuumului spatial-temporal, iar conceptorul are rolul
de a putea oferi aceasta oportunitate.

Continuitatea, transparenta, simultaneitatea, cur-
barea, unicitatea si temporalitatea, succesiunea si
intregirea developarilor/desfasurarilor de imagini ci-
nematice pot aduce un plus de informatie perceptiei
curente in prezentarea si promovarea de produs
arhitectural si de spatiu urban real, prin interactivi-
tate si focusare scalata fatd de detalierea posibila a
senzorialitatii spatiului, dar si de o oarecare emisie a
sensului locului, reperare si rezonanta.

4. Adiscussion: (Framing) Motion pictures for archi-
tecture and critical architectural discourse - seman-
tics and forms

Presentation in cinematic motion pictures of architec-
ture - of a panorama or film type - is likely to be a re-
presentation and visualization more suitable to con-
temporary architecture, and to be desirable for verifying
scenarios and exercises at the school of architecture at
various stages test of the proposed critical discourse, es-
pecially as the design process involves computer-aided
programming, therefore the exit and re-entry into the
scale of project design vis-a-vis of context.

Also, the analysis of ample, urban and cultural strati-
fied contexts through cinematic methods, either at the
reading stage of site-building patterns, can bring added
understanding and communication of the proposed ar-
chitectural prototype.

We are talking about a moment in which sustainability
brings in discussion not only technical aspects, but also
a philosophy of perception that is beyond the object,
and situates it in a wider context contented the envi-
ronment — with its specificity, society of the space, the
perceiving individual, the constituting landscape past
and the future. Architecture becomes thus global and
unique, and it is necessary to belong to the viewer in a
specific moment of the spatial-temporal continuum; the
concept designer has the role of giving this opportunity.
Continuity, transparency, simultaneity, curved bending,
uniqueness and temporality, succession and completion
of cinematic imaging developments can bring added
insight information into current perception in the pre-
sentation and promotion of both architectural and real
urban space through scalability interactivity and focus
on detail possible sensory space, but also some emission
of the sense of place, sighting and resonance.
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