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MAIN CONCERN REGADING CURRENT MASS HOUSING SCENARIO

How to design homes that encourage human to human (neighborly) interactions rather than
becoming isolated units?

A high-rise social housing is a place with multiple homes, but somehow in a need for increasing privacy and
luxury, new apartment houses are becoming more and more like isolated units. In today’s time of faceless
dependencies and digital conversations, there is a need for human to human interaction.

A question arises that how simple architectural gestures can help in bringing people together?
How to make them realize each other’s presence and generate opportunities of conversations?

CURRENT HOUSING SCENARIO :
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Where is the possibility of pausing?
having a conversation?

' _ i —r Can it have a different use except as a
Typical apartment floor plan passage?

Typical Housing complex site plan

INDIVIDUAL BLOCKS DISCONNECTED
FORM THE HAPPENINGS OF THE
COMMON PLOT

ISOLATED INDIVIDUAL UNITS THAT LOOK TO
THE OUTSIDE.

Where are the possibilities of acknowledging
the presence to one’s next door neighbor?

Is there a possibility for a mother to

look at the kids play from her apartment
window?

What does one actually see from outside
their window on the 10th floor?

How
do we make
sure that life for
the people who will
eventually live in the
building will not be
confined to the four
walls of the interior?

Can
we design
spaces with
affordance, so that
they can be used by
multiple users in their
own ways.

How to
hence create
Opportunities of

conversations with
neighbors to maintain
the sense of
community?



IDENTIFYING & EXPERIMENTING KEY RELATIONSHIPS AT SITE PLAN LEVEL
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How many residents are connected visually to
which common areas ?

raised platform as foyer, with

seating facing each other

Is there a nice shaded area for the residents
to hang around on the ground floor ?

view of play area and garden

from entrance foyer ARTICULATION OF
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Time Problem 4: Site Plan Time Problem 6: Site Plan .
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IDENTIFYING & EXPERIMENTING KEY RELATIONSHIPS AT SITE PLAN LEVEL
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Time Problem 6: Ground floor Plan
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How does the usual pedestrian path cross the outdoor

common areas and building entrances?
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generating chances encounters between neighbors

Time Problem 2: Ground floor Plan Time Problem 5: Ground floor Plan
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Time Problem 5: Part Floor Plan -

Adjoining
balconies acting
as extentions of

designing the corridor

as a verhandah

living space

IDENTIFYING & EXPERIMENTING KEY RELATIONSHIPS AT UNIT & FLOOR PLAN LEVEL

Time Problem 4: Part Unit Cluster Plan

LIVING ROOM Small openings
VIS-a-Vis connecting adjoining
IMMEDIATE balconies
BALCONY/2 _ B h

CORRID G R

Can the lobby act like the extension of the living space?

Can the space encourage people to keep
their front doors open?

How do we encourage chance conversations
between neighbors?

Time Problem 3: Part Unit Cluster Plan



IDENTIFYING & EXPERIMENTING KEY RELATIONSHIPS AT UNIT & FLOOR PLAN LEVEL
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What does
the balcony /
window look

into?

WINDOW &
BALCONY OF ONE
BLOCK
vis-a-vis
ANOTHER UNIT/
BLOCK

what is the
distance between
them and
what kind of
conversations
does it hence
offer?

Balconies and
Chowkdis across
each other

Time Problem 5: Part Unit Cluster Plan
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Time Problem 3: Part Unit Cluster Plan

Kitchen windows
facing each other
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Time Problem 4: Part Unit Cluster Plan
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Opening up the central space, reducing margin through stepping

Arranging Blocks around a central space
Stepping with respect to site orientation
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FINAL PROJECT : FACT SHEET

Residential Unit Area

Sale Component
I

Residential Unit Area

Non-Sale Component

Residential

Parking

Total Area %

Type B

75 sqm.
X2

Guest Commercial

3
*3

Commercial Unit Area
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™
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50 sgm. 65 sgm. 40 sgm.

. 10 sgm. area

A 20Cars @ 10Cars

(A) RERA Carpet Area (Units)

i (B) Commercial Area-

. (D) Amenities-

FSI| - 2.68

Achieved

Final Massing



GROUND FLOOR PLAN

Pedestrian path weaving through

9.5 M ROAD
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View from road side entrance

pockets of garden and open paved
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outdoor seating areas shaded by
trees

jalis screening utility areas +
providing screened waiting areas

LEGEND

12.19 M ROAD

1. LOBBY

2 LIFT

3. STAIRCASE

4. WAITING AREA
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TYPICAL FLOOR PLAN
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View from lobby overlooking other lobbies

Lobbies arranged such that each lobby on each
floor overlooks the central space and each other.
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LOBBY CONFIGURATIONS

planters acting as centers that hold the space.
placement of planters following obvious

— cut-outs to reduce non-free of FS| areas movement paths

- - - free of FSI area of lift and staircase
explored to design the shape of the lobby

Multiple locations of frontdoor _ _ _ _ _ ______ >
s possible, generating options for
S ——& different use of lobby space

o - .~ OPTION 1 . OPTION2

------- - - possibility of dividing the space between
private areas and common use areas ( in
| various configurations)

It has both an area that people can call their
own and an area that allows negotiation,
conversation and personalization.

OPTION 4

OPTION 3
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TYPICAL UNIT CLUSTER PLAN

typical corridor block :
light and ventilation only from 2 sides
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Staggering units to bring in light and
more ventilation

making lobby space more consise ;
scooping out spaces to get more facade
for window

Viéw from kitchen window

UNIT B1

RERA CARPET : 72.7 sqm
BALCONY AREA:10.8sqm
CARPET AREA: 80.4 sgm
BUILTUP :915sgm

NO. : 71 units
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UNIT C //

RERA CARPET : 52.8 sqm Balsony :
BALCONY AREA:8.8sqm 5sqm 4//
CARPET AREA :66.3sqm
BUILTUP :769sgm
NO.s - 43 units
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UNIT A

RERA CARPET : 72sgm
BALCONY AREA:B8sqm
CARPETAREA: 78.7 sqg m
BUILTUP:90.5sgm
NQ.s: 71 units
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View from Balcony

121sgm
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UNIT B2

RERA CARPET . 72.7sqm
BALCONY AREA:10.8sqm
CARPET AREA : 82.1sqm
BUILTUP :915sgm

NO. : 64 units

Kitchen & Dining
Gx3am
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BLOCK A (ALL LEVEL FLOOR PLANS)
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8th FLOOR
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11th FLOOR
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BASEMENT PLAN

- - Lobbies organized around the
center, so that shortest routes
from the car are possible.

318/2

9.14 M Road
4.5 M Road

12.19 M Road

_ -@* Skylights with
1| IS

glass bricks
guiding path

entrace lobby

articulated to

make a pause
space

View from basement lobby

TERRACE PLAN
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LVL + 36,000 m LWL + 33,000 m
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BLOCK C

Blrd eye view of bIock A terrace

I
Various pockects created "

imagining multiple uses like,
terrace farming, drying papad/
chilli/ kite flying etc.

+ - - - Pavillion with
pantry and toilet,
encouraging multi-

1
1
1
1
I purpose use
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1

connecting different unit
clusters through terrace
connections
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