
RC12 will challenge the means by which cities are planned, designed, represented 
and experienced. Our design processes will use the influence of popular media to 
make serious arguments about the built environment. We will use comic books, 
videogames, films, social media and anything inbetween to engage the public with 
our work in new and unusual ways.

RC12 explores the interface between content 
and communication. Utilising different media 
types our design outputs will evolve alongside 
their representation, shifting in resolution from 
microscopic details to planetary infrastructure.

RC12 will operate as a think-tank exploring cities through radical 
methods of representation and experimental distortions of media. 
We will undertake conceptual and fictional design projects as a 
critical tool to shed light on the complexities of real cities. 
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Throughout the year we will be joined by a number 
of collaborators who will contribute to our research. 
These include architects, theorists, planners, 
technicians, visualisers and game designers. We 
will develop innovative new tools and methods for 
Urban Design that encompass multiple streams 
of creative collaboration across a diverse range of 
disciplines. 
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MEGABYTE:
BACK-UP CONDITION

While some cities are threatened by environmental impacts, London’s threat is more nebulous - planning 
loopholes are breeding large-scale developments and the influx of money is displacing communities. Brexit 
puts the capital city at odds with much of the country surrounding it. London’s threat is perhaps the loss of 
identity, both physical and social.

We will use London as the basis for a highly experimental project contextualising the need for a back-
up by responding to threats the city faces through inventive methods of analysis. By defining urban 
conditions and the threats they face, we will propose radical methods of countering this loss of identity. 
Scaling your approach up from the artefact, you will use term one to develop radical ways of revealing 
and encapsulating disappearing urban conditions within London. The product of this investigation will be a 
scaled and sited model that interrogates these conditions in the methodology of its construction.

Term 1 will be a laboratory for investigating different modes of representation to challenge and enhance 
your existing skills. These initial projects will become a platform to inform your individual approaches as 
your progress on to the rest of the year. 

KILOBYTE:
BACK-UP BIT

Pocket size tools for backing-up now exist for recording objects on the go, 
an IPhone with 123D Catch installed becomes a mobile 3d scanner. Objects 
can be rebuilt in other resolutions and through other media - such as players 
reproducing Coke cans at a monumental scale in Minecraft. High-resolution 
replicas are reproduced and displayed across the world as statements of 
cultural preservation. These objects together are a back-up of the societies 
that bore them - that others might be trying to destroy. To start the year you 
will each be allocated a ‘bit’ - a pocket sized fragment of the city - and tasked 
with exploring how to preserve it. How would you back-up your ‘bit’ physically, 
virtually or intellectually? 

These can have different - and unusual - legacies: uploaded to SketchUp 
Warehouse, made into souvenirs, immortalised in stock imagery, hashtags or 
even given their own Twitter account. How will you begin to distort the back-up 
process at a hand-held scale? 

What does it mean to back-up?

We probably most use the term to describe making [digital] 
duplicates of work for safe keeping. But it might also mean 
someone coming to our assistance, or even to retreat from a 
position once held. 

With technologies like satellite imagery and lidar scanning 
we can record cities into digital models and images, but we 
can also preserve their nature through fictional narratives and 
creative reinterpretations. What is retained and what is lost in 
a back-up has the power to make arguments about our cities 
and what they mean to us.

TERABYTE:
BACK-UP-CITY

After the tsunami of 2011, Japanese politician 
Hajime Ishii proposed a back-up Tokyo be built in 
Osaka, in case of a further natural disaster. The 
scheme, called Tokyo Integrated Resort Tourism 
Business Backup City (I.R.T.B.B.C.), would preserve 
governmental functions in new buildings but was 
also conceived as a new commercial park with 
American style gambling casinos. This back-up 
version of Tokyo would hold the government of 
the city, but lose all the character and chaos of the 
current metropolis. What could the potential plight 
of a backed-up Tokyo tell us about the possible 
futures in store for London?

In terms 2+3 you will pursue the design of a 
Back-Up-City for London. Each of you will design a 
miniature metropolis distilled into the footprint of a 
domestic airport.

Our site for the final project will be in the Thames 
Estuary, at the location of Boris Johnson’s infamous 
unbuilt airport. We will use the site of his political 
hubris as the platform for a speculative city that 
functions as a battery of ‘London-ness.‘

Your back-up of London will apply all the 
methodologies you have developed over the course 
of the year. Having seen Los Angeles as a city of 
cultural exportation, your final project will take a 
critical position on what the culture, infrastructure 
and architecture of London would incorporate, and 
importantly, what this would look like. Your back-up 
will incorporate and expose the ideologies behind 
your work, each city becoming an alternative future 
should London lose itself. 

GIGABYTE:
BACK-UP-CULTURE

LOS ANGELES
We will visit Los Angeles - a city famous for its sprawl, but far more famous for 
its cultural exports. It is described by Hardt and Negri as the capital of ETHER. 
Ether separates the body and mind of a city. It is the cultural output of the city: 
all the films, music and art that make it a city famous around the world. Los 
Angeles is the city of Reyner Banham, of Blade Runner, of Grand Theft Auto 
V. Cultural identity is often intangible and mutable but utterly intrinsic to Los 
Angeles.

On the trip we will visit the palaces of ether - to explore and expose the logics 
of a city that is repeatedly backing itself up and reinforcing its cultural influence 
one movie and game at a time. We will see the stage sets of Hollywood, the 
muscle men on Venice Beach and the idealistic prototypes of Case Study 
houses. Can comparing the actual Los Angeles to its legend influence our 
approach to the design of a back-up, treating fact and fiction with equal 
importance? 

You will contrast the internationally exported depictions of L.A. with the qualities 
of is distinct neighbourhoods. What are the differences between representations 
of a city and the conditions we can observe on the ground? By the same token, 
can we encounter the fantastical city in the real one?

This transatlantic interval to the year will help push your critical methods of 
approaching cities as layered constructions as you commence the final project.
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