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introduction

a world in motion

leisure

pleasure

rooted in activity outside work
what you do

rooted in phenomenological
what you feel

This thesis inquires the possibilities of creating pleasurable destinations
in a city that engage their urban environment through the deployment
mechanized conveyances - conveyances that offer an alternative
experience to the day-to-day “mobilities”.

Mobilities is a paradigm of the social sciences that examines the
movement of people, objects, and ideas in space. Writers in the field
such as John Urry have explored the role of mobilities in a wide range
of topics such as information systems and urban planning, and especially
what this project is primarily focused with: leisure and pleasure. Before
unpacking the role of mobilities in this area, we must first understand
the role of architecture in this paradigm.

Fig 01. Schneider, Renee J. Minneapolis Skyway. Star
Tribune.

Fig 02. Unknown Photographer. Tokyo Marunouchi subway
line crosses underneath commuter rail above the Kanda
River.

“you can take the steps down the hill or you can take the embedded
slide just a few feet away. I always took the slide” - dawn chiang

the promenade architecturale
In Whence and Whither, The Processional Element of Architecture, Philip
Johnson states that architecture exist in time, rather than space. He cites
Sergei Einstein’s reading of the Acropolis as an example: the parthenon
is not an independent entity, but rather, is a crucial component of a
larger collective. One that is ultimately experienced as a procession in
time - a visual experience powered by human legs (i.e., walking). The
orientation of the buildings defined both the route for the experience to
transpire, and they controlled the perception of the buildings as either
majestic (frontal approach) or picturesque (oblique approach). With the
acropolis serving precedent as one of archiecture’s “oldest films”, this
then provides the architect the ability and power to curate an experience
based on movement and views, a concept otherwise known as the
promenade architecturale, coined by Le Corbusier.

Fig 03. Einstein, Sergei. Acropolis processional analysis.
Montage and Architecture. 1937-1940.

mechanized conveyance and the spectacle
John Urry stated, in regards to mobilities’ role in pleasure, that alternate
modes of transportation facilitated alternate performances and contrasting
experiences. It is no surprise then, as Rem Koolhaas identified in
Delirious New York, that Coney Island was a popular escape from the
tenement life in the Manhattan, and in Rem’s words, the finish line for
a weekly exodus with the urgency of a jailbreak.
The post-industrial revolution amusement park was the melting pot of the
working class population with the bourgeouis. It was essentially a massconsumer test-bed for fantastical and alternate methods of conveyance.
Because rail transportation as mass passenger transportation being fairly
new, people were able to not only access the island more easily, but
also experience a dynamic panorama of a changing landscape aboard
the train. This was a revolutionary experience for many, and just the
teaser for what awaited them at the island.
One of the most crucial elements of constructing the spectacle at coney
island is two-fold. First, In addition to a highly energized and kinetic
landscape of machines, visitors to the amusement park were able to
experience the attractions by either spectating or by physically “riding”
them, a notion that is otherwise simplified by Josephine Kane as the
“whirl and the wonder”. Secondly, there needs to be a direct reference
to an otherwise banal or normative condition, such as the ground, in
order to achieve a visual and sensorially apparent contrast.

Fig 04. Unknown Photographer. Crowds arrive at Coney Island, ca.
turn of the 20th century. Delirious New York: A Retroactive Manifesto
for Manhattan.

In addition to the amusement park, world expositions are other notable
venues where many forms of mechanized mobilites earn their inception,
such as the moving sidewalk at the World Columbian Exposition in
Chicago. In reality, the two venues are no different from another, and
both effectively make use of the “midway plaisance”, to construct the
environment for which these mechanized amusements are to be viewed
and ridden.
“the adventure is clearly demarcated, self-enclosed, and set in the
contrast to the everday, [constituting] an apparent break with the
flatness of reified existence” - georg simmel

Fig 05. Unknown Photographer. Spectators observe Shoot the
Chutes, Luna Park, Coney Island.

Fig 06. Unknown Photographer. Riders aboard the Parachute
Jmp (from 1939 New York World’s Fair) in Steeplechase
Park, ca. 1941.

the high line links destinations in the city

the high line - an alternate civic experience
The High line in New York City is a recent and clearly popular urban
phenomenon - an alternate experience and spatial narrative over time in
Manhattan that has welecomed more than 5 million visitors since 2014.
Designed by James Corner Field Operations in tandem with Diller
Scofidio + Renfro, the park adapts previously utilized elevated rail
infrastructure to create a park that itself acts as the conduit between
destinations in the city (such as the Meatpacking District and Chelsea
neighborhoods), is itself a desintation in the city, and most importantly,
has “microdestinations” throughout the entire length of the High Line (this
includes the sunken overlook, vendors, rolling beds, and playgrounds
embedded in the structural framework). This entire experience, similar
to the Acropolis, is powered by the human legs.

the high line is a destination itself

the high line has microdestinations within it
01.
02.
03.
04.
05.
06.
Fig 07. James Corner
Field Operations and Diller
Scofidio + Renfro. Sequence
through High Line with time
stamps. The High Line:
Forseen, Unforseen.
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mapping

comparing the seemingly incomparable
The experience of the High Line may seem like a far stretch from that
of an amusement park or world exposition attraction. But in executing
a side-by-side comparison of these experiences, we see that their
construction of experience through views and movement is more alike
than one would imagine, albeit abstract. Comparing these entities arrives
at the diagram below, which essentially states that there is a space or
entity situated on a linear path or route, featuring a visual experience
or vista “aboard” the path, and an impacted visual experience and vista
from outside of the system. Collectively, this constructs the material and
ambient experience of being physically present in the system. Although
amusement parks are displaced from city centers to create a literal
“escape”, the High Line achieves this from within the city by utilizing
a new datum; i.e., a new tabluea. This thesis then contends that
mechanized conveyance systems can achieve the same within a city.
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identifying

conveyances and their histories

categories of mechanized conveyance

Because the primary site of investigation for this thesis is mechanized
conveyance, identifying the types of systems, how they work, and how
they are situated in a historical breadth can give clues and narrow
down how these systems may be able to situate themselves in a
pleasureable way.
From 16 primary systems of conveyance emerges a set of 5 broad
criteria that each system addresses:
-

layout configuration (ciruit vs shuttle)
vehicle configuration (separate vs continuous)
accesibility (limited vs hop-on / hop-off)
control of vista and motion (conrolled vs uncontrolled)
programming (adjacent vs self-contained)

Furthermore, in looking at how each of these 16 exist in a historical
framework, there is an evident influence and overlap that these
systems have on other forms of conveyance. For instance, the roller
coaster predates many forms of contemporary mass transportation, and
as stated earlier, many of these systems were debuted at a world
exposition or amusement park, albeit in a more spectacular fashion
rather than practical (the escalator made its first material debut as a
temporary installation in Coney Island). Despite these systems’ material
idiosyncracies (ex: cable conveyance vs coveyor conveyance), they are
one in the same.

rail

moving platform

roller coaster

street car

omnimover

enhanced motion

robotic arm

ferris wheel

elevator

revolving restaurant

escalator

moving sidewalk

people mover

funicular

cable car

monorail

1807
Swansea and Mumbles Railway
		Swansea, Wales, United
1817
Promenades-Aeriennes Roller Coaster
		Swansea, Wales, United Kingdom
1862
Coney Island + Brooklyn Railroad
		Coney Island, Brooklyn, NY
1867
Pullman Cars, George Pullman
		Pullman, Chicago
1873
Bridge Ferry Concept, Charles Smith
		Hartlepool, England
1876
Centennial Monorail, Centennial International Exhibition
		Philadelphia, PA
1884
Switchback Railroad, LaMarcus Adna Thompson
		Coney Island, Brooklyn, NY
1884
Katoomba Scenic Railway, Scenic World
		Blue Mountains, Katoomba, Australia
1889
Galerie Des Machines, Exposition Universelle
		Paris, France
1889
Eiffel Tower / Otis Elevator, Exposition Universelle
		Paris, France

1495
Reisszug, Hohensalzburg Castle
		Salzburg, Austria

1500

1600

1800

1644
Gdansk Ropeway, Adam Weibe
		
Gdansk (Danzig), Poland
1650
Russian Ice Slides
		 Various, Russia
1896

1896

Incline Elevator, Jesse
Reno
Brighton and Rottingdean Seashore Electric Railway
Brighton, England

1895

Space Elevator Concept, K.E. Tsiolkovsky
Russia

1893
1893
1893

Great Incline, Mount Lowe Railway
Altadena, CA

Moving Sidewalk, World Columbian Exposition
Chicago, IL

Chicago Wheel, World Columbian Exposition
Chicago, IL

1900
Moving Sidewalk, Exposition Universelle 1900
		Paris, France
1904
Hong Kong Tramway		
		Hong Kong
1906
Globe Tower Concept (Unbuilt)		
		Coney Island, Brooklyn, NY
1924
Never Stop Railway, British Empire Exhibition
		Wembley Park, Middlesex, England
1926
Gelmberbahn Funicular
		Bern, Swizterland
1927
Cyclone
		Coney Island, Brooklyn, NY
1929
Link Trainer, Flight Simulator, Edwin Link
		Binghamton, NY
1934
Grenoble-Bastille Cable Car
		Grenoble, France
1939
Futurama Exhibit, 1939 World’s Fair
		Flushing, Queens, NY
1947
Gateway Arch Tram
		St. Louis, MO
1956
Paternoster Elevator System
		Stuttgart Germany
1959
Florianturm
		Dortmund, Germany
1959
Mark IV Monorail, Disneyland
1959
Matterhorn, Disneyland
		Anaheim, CA

1900

1977
Centre Pompidou, Piano + Rogers
		Paris, France
1975
Cabinentaxi,
Demag
and
Messerschmitt-Bölkow-Blohm
1967
Minirail, Expo ‘67
		Montreal, Quebec
1967
US Pavilion, Cambridge 7 + Fuller, Expo ‘67
		Montreal, Quebec
1967
Adventure Thru Innerspace, Disneyland
		Anaheim, CA
1965
Skylon Tower
		Niagra Falls, NY
1964
Ford’s Magic Skyway, 1964 World’s Fair
		Flushing, Queens, NY
1964
IBM Pavilion, Eames + Saarinen, 1964 World’s Fair
		Flushing, Queens, NY

2000

2005
National Gallery of Art Addition
		Washington, DC

2010
RoboCoaster G2, Harry Potter + the
		
Forbidden Journey, Universa
Studios
		Orlando, FL
2011
Canton Tower Ferris Wheel
		Guangzhou, China
2014
High Roller
		Las Vegas, NV

2100

2005
RoboCoaster G1, Knights Tournament, Legoland
		Carlsbad, CA
2004
Metrocable
		Medellin, Colombia
2002
Trolley, The Grove + Farmers Market
		Los Angeles, CA
1997
Glidepath, Ripley’s Aquarium
		Myrtle Beach, SC
1995
Indiana Jones Adventure, Disneyland
		Anaheim, CA
1988
Umeda Sky Building, Hiroshi Hara
		Osaka, Japan
1987
Star Tours, Disneyland
		Anaheim, CA
1985
Atlanta Marriot Marquis, John Portman
		Atlanta, GA
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otis scenic elevator
marriott marquis, john portman, atlanta ga
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general motors futurama II exhibit
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testing

interventions on minneapolis skyway
Provided the crosslist of techtonic criteria and the 16 categories of
conveyance, a variety of tests can then be conducted on a site with
a mundane condition to simulate creating an alternate experience.
Minneapolis has the largest skybridge system in the world. Within
the downtown, the pedestrian experience in the city primarily occurs
within them, and the skybridges dominate the vista in the automobile
experience through the city. In this case, the skyway system is a banal
method of mobilities in the city. Using mechanized conveyance as an
operation, can there be interventions that either replace or interface with
the bridges to allow a more pleasureable way of moving throughout
the city?
Using a combination of Maya, NoLimits Simulator, and the architectonic
repertoire of plans and sections, we can better understand how
combinations of these systems will impact the pedestrian experience
in the city, the automobile experience in the city, and create a new
experience and spectacle altogether. For the first three experiments,
the program of a revolving restaurant is the starting point, followed by
additional variations and permutations.

downtown minneapolis skyway system
minneapolis, mn
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conclusion
After conducting these experiments, while on the extreme end, a plethora
of possibilities have opened up. The behavior of the vehicle relative
to the path configuration dramatically changes the experience. For the
second test, the arrayed restaurant booths created a terraced portion
due to the hybridization with the ferris wheel gyroscope. Throughout the
research of this project thus far, it has been made clear that the role
and scope of the architect in transit design is limited to stations, and
many conveyance systems are in the scope of the engineer. When it
comes to curating an experience with conveyance, it is currently only
seen in constructed realities and artifices (i.e. theme parks). These
systems of conveyance yield exciting results when engaged in a city.
Moving forward, the tests will be dialed back, and more analysis will
take place on the articulation of the vehicle, and how programming may
be incorporated to enhance the kinetics. A more refined language of
representation with more tests and experiments will clarify the criteria
for the final design.
The final design will be an experimental restaurant, hotel, or other mixeduse leisure-type program that interfaces with a mechanized conveyance
system.
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