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1. Introduction

In recent years, there has been an increasing number of attempts to "Fuse Fashion and Architecture" as an example of fashion that crosses boundaries. There have also been various exhibitions featuring works of collaboration between the worlds of fashion and architecture. These embody the notion of “fashion = trends,” namely that public awareness of fashion and modern needs have an impact on fashion. The relationship between architecture and fashion is considered to have three aspects: “physicality,” “spatiality” and “identity.” Here, we analyze specific works, keeping in mind the fusion, integration, and mutual de-regionalization of architecture and fashion currently in progress.

Bunka Gakuen University in Japan has a Faculty of Fashion Science and a Faculty of Art and Design; the Faculty of Art and Design runs a program in architectural design. The curriculum of this program is equivalent to those of ordinary architecture departments, but it also includes efforts to fuse architecture and fashion. In fact, in the introductory course, students deal with the problem of a “wearable house,” which addresses design issues without considering boundaries between fashion and architecture. From among the works that have been produced so far, we will look at those which focused on the “wearable” aspect, and especially on the use of fabric. By examining the works’ tendencies, we will attempt to identify the contact points between architecture and fashion and related keywords, and will report on the results of our study.
2. Overview of the “wearable house” design problem
A house is a space in which to wrap one’s body, and if the space is made small enough, it becomes something similar to clothing. With this in mind, the participants in the program attempted to design the minimal-sized “wearable house” space in which to wrap their own bodies comfortably, and then built the actual objects. At the Department of Architecture and Interior, Faculty of Art and Design at Bunka Gakuen University, studies are divided into various separate courses from the second year, but the first five classes of the first semester of the second year focus on this problem. Table 1 outlines the problem.

Table 1   Outline of the problem

	
	Outline

	When implemented
	Second year, first semester (5 weeks of a 15-week semester)



	No. of students
	25 to 40 per class

	Objective
	Design of minimal-sized spaces, understanding of bodily dimensions, training in free-form design.

	Guidelines
	Design a minimal-sized space that is comfortable.

Free choice of materials.

Students must be able to carry their finished work by themselves.

	No. of teaching staff
	From 1 to 2

	Curriculum
	1st class
	Explanation of problem and brainstorming of design ideas

	
	2nd class
	Presentation of first-stage design ideas (ideas and concepts)

	
	3rd class
	Presentation of second-stage design ideas (material and shape considerations)

	
	4th class
	Fabrication of actual object

	
	5th class
	Presentation


The circumstances that led to the formation of the wearable house problem were as follows.

Many architectural designers are particularly interested in houses, because the house is the fundamental unit on which architecture is based. The house is where people not only eat and sleep, but also engage in various other behaviors: they bring home things that they have bought while shopping and store them, cook meals, study, work, clean and do laundry, talk with family members, and rest. Spaces and equipment are needed in order to accommodate all of these activities. In other words, the house must fulfill the functions of a store, school, office, cinema, theater, hospital and all kinds of other buildings, but all on a small scale.
Even within the house category, a great many designers focus on “the small house.” It is a difficult challenge to make an extremely small space fulfill a wide range of functions, and this obsession with the small house may be the result of designers' enthusiasm for this great challenge. It may also be true that designers focus on the problem because the process of rigorously selecting the functions that a design will fulfill, and designing a single space that fulfills a wide range of functions, or else creating happiness and comfort while excluding certain functions, can only be completed with great sensitivity, and by answering the very basic question of what it means for people to live.
　When the small house is shrunk yet further so that it touches the body of the inhabitant, it becomes something like the clothing that we wear. Can we see such creations as pure architecture? Clothing is generally made of various fabrics, but other materials such as leather and plastic are also used. But leather and plastic are often used for furniture and upholstery as a part of architecture. Meanwhile, metal is frequently used in buildings, but appears in clothing as well, albeit at lighter weights, such as armor or stainless steel thread woven into cloth. People can change their clothes quickly, but cannot change their houses so often. However, going off to a country house during a particular season of the year, or in some regions, changing the location of the dining table between the winter season and the summer season, are all actions that are akin to changing clothes. All these actions fulfill the function of sheltering people from wind and rain, helping them to endure heat, and protecting them from danger.
The wearable house problem was established to address the question: Can dealing with an object that is too small to constitute architecture, and building it as if it were architecture, while taking into account the differences and similarities that exist between clothing and architecture, help to cultivate free-form creativity unfettered by preconceptions about what constitutes architecture, along with a spirit of seeking out the essence of architecture? Also, while students in the architecture department often produce models, this problem entails fabricating actual structures with their own bodies as the core. Part of the aim of this study is to produce real objects head-on and to encounter unforeseen realities by working through the process. The use of very expensive materials is restricted, but other than that, the students are simply asked to fabricate a structure that will support their weight and allow them to move their limbs; we thought this experience would help to encourage them to imagine the actual dimensions at all times when designing models.
When tackling this challenge, students tend to interpret the “wearable house” idea in an extremely complex and difficult manner, and yet many students succeed in producing designs for a pleasant and comfortable minimal-sized space.
3. Analysis of form and function of the wearable house
Here we will identify the keywords related to the fusion of architecture and fashion from the trends seen in students’ works during the five years of course work, and analyze their impact on design education. In terms of materials used, students’ works can be roughly classified in three categories – fabric, cardboard, and other materials (wood, plastic, and so forth) – as well as those that use combinations of the above. Table 2 shows a partial list of the classified works. 
Table 2   Classification of work by material, and examples of work
	Type
	Examples of work

	a) Example of work employing fabric
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 sofa & cushion & pillow

	b) Example of work employing cardboard
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box

	c) Example of work employing other materials
	
[image: image4]tent-like[image: image5.jpg]


heavy paper

	d) Example of work employing a mixture of cloth and another　material
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vinyl&cloth[image: image7.jpg]


wire&cloth


From here on, we will focus on works that primarily employing various fabrics as well as those that emphasize the “wearable” aspect of the wearable house concept, and discuss the tendencies seen in these works. In the process of designing a wearable house, the keywords “cozy,” “worry-free,” “comfortable” and “relaxing” were among the required specifications that the students most frequently cited. The goal is to produce a design that meets these specifications. Also, when fabricating the actual object, the designers produce various materials, configurations, colors, and so forth.
In terms of the forms of the works themselves, there are spaces that enfold the body, spaces that cover the body, directly wearable works, other types (works that are carried, sat on, nestled against, and leaned on) as well as composites of all four types. Table 3 shows examples of works for each classification.
Table 3   Classification of “wearable house” works by form, and examples of work
	Type
	Examples of work

	a) Spaces that enfold the body
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	b) Spaces that cover the body
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	c) Directly wearable works
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	d) Works that are sat upon
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	e) Works that are leaned on
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Considered in terms of architectural elements, when the “wearable house” problem is interpreted as relating to a building, we see works that enfold, wrap or cover the body, whereas when interpreted as a piece of furniture like a sofa or chair, it leads to works that are mounted or leaned on, and when interpreted as some other kind of fabric-based interior item, it prompts works that are carried or nestled against. From these tendencies, we may infer that the minimal-sized house incorporates elements of clothing (or hats, shoes, accessories) as well.

4. Analysis of tendencies seen in designs by architectural students fusing architecture and fashion
Here we will consider architectural and fashion aspects based on specific examples of some of the works.
Example 1: Tomohiro Iwashita, designer
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a) User wearing the work      b) Photograph of the work
Figure 1   Work example 1
The design looks like a hand warmer. A cylindrical shape is made by wrapping some wire, and yarn is then wound around that shape. It is based on the concept that the user would feel calm when inserting his or her arms into the object. It is also possible to put the arms into it on top of a desk, to rest the head and to take a nap.
While it covers only a small portion of the body, it is related to interior or furniture elements in that it serves as a pillow.

Example 2: Kiriko Igarashi, designer
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Figure 2   Work example 2
It appears to be made of soft, festively colored gathered fabrics, but the base consists of a cardboard box. The top is squeezed, the hem is spread, and the body can be passed through the holes in the top and bottom. If the box is lowered around the waist, it can be worn as a skirt, and it is also possible to place the box on the ground and curl up inside it. It is interesting in that while it covers the body in a direct and straightforward manner, it is reminiscent of a dressy fashion item when worn.
Example 3: Chinami Morino, designer
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a) User wearing the work
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b) Drawing and Description of the work
Figure 3   Work example 3 and Drawing “FLOWER”
This work has a floral motif, with petal-shaped designs made of fabric, and wire inserted around the circumference which can be used to change the shape. It is possible to get inside the flower so that only the head sticks out, or the flower can be turned upside down so that a person can crawl inside the sealed-off space that is created underneath. Also, if some of the petals are opened, apertures can be created in certain places as needed in order to suit the application. The entire object can be folded up into the size of one flower petal, so it is lightweight and easy to transport, and is also has a charming shape. This is a highly polished creation.
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Example 4: Saki Takanashi, designer
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a) User wearing the work
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b) Description of the work
Figure 4   Work example 4 and Drawing “Matrioshka”
This work is based on the concept that people want to carry their own optimum state of comfort with them at all times, and constitutes a fusion of bedding and clothing. The user can use it to sleep in, but also stand up and carry it with them. The front is made of a single piece of fabric, while the back is made from a cushioned mattress. The overall shape is rather like a sleeping bag. However, it is intended to function as if it is one’s own room, providing some shelter from the cold at all times, and giving a cozy feeling of being sheltered inside a giant stuffed animal.
Example 5: Ayano Ishii, designer
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a) Photograph of the work    b) User wearing the work
Figure 5   Work example 5 “Mr. Mint” (Elements of the work: ride, wrap, accessory, sofa)

This work is designed as a companion that the user can nestle up against, holding it in front of their chests or holding it on their backs while letting its two arms dangle down over their chests. The object contains both urethane and beanbag material, creating a soft texture as well as a soothing effect.

Example 6: Mayumi Iida, designer

[image: image28.jpg]


[image: image29.jpg]



[image: image26]
a) User wearing the work         b) Description of the work
Figure 6   Work example 6 and Drawing “Mather’s Hand”
This work features a square cloth gathered like a cape. However, it is not just a simple square of cloth, as a hood, gloves, socks and pockets have also been sewn into it. This makes it a flexible item which can be used for many purposes. Also, when folded up it is extremely compact and easy to carry. This work could be used as a blanket or to protect against the cold after a natural disaster, for example.
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Example 7: Mari Shibata, designer
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a) User wearing the work

b) Description of the work 

c) Photograph of the work

Figure 7   Work example 7 and Drawing “Comforting Place”

This work features a donut-shaped cushion design. As a cushion, it would simply be an interior item, but its large circumference means that it can be wrapped around the body and “worn” like clothing. Also, if one sits with it on resting on one’s lap, it has a calming effect. This work includes elements that are reminiscent of blankets or other types of bedding.
5. Fusing fashion and spatial design
Here we will describe the Ice-Fishing Hut Contest, which was an attempt to put the ideas we have been discussing into practice. In winter, fishermen who make holes in the ice on lakes to fish for smelt employ portable huts to withstand the cold, which they then go inside and fish from within. While many designers of these smelt fishing huts interpret the design problem as an architectural one, the Bunka Gakuen University team (consisting of nine members including students and teaching staff) designed a hut that incorporates fashion elements. The work is shown in Figure 8.
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a)Hut in use                              b) Inside the hut

Figure 8  “Wearable house” designed as a portable fishing hut
The team made an object like a poncho, which, when it is worn, completely fulfills all of the functions of a fishing hut. Also, several of them can be connected with zippers to make a space as big as that of a typical fishing hut, when five units are zippered together to form one larger one. The material consists of air cushions with polka dots approximately 20 mm in diameter with zippers sewn to them, and the edges featuring colorful bias tape applied so as to wrap and protect it.
This is a practical example of a design that combines a sense of fashion design and architecture, and adequately fulfills the required function of protecting against cold.
6. Conclusion

In Japan, in both the fashion industry and the construction industry, huge amounts of consumer products are mass produced, including ready-to-wear clothing, apartment units, and large-scale public facilities, and there is a tendency for people to focus on the economics at the expense of pleasing textures or various other design considerations. However, as Japan moves toward a more affluent future, it will be necessary to focus more on design considerations and not merely focus on achieving the lowest cost.

Regarding clothing, because much of it is priced so that it can easily be afforded by individuals, there is already a strong emphasis on design and quality in Japan, particularly among the younger female population. In the case of architecture, however, there are few people who purchase more than one unit in their lifetimes, and the prohibitive cost means that there are few opportunities to consider focusing on truly high quality and design.
However, we are now moving into an era in which various disciplines are becoming fused together and various collaborations are starting to result in new design achievements. Likewise, many architects and fashion designers have been going boldly beyond the boundaries of their own disciplines, and are starting to exchange ideas with each other in an attempt to pioneer new territories and new areas.
This paper summarizes the fruits of the educational program seeking to fuse fashion and architecture, building on the unique features of Bunka Gakuen University, and the results of analyzing tendencies seen in the works produced.

The students who grappled with this design challenge tended to be puzzled and not sure what they ought to produce during the initial stages of production. During the process of making prototypes and sketches, they were not confident in their creations, but many began to feel the joy of creation once they began fabricating the actual works. Once through the process of trial and error, some of them truly came out of their shells and made full use of their imaginative capabilities.

In educating future designers, we believe the key is to imbue them with the sense that “making things is fun.” In the process of learning to make things, there is a struggle at the beginning until design concepts are fully absorbed, but if the designers enjoy the process of making, they will gain the power to overcome these difficulties. Once they realize that by learning design concepts they can enjoy making bold transformations, they will be able to set their own goals and work toward them. This problem stimulates flexible creativity and elicits original ideas from design students. Henceforth, we intend to pursue educational programs of this type in order to cultivate future generations of talented designers who will lead the way with unfettered creativity.
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