Problem

What happens when Traditonal skills disappear?

Forin, 2023 the heritage crafts sub-sector represented only a small

proportion of the UK creative industries. As according to statistics published
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Creative Industries

‘CreaTech’ isatermwhichrefers tothe iNtersection of Creative

and Digital sectors - shillito, 2024

mthe articie “The Reimagining of Craft in a Technological

Age” by Neil Cunningham

highlights that traditional craftsmanship and machine-made production are often seen in
tension, but this divide is blurring. It claims that there are now being new defintions of craft
where technological advances are reshaping what ‘craft’ means such as in jewellery, lab-
grown pearls and diamonds challenge the nostalgia attached to traditional and rare methods.

“embrace it, harness it and learn what it can do for us”, Al “will be a story-telling”
~House of Commons Culture, Media and Sport Committee

mereport ‘Artificial intelligence and new Technology in

Creative Industries’ by UK parliament POST

examples of emerging creative technology integration in the UK arts sector,

“shows such as ABBA onage that feature four digital representations of

each ABBA member as the band appeared in the 19708s” ~ Jeary and Gajjar, 2024

160

150
140

130

120

2015 2016 2017 2018 2019 2020 2021 2022
Createch Growth

2023

Solution




Process & Precedants
Site Analysis

80.7%

of all usual residents in Hulme
livein a household, amounting to

13,726 -ients

. Student Accomodation
. University Building

Art Centres

. Family Residents

The Junction Pub Site Model 1:100 @ A3

Site Disit
Pros

e Student and family location

e The assymetical shape is more in-
spiring

e Flexible and less structured floor
plans

e The open exterior area, visualising
the concept visuals of a potential
seating area or enterance space

Cons

e Notin the city centre howeverit has
very good transport links
¢ Lack of retail or otherinstituions

surrounding to increase footfall




Journey Through The Space

Hybrid Maker Lab

Semi-enclosed area with HEERTA
hybrid craft and tech

workstations, 3D printer and

UR corner. An enviroment

which encourages

eXperiementation with

open-access, pay-as-you-go

industrial grade machinery.

Tech Cafe

The social core that retains
bar function with upgraded
finishes and integrated plug-
in stations. Features custom
digital screens within tables
to order food as well as
displaying community art or
live creative feeds.

Showcase Gallery/Shop

A flexible display wall for
students and maker’s physical
and digital art to be celebrated
and advertised. This would
include adjustable lighting and
intergrative projections.

Purpose

Workshop Studios/Study Area TheprimarypurposeofFutureCraftistoaddresstwokeyissues:loweringtheratesofheritagecraftadditionsperyearanddiminishingagesegregation.

This is achieved by creating a collaborative space where individuals will teach and learn from one another across generations. The implementation
of this model relies on the integration of Createch (creative technology) alongside industry-level equipment, with a core focus on instructing
participantsinthedigitaltoolsrequired tostartabusiness,ultimatelyenabling thiscross-generationalskilltransferandentrepreneurialenablement.

Skills exchange for innovation
and collaboration, including
workshops of woodworking,
metal working, 3D printing,
computer skills and buisness
support and training.




Design Outcome

1. Hybrid MakerLab

Semi-enclosed area with
hybrid craft and tech
workstations, 3D printer and
UR corner. An enviroment
which encourages
experiementation with
open-access, pay-as-you-go
industrial grade machinery.

2. TechcCafe

The social core that retains
bar function with upgraded
finishes and integrated plug-
in stations. Features custom
digital screens within tables
to order food as well as
displaying community art or
live creative feeds.

4 . Workshop Studios/Study Area

Skills exchange for innovation
and collaboration, including
workshops of woodworking,
metal working, 3D printing,
computer skills and buisness
support and training.




