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Reporting from the Front
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What and where is the frontline of
Korean architecture?
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In which conditions are
Korean architects working?
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FAR Floor Area Ratio

FSR (Floor Space Ratio)
* FSI (Floor Space Index)
*  GPR (Gross Plot Ratio)

* Plot Ratio

* Site Ratio



Every Korean knows FAR.



100 Years’ Privatization of Land -
50 Years’ Construction Republic
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The FAR Game has been
a driving force in Korean architecture.
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The FAR Game is a frontline
of Korean architecture.
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Hyper-Density + Capital Concentration
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Triangle of the FAR Game
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Controller/ Government, Institute - Policies/Law
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Supplier / Architects, Planners,
Developers, Contractors
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Collective Desire
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Players of the FAR Game
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Overt Game — Covert Game



Across Building Types
and Scales
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The FAR Game in Apartment Complex
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The FAR Game is not a matter of choice,
but a means of survival.
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How is the FAR Game related to the
fundamentals of architecture?
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The FAR Game is

not just exogenous variables,

but endogenous principles
in Korean architecture.
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Can the FAR Game be
a creative force in architecture?
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Overcoming the FAR Game,

Scale in Architecture and Urbanism
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2016 Korea Pavilion



From a micro-scale question
to a macro-scale narrative

a|A|% R0l HAJH MALZ



oll 0] 2 3|7}



Typological and Collective Landscape



Volumetric Building Envelope
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Planimetric Plan Depth, Ratio
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Anatomy of Architectural Elements
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Analytical, Critical, but Imaginative
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City of the bang

REPUBLIC OF KOREA

Guyon Chung Kim Bongryol, Kim Sunghong Apviseas Song Doyoung,
Francisco Sanin PROJECT COORDINATOR Jeon Soohyun VENICE COORDINATOR Byun Junhui EXHIBITORS
Kim Kwangsoo, Song Zeho, Yoo Sukyeon
CITY OF THE BANG
The Korean Pavilion presents City of the bang, an exploration of the micro-spatiality of
urban life and the reinvention of urban architectural space in the metropolis.
The contemporary city fascinates us not so much in the new typologies it introduces as
in the manner in which established spatial designations are reconfigured. One such
designation is the bang, roughly translated as ‘room’ While the room is traditionally a
walled segment in a domestic space, the bang has infiltrated the Korean urban land-
scape of commercialized space with enterprises such as the PC bang, Video bang,
Norae bang, Jjimjil bang and the Soju bang. The Norae bang, a scaled-down version of
the karaoke bar, is a primeval cave in the contemporary city. Visual, audible, olfactory,
tactile and gustatory sensations are simultaneously experienced in a tiny black box.
The Jjimijil bang, with a steam bath, fitness room, lounge, restaurant and sleeping area,
provides space where half-clothed bodies intersperse. The Jjimjil bang blurs the lines
between collective and individual, normal and deviant behaviour, privacy and voyeurism.
The bang is an incarnation of the room, the house and the city, but does not belong to
any of them. The city of the bang oscillates between the domestic realm, institutional-
ized places and urban space.
The proliferation of the bang in Korea has been correlated with ethnic and linguistic
homogeneity. Koreans do not simply retreat from the public to these privatized milieus,
but use these places to relieve their fear of alienation by reconfirming their sense of
relatedness — Durkheim's ‘mechanical solidarity. Exploding Internet and mobile phone
usage, coupled with hyper-dense conditions, serve to intensify and diversify the
expression of these mechanical solidarities. Internet users in Korea, called ‘netizens!,
enjoy activities via online communities that turn into offline activities. The city of the
bang absorbs these seemingly heterogeneous but exclusive sociocultural networks
into its fabric.
Vertical spread profiles of commercial spaces from the secular to the ecclesiastical can
form a single building: a Norae bang in the basement, a fast food restaurant on the first
floor, a PC bang on the second, a plastic surgery clinic on the third, a commercial learning
institute on the fourth, a church on the fifth, etc. The layering of these spaces conceals
irregularities of urban fabric behind the street. And while the chaotic signboards attached
to the external walls represent dense but random spatial configurations inside, they do
not reveal the way in which the buildings are perceived, conceived and inhabited.
The bang is in a constant state of metamorphosis. It is beyond the control of architect
and planner: it is ‘other’ architecture without architects. The city of the bang leaps
directly from the village to the city of information technology, without passing through
the utopias of the modernist city and the revisionist model of the postmodern city.
In the Korean Pavilion, three architects search for critical references in the nature of the
bang. Such references might depend not so much on a question of what exists, but on
what does not exist in the city of the bang. In the end, we are presented with the redefi-
nition of the architecture of dwelling in the invisible cities of the bang. Both empirical
space and cognitive space will be contested by lived space, as ambivalent life in the
ubiquitous bang is explored in drawings, images and installations.




Germany - Korea Public Space Forum
Deutschland - Korea Public Space Forum

Deutsches Architekeur Museum
Frankfurt, 2005
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New York Times Bestselling Author of The Alchemist and Brida

PAULO
COELHO

WINNER STAND
ALONE

DVEL

Igor, Hamid, Gabriela,

Savoy, Jasmine

Cannes Film Festival
Modern vanity fair for Superclass

obsessed with celebrity



The Korea Pavilion, 2016 Venice Biennale
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