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Circulation Areas

Extending out Extra Areas 
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Taxonomy of the Design Tactics used in the 36 Buildings

The FAR Game confronts and challenges some of the basic prin-
ciples and elements of architecture. It imposes itself not only on 
the scale of a building but also on the organization of fundamen-
tal elements of a building—plan, volume, and section. The archi-
tect must develop tactics to address each of these elements in 
order to fulfill the demand for maximum floor area and volume. 
Most of the 36 buildings exemplify several of the following 
design tactics.
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Planimetric

Adjusting & Squeezing 
Floor Plans

01 White Cube Mangwoo

02. Alley House

03. Yoap White House
04 White Cone

05 CheongSeok Church

06 Gable Pack

07 The Rabbit

08 Chinese Boxes

09 Uhjjuhdah House

10 Silver Shack

11 Beyond the Screen

12 Yeoksam Neighborhood BLDG

13 Marble-ing

14 Gap House

15 Y House

16 3P House

17 Songpa Micro Housing

18 NTERS Properties

19 SH Housing

20 ArchiFiore

21 Sugar Lump House

22 Gilmosery

24 Tetris House

23 Sky House

25 Cloud Garden House

26 Nonhyun Matryoshka

27 o.d. Building

28 Interrobang

29 Place J

30 Oceanus

31 Stocky Bundle Matrix : EG

32 KHVatec Headquarter

33 SangGye 341-5
34 Dagong

35 Hanyu Group Building

36 Residence L-GA

Extending Out Extra Areas 
Exempt from Calculation

Reducing Comom 
Circulation Areas

HOW IS THE FAR GAME PLAYED?

Design Tactics 


