
THE ART OF DESIGNTNG CRLISE SHIPS

Richard H. Waener

foe Farcus has been involved in the interior design of

I elery Carnival Cruise Lines .hip since CARNI-
rt VALE. $hich entered service for Camival in 1975.
He has also designed interiors for Costa Cruis€s and has
conhibuted to the designs of some Holland America
ships as well as to the planning for QUEEN MARY 2.
His style is distinct and sometim€s conlroversial. It is
always creative.

The interiors of the Camival ships do not look
like lraditional ships or even like hotels. But lhen, they
wer€ not intended to be. "Wlen guests make a decision
to book a cruis€, whether it is consciously or uncon-
sciously, they are stepping otrthe earth. They are step-
ping off what normally feels comfortable to them.
Wlen you are on a ship, the decks move, you are sail-
ing, you can't go out the front door and go someplace
els€ at any time you want as you car with a hotel. I tale
that as a real sign ofwhat pe.ple are looking for They
are looking to get away in a way in tho sbongest sense
ofthe word and still b€ in a normal situation."

Accordingly, the interior public spaces on the
Camival ships arc often flamboyant and powerful. For
each ship, Farcus starts with a central concept idea that
he then uses as inspirdtion in designing the various pub-
lic rooms. The net result is that not only are the public
rooms in each ship distinct iiom each other but they are
distinct liom the conespondinS public rooms in each of
that ship's siste$. "I try to make designs so that people
onboard will experienc€ things that theyjust don't expe-
rience in their real life. I think that lhat creates interest
and I try to put in a wide range of design feelings
throughout the ship so that people will be constantly dis-
covering. In other words, on the first day ofthe cruise
they haven't seen eveo,thing on the ship dnd hopefully
on the last day they will still notic€ sornethinS that ihey
hadn't seen before because ofthe myriad ofdetails that
are onboard. I believe that lhat creates intercst. Interest
takes you away from borcdom and allows you to get into
the envimnment. I thi* that is the rosd to enjoyment.

"lt is like going to some interesting, fantastic
plac€ that you have never s€en befoie- Yo|l might trav-
el to some placa that you are used to going to and you

might enjoy it very much. But when you go someplace
that you have never been befoie and it is interesting and
it is exciting, it creates a kind of feeling that you don't
get in the former situation. This is what I alll goirlg for."

Farcus' interiors often pay &ibute to artwork
and design styles from the past. For exanple, on CAR-
NIVAL PRIDE, Farcus madc ext€nsive use of
Renaissance masterpieces blown up to giant proportions
in the ship's atrium. On the same ship, the an deco din-
ing room pays homage to the ocean liner NOR-
MANDIE. Another room places the guests inside a Van
GoSh painting while next door a collection of Japanese
netsuke figurines decorates a kamoke ba.. "Wten I
was studying, a very big part of the architectural educa-
tion had to do with architectu.al history. I think it is
very, very important - - I believed it then and I believe
it more so now - - tlat to be a good designer you need a
broad base- You have to have an uBd€rstanding ofwhat
has b€en done. I think unless you have had a really
good uderstanding of what has been done in the past,
yo!'re ability to transcend that is limite4 believe it or
not. So, I have always be€n completely interested in
design from pre-historic times right up into the pres€nt.

"Design€rs need a good understanding of histo-
ry - - and history ofarchitecture and design especially -
- to be able to creale something new. Very few things
spring fiom the head ofzeus completely in a new form,
Everything that a peason does is related to their experi-
ence in one way or another. So ifyou can intellectually
prepare yourself in the broadest possible s€ns€ then I
think itjust makes your palette that much broader to cre-
ate designs,

"In the days of Rome and before that some re6l
ly interesting things were done without th€ technolos/
oftoday. Ifyou go into the Pantheon, for example, it is
an amazing space. Even with all the technolos/ of
today in special terms you could not have done better
Even the decorations are quite interesting and unique.
But ifyou do not know that and you think 'Oh, classical
arrhitectur€ isjust old . . .', then you arc tying one hand
behind your back from e design point of view.

"As a designer yo! have to have that ability to
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feel lhe awesomeness of it and not look at it as an old
pile of slones. That is one reason why I love to tlavel; I
love to see these things. You can only leam a certain
amounl by s€eing photogaphs or videos. You have to
experiencr lhal and I get a charge out oflhat apart from
actually s€€ing i! just being in th€ spot and feeling it."

Farcus' interiors, howevef, are not rcproduc-
tions of rooms fiorn the past. Rather, he takes elements
fiom earlier styles and utilizes them in desiSns thar are
uniquely his own. "Architecfure is an art and it should
be practiced as an art- Thercforc, to me you ne€d to find
your artistic mus€ within yourselfand do your utmost to
create individual desiSn work that is not beholden to
fashion or from this designer or drat designer. So the
design€F that I have admired the most arc the ones who
have lived that kind oflife.

''To me. the best €xamDle of that and the one
that I have admired the most is Antonio G.udi. lfyou
go to Barcelona and yo|! s@ the Sagrada Familia, yotr
s€e a building that isnl even completed yet - - a build-
ing thdt was designed in the latter part ofthe l9th c€n-
tury and that has been under consfuction for more lhan
100 years - - 6nd you see people rEspond to that. People
are waiting in long queues every day to go through the
building, s€€ it from the inside and climb up the towers
and ooh and ah admire.

"If you want to think of what the grcatest suc-
cess could be as an architect or designer that would
surely be it for me. The p€ople just totally r€spond to
your work and the wo.k itJelfis as humanly individual-
istic as it could possibly be. Gaudi was influenced by
the world tiat he gr€w up in and the times but he man-
aged to create a completely unique Gsudi sq/le. I think
that is sdmirable and hard to do because civilization is
like erosion; it pressures you to be neutral in a way. To
be individualistic, you have to be willing to swim
upstrearn. You have to be willing to take a pie in the
face. You arc out there with what you do. You are
expressing what you have inside of you as s designer.
When you do it in an individualistic way, you don't
know how p€ople are going to respond to it until ir is
actually se€n. That is the trick ajd difficulty of doing
that kind ofwork."

The ships Farcus designs msy be in service for
30 ye5rs, and thus h€ has to take into account the fact
that tastes will change over time. "l never follow fash-
ion. Fashion by definition means a relatively short p€ri-
od of time of life and then it moves on. Whereas archi-
tectural desiSn or interior design I think should be apan

from fashion. The only time fashion applies in that area
is when you are designing a store, for example. A store
has a relatively short life in terms of its d6cor b€cause
they have to continually move forward and they are
closely associated with fashion.

"For cruise ship design where the downtime is
very, very limited for obviors reasons and the expense
of doing work on a ship is incredibly high, you really
want to get it right the first time. lf yo|I make desiSns
that are, at least fiom my view, interesting and not
something that people arc going to see in their normal
life every day, it is always relatable in a way. A good
idea is a good idea and a good feeling is a good feeling.
As a designer, I try to tap into ftat more th.n what is
happening now today, so to speak. You canl divorce
yours€lfftom it completely and I don't make a fetish out
of it compl€tely, but I really try to make things in a way
classical in d|e definition that I try to be timeless in fie
design."

A design limitation is the materials that can be
us€d in a ship. "lt is very challenging on a ship because
the fre regulations are quite stiict atrd the anouDt of
combustible materials that can be used is miniscul€. So
you have to be very clever and experienced in how to
use them. Weight is a problem. To have a msrble col-
umn is pretty much impossible because marble columns
ar€ huge blocks of masonry. But that is the art and the
skill of being an experienc€d ship architect. You have to
know what is out ther€ snd you have to know now to
achieve the eff€cts with the materials that are available,
practical or allowable to be us€d on a ship. lt is an inter-
esting proc€ss. It is a craft in a way. You go by expe-
.ienca, t€chnical exp€nis€, and then feeling. You
alwdys have to be able to look at things with ftesh eyes,
not as an experienced professional but how a guesl
rnight see it. That is kind ofa discipline also. That is
what makes up the individual chamcteristics of the
design€rs who are doing tiis kind of wo*."

Farcus is awar€ of what othe. cruise shiD
designers are doing but declined to name eith€r those
whose work he admires or those he dislikes. "There arc
defini&ly some talented p€ople out there doing work,
The things that I rcspond to most ar€ dlose things that to
me express an individual design - - they don't come
liom anylhing. I can even like things in a way that I
don't like as a result of the ad.rniration ol se€ing some-
thing that has been created by an individual. When I s€e
a&hitecture or design prdcticed as art then I find thdt
admimble."


