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Abstract 

When Ludwig Mies van der Rohe created the Barcelona Pavilion in 1929, it was considered an instant 
milestone in the joining of free art and architecture. By placing Georg Kolbe’s sculpture Morgen in the 
small water basin where all the optical effects would have the strongest impact, Morgen really became a 
“key point” within the open-plan "flowing space". Autonomous sculpture and architectural space 
mutually complemented one another, making sculptures no longer to be applied to the building, but 
rather to be a part of the spatial design, to help define and interpret it. What if architecture plays the roles 
as a sculpture? A sculptural architecture stands naturally and poetically in the context, rytheming while 
people passing by, making a still work of art come alive. In this portfolio, selected works will be presented 
to showcase how design strategy Flowing Time Flowing Space answer to contemporary architecture. 
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The Moscova Civic Center is an extension and optimization of two existing facilities: Play More and 
Media library of S. Teresa. It is located in the historical center of Milan, at the cross of Duomo di 
Milano-Garibaldi and two most important parks of Milan: Park Montanelli and Park Sempione. 
 
The project aims to reopen and reconnect this area to urban life, meanwhile, providing a better 
environment for social activities, sports, entertainment, education and exhibition.  
 
The project comprises five elements: glass façade exhibition center, piazza with shallow water, 
underground basketball and soccer field, underground interior entertainment and a sport pavilion with 
volleyball and swimming pool.  
 
All innovations, emerging with the old church and highlighting the identity of the site, create a modern 
piazza for the community. 
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Art & Frame 
 
/ Architectural variations in the space of “Looking at Art” cultural association 
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Art & Frame is a renovation project studied to meet the client’s desire to have multiple scenes into a 
sole interior: a workplace, a venue for the cultural association “Looking at Art” and a temporary art 
gallery to exhibit a collection of art pieces signed by young artists. 
 
Due to the special location of the association and the requirement of privacy of the client, the 
threshold becomes determinant. To highlight the significance of the transition from a public to a 
private sphere, the project presents a minimalistic double-façade system which directly announces 
the nature and function of the space: the centre is first and foremost a place devoted to study and 
host cultural meeting, but the façade system also suggests the possibility of displaying temporary art 
exhibitions. The real entrance is set on the diagonal corner of the void, which visually extends the 
dimension of the interior. 
 
The spatial configuration allows to create a relatively versatile space. A mezzanine divides the 
horizontal space into a public and a more intimate area, furnished with tables, armchairs, kitchenette 
facilities and a concealed drinks bar. The full-height public area allows a good communication with the 
mezzanine level, reserved to more private activities. Getting rid of the vertical wall in the middle, also 
means the sunlight is brought back again to the front. The use of off white polished concrete 
enhanced this idea. 
 
Metal frames, blank walls and the ending of the corridors are designed to maximise the hanging 
space. The colour palette is kept minimalist and neutral to align with the gallery’s sensibility. The 
original floor texture and rear windows design are maintained, to preserve the identity that Piero 
Portaluppi conferred to the interior. The design emphasises the connection of the diagonal spaces. 

 

Progetti di / Projects by 
 

Yaolin Zhang, Yaochen Wu, Kejin Kuang 
 
 
 

21





23



24



25



26



27



28







City of Soul 

/ The Rebirth Of The Prosperous Palmyra 

Project from Architectural Design  3 2017/2018 | AUIC – Politecnico di Milano 

 a cura di / curated by 

Prof. Magni Camillo 
De Matteis Andrea 

City of Soul cemetery project happened in the ruins of ancient Palmyra, a UNESCO World Heritage 
Site, situated just about 500 metres southwest of the modern city centre.  

Once called the “Pearl of the desert”, Palmyra, due to the outbreak of the Syrian Civil War and the 
rise of ISIS, has been badly damaged. Ancient wonders such as the Temple of Bel, the Temple of  
Baal Shamin, the Arch of Triumph, and columns in the Valley of the Tombs were destroyed.  

On this occasion, An oxymoron was pointed out: 

How to answer to the need of reconstruction and the memory of deconstruction? 

Progetti di / Projects by 
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Flowing Time Flowing Space was a concept firstly mentioned during the second year design studio. 
It was meant to be applied to a void without any specific function to test and reveal elements, relations 
and  conditions.  After  two  years  of  practicing,  it  gradually  became a design strategy which can be 
applied to various scales of projects. Projects vary from the macro-level (urban design, landscape 
architecture) to the micro-level (interior design and furniture).The focusing point of Flowing Time 
Flowing Space remained unchanged throughout the time – to create a better human experience. An 
experience people can actually feel.  

Two aspects are relatively important in an urban scale project: contextualism and sculpturalism. 
Nowadays many projects and understandings of contemporary architecture have left contextual 
design behind. Context is sacrificed to build an artificial identity and brand. Many projects don’t look 
like something belong to the environment. 

Louis Sullivan once said “A proper building grows naturally, logically, and poetically out  of all its  
conditions.” Architecture should stand in the environment aesthetically and naturally and 
the structure is designed in response to its urban and natural environment. 

Thus research work stands out as a crucial design tool. Each project bears its unique set of contextual 
issues. A critical probing into the specificities of program, site, function, and history is essential to the 
creation of the property and the design of the work.  

After the research work, initial design process begins. Results from the research lead the process to 
the partition of the site and the definition of main walk flow. Diagrams are used to determine flow 
space and static space. In my theory, spaces will be divided in to three types: zero, one and two, 
referring to  static space,  space  where  activities happens and main walk flow respectively. Three 
numbers also refer to different amount of time people spent in that zone.  

Guidelines were always carefully thought in each project, from key building at the end of vison in 
Moscova Civic Center, vertical walls that extend into the cemetery in City of Soul to threshold designed 
to showcase the void in Art and frame. They were all designed from eye level and human scale. 
However, it still works the best in Nine Square Problem where traditional Chinese design strategy in 
Classical Gardens of Suzhou “Varying sceneries with changing view-points” has been used. A new view 
emerged with each different step. 

In a larger scale project, experience can be layered. In the project City of Soul, it created two different 
human experiences from two altitudes. From the mountain top, City of soul restored the shape of 
ancient palmyra, turning the project into a huge sculpture. From the ground level, the cemetery 
blended into the archeology site, revealing the relationships with the environment. 

Whereas in a smaller scale project like art & frame, Flowing Time Flowing Space works more into 
details, materials, textures, colors and design language. People became more sensitive about the 
space. So during our practice, instead of treating it as an interior renovation project, it’s much more 
challenging to treat it as a interior architecture project. Studying the history of the void, light effects, 
sun path and structure etc. Furnitures were carefully chosen, some of them were even designed by 
ourselves.  

Flowing Time Flowing Space, a design strategy starts with research and exploration on contextualism 
and sculpturalism, answer to the contemporary architecture. 
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