






  0101  FIRE AS RENEWAL AND CELEBRATIONFIRE AS RENEWAL AND CELEBRATION

Location: Bronx, New York, America

Instructor: Nerea Calvillo

Type: Collaborative Work, Spatial Planning

Time: 2025 Summer

Teammates: Hoemin Kim, Panchenchen Feng





DEMOLISHING OF STRUCTURES

AERIAL VIEW OF PELHAM BAY PARK AERIAL VIEW OF ORCHARD BEACH

LOCATION

LANDFILL

THE BRONX RIVERA INTEGRATED PUBLIC SPACE

GREEN COVERING THE LANDFILL REMAINING MARSHLANDS

BEFORE LANDFILL AFTER LANDFILL



HOUSING UNITS LOST TO THE FIRES

FARM FOR FOOD JUSTICE IN BRONX

COMPARISON OF AREA SIZE

PART 1

PART 2

PART 3

THE WHITE FLIGHT

BURNT BUILDINGS

COMMUNITY FARMS

DECLINE

FLOODING

INTEGRATED PUBLIC SPACE

REMAINING MARSHLANDS



HUNTER ISLAND

DAVIDS ISLAND

HART ISLAND

CITY ISLAND



SLASH AND BURN FOR FOODFIRE CONTROL TECHNIQUES FIRE CONTROL TECHNIQUES

HIGH COST AND ENVIRONMENTAL IMPACT RECLAIMING FOOD SOURCES IN THE BRONX

STRATEGY





COLLAGE



THE CONSTRUCTION OF FARM INFRASTRUCTURE



We propose to re‑appropriate the slash‑and‑burn technique—once an instrument of colonial exploitation— to turn the 
existing forest into cultivation land. Learning from Native American pile burning techniques along with modern methods like 
Wet-line canals to stop flame spread. We need to build the needed safety structures to control the burn. The routinely flooded 
parking lot will be engineered into a reservoir, complemented by a canal system that contains burns and irrigate the fields. The 
sand that Robert Moses imported to Orchard Beach will be returned to Rockaway Beach.

2027



THE SLASH AND BURN PROCESS



By 2075, with the reservoir and canal network completed, the slash‑and‑burn can start on plots smaller than the 2 percent of 
the site to curb smoke and carbon emissions. While the resulting ash will enrich the soil. Community farms will invite residents 
to join the local food network. And areas along the promenade will expand the existing salsa spaces for the locals. Wildlife 
previously relocated from Davids Island to the Bronx Zoo will be repatriated to their original habitat, and new docks at City 
Island will restore maritime links to the mainland. Long‑restricted sites such as Hart Island—where countless immigrants and 
AIDS victims lie in anonymity—will open for public remembrance on holidays and festivities. 

2075



FARMING AND THE CELEBRATION OF THE DEAD



By 2100, decades of carefully managed slash-and-burn cultivation will turn Orchard Beach into fertile farmlands. Following 
a ten-year rotation with four consecutive growing seasons, and six years of fallow to rebuild biomass and soil nutrients. To 
distribute the produce, the project partners with GrowNYC—the city’s leading food-access nonprofit. The former landfill at 
Pelham Bay will be used as an open-air food market. Beyond its role in slash‑and‑burn agriculture, the beach fire also serves 
as a cultural rite that honors Puerto Rican ancestry. Echoing the Noche de San Juan—when flames symbolize purification, 
protection, and the banishment of evil spirits. The ceremony could take place on Hart Island each year to commemorate the 
departed while uniting the community in a shared act of remembrance and renewal.

2100



MICROBIAL - INDUCED SWAMPS



In the coming decades, Salt water will back-fill the canals, creating sheltered basins where microorganisms thrive. As water 
levels keep rising, Orchard Beach and its surroundings will slowly transform into a swamp shaped by microbial life. The Boats 
that were there before will finally be able to connect all the archipelagos, creating an island federation. Centuries later, when 
people no longer occupy this coast, the swamp will become home to the bay’s thriving wildlife. Changing the ecological state 
of the archipelago. Every now and then, a ritual honouring the islands' confederation might take place. 

2300





  0202  TRANSFORMABLE CO-HOUSETRANSFORMABLE CO-HOUSE

Location: Kaiping, Guangdong, China

Instructor: Emily G. Ruopp, Phu Hoang, Harold Fallon

Type: Individual Work, Artist's Studio

Time: 2026 Spring



SITE ANALYSIS

SITE ANALYSIS

The factory is located in Kaiping, China. It 
is in a local historic residential area, with 
many different communities situated to 
the East of the site, and Tanjiang River 
to the west. A long, narrow courtyard 
surrounds the factory, connecting to the 
basketball court on the west side. Most 
of the surrounding buildings are two 
to three layers high. The ground floor 
houses shops, while the upper floors are 
residential. The setback of the ground floor 
boundary creates a covered walkway.



SITE ANALYSIS SURROUNDING CONTEXT

SURROUNDING CONTEXT

NORTH ELEVATION WEST ELEVATION



INTERIOR SPACE OF THE EXISTING BUILDING

CONSTRUCTION STEPS OF THE EXISTING BUILDING



DETAILS OF THE EXISTING BUILDING

DETAILS OF THE EXISTING BUILDING

DETAILS OF THE EXISTING BUILDING



TRANSFORMABLE FURNITURE

SECTION ( WEEKEND )

4 - Residence
5pm-9am

4 - Residence
5pm-9am

7 - Party Space
5pm-11pm

SECTION ( WEEKDAYS )



2 - Architecture Studio
9am-5pm

1 - Meeting Space
9am-5pm

6 - Exhibition
10am-6pm

5 - Speech Space
10am-6pm

TRANSFORMABLE FURNITURE



AXONOMETRY ( WEEKDAYS )

PLAN ( WEEKDAYS )



ARCHITECTURE STUDIO ( WEEKDAYS )

RESIDENCE ( WEEKDAYS )



AXONOMETRY ( WEEKEND )

PLAN ( WEEKEND )



SPEECH SPACE ( WEEKEND )

PARTY SPACE ( WEEKEND )



  0303  SEASONAL COMMEMORATIONSEASONAL COMMEMORATION

Location: Guancora, El Salvador

Instructor: Emily G. Ruopp, Harold Fallon, Phu Hoang

Type: Collaborative Work, Commemorative Space

Time: 2026 Spring

Teammates: Chris Smith





LOCAL ACTIVITIES AND RITUALSEXISTING BUILDING

SITE ANALYSIS



FLORA ANALYSIS

COLORS OF FLORA AS COMMEMORATIVE SYMBOLS

LOCAL CLIMATE



FINAL PROPOSAL

DESIGN APPROACHES



GARDEN SQUARE

MURAL COURTYARD



SPRING SUMMER

SYSTEM ANALYSIS



AUTUMN WINTER



  0404  THE ARAB-AMERICAN JOURNEYTHE ARAB-AMERICAN JOURNEY

Location: Manhattan, New York, America

Instructor: Amale Andraos

Type: Individual Work, Multifunctional Museum

Time: 2025 Fall



  0404  THE ARAB-AMERICAN JOURNEYTHE ARAB-AMERICAN JOURNEY



SITE ANALYSIS

HISTORICAL ANALYSIS



MODELDESIGN APPROACHES





ZONING CONCEPT

STRUCTURE CIRCULATION SETBACK PLATFORM

PROGRAM VOID SPACE



GROUND FLOOR PLAN

SIXTH FLOOR PLAN

TWELFTH FLOOR PLAN

SECTION



FOURTEENTH FLOOR PLAN FIFTEENTH FLOOR PLAN

EIGHTH FLOOR PLAN TENTH FLOOR PLAN

THIRD FLOOR PLAN FIFTH FLOOR PLAN





SECTION



NEW STAIRCASE SPACE

EXISTING WORKSHOP SPACE







  0505  ENDLESS CAVESENDLESS CAVES

Location: Virtual Space

Instructor: Amelyn Ng

Type: Individual Work, Game Design

Time: 2025 Fall



FINAL EXHIBITION

Based on the game Soul: Cave, "The Endless Caves" is an AI 
algorithmic design showcasing a futuristic robot's exploration of 
ancient human cave ruins. Given the linear experience of a single 

cave with only a beginning and an end, I aimed to break the 
monotonous narrative by constantly introducing new, evolving caves. 

In the design, each cave is unique, offering diverse path choices at 
different nodes. Each new cave scene is determined by a probabilistic 

equation in chatgpt: yet, it all revolves around a central figure.

This is a series of animated landscapes that evolve and change over 
time based on software-driven data input, such as varying the scale 

of rocks, the position and intensity of light, the moisture of the 
ground, the density of vegetation, and so on. They are generated 
individually by AI code, and their arrangement is dynamic—not 
cyclical or preset—but determined by real-time constraints. Its 

duration is long, constantly recombining itself by determining order, 
density, and relationships. It is cyclical, without beginning or end.



REFERENCE

CODING

It is a software-driven animation that "play itself" for a 146-hour year-long cycle without repeating time cycles. It represents 
the passage of time on the moors of Northeast England. They are drawn by hand, frame-by-frame, yet their choreographies 
are dynamic – not looped or canned – but dictated by constraints in real-time. Each of the works in it is long in duration and 
recombines perpetually as inputs determine order, density, and interrelationships.



PART 1



PART 2



PART 3



PART 4




