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The vague mulfifaceted, multi-political restructuring of society,
not consumed as a single silhouette. If is occupiable, changeable
abusable, and composed of many individual elements.
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“Instant House" explores the phenomenon of architecture and celebrity culture in
the digital age, where iconic backgrounds in celebrity videos become a new form of
architecture—appreciated not for spatial design but for their appearance in quick,
consumable media. Inspired by the concept of Diller Scofidio + Renfro's Slow House, it
presents a modern, fabricated set house designed for fast-paced content consumption.
This project critiques the superficial engagement with space and celebrity, using
staged settings and manipulated imagery to question authenticity in streamed
cultures. It reflects on how mediated spaces influence viewer engagement and cultural
production, emphasizing the camera's role in crafting a false reality tailored for rapid
consumption.
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INSTANT HOUSE PT.2

Indivdual Project

Course Name: Rendering Systems
Year: Fall 2023

Instructor: Seth Thompson

Site: Virtual/Blender

Instant House Part 2 draws inspiration from the anamorphic phenomenon to navigate the complex interplay
between physical and digital realms, probing the nature of authenticity in our perceptions of reality and its digital
representations. This installment of the project situates a fragmented physical model within a green screen studio
environment, meticulously illuminated and captured through a professional camera setup. The strategic arrangement
allows for rendered images to materialize from predetermined viewpoints, blurring the lines between tangible models
and digital renderings. The studio setting transcends its physical bounds, serving as a metaphor for the unseen
processes of digital manipulation akin to Blender software's backstage, inviting viewers to question the dichotomy of
true versus false within the screen's framed reality. Instant House Part 2 challenges conventional understandings of
space and representation, emphasizing the fluid boundaries between the real and the virtual.
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ANTI-SURVEILLANCE BOOTH

Indivdual Project

Course Name: ADVANCED STUDIO V Dispatches: Unsettling Architecture and the Instabilities of Modernity
Year: Fall 2023

Instructor: Mario Gooden, Raven Chacon

Site: Tribeca, New York, United States.

In the heart of controversy and shrouded in secrecy, ATT LONGLINES BUILDING stands as an architectural enigma, drawing attention to the subtle
balance between surveillance and privacy. This project delves into the relationship between being monitored and being the monitor, aiming to carve out
a gray area that challenges traditional perceptions of surveillance. While grounded in the urban milieu, this intervention constructs an anti-surveillance
labyrinth around the structures.

What can we see?
What can we not see?
What can we hear ?
What can we not hear?

Can we find a location and program that are in between those states?




SCORE - Daytime/Nightime
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SITE PLAN - ATT LONGLINE FACADE AXON - SOUTH/NORTH/EAST

North facing
It is elevated through a transformed
staircase into an elongated slope,
shielded from street views by granite
panels and reflective glass.

East facing

Revitalizing the public park and
reconfiguring granite panels, reflective
glass, and water features create

a sense of concealment, blending

the building seamlessly with its
surroundings.

118°=1'0" C
o

WALL DETAIL - BOOTH
South facing

A zigzagging corridor integrated into
the natural slope offers pedestrians
discreet passage while concealing the
underground garage entrance.




The Bridge

Group Project : Xiaogi Shen/Yishu Yu

Course Name: ADVANCED STUDIO VI Dis/Abling Architecture: States of Play
Year: Spring 2024

Instructor: Irina Verona, Jennifer Carpenter, Jerron Herman

Site: Norhavn, Copenhegan, Denmark

The disabled space is a creative environment centered around the artistic expressions of disabled , - —
artists, amplifying and extending their artistic power beyond individual limitations to manifest P
perceptions, serving as a pure container and tool of artistic sensibilities. Disable Space is the £
secondary creative space beyond the practice room, inspiring collaborative creation through public /
sensory interactions in innovative forms of expression between individuals and space. It serves as a /
personalized living environment for artists while extending their art identities into daily life. 5

The project's architectural centerpiece, the bridge, acts as a metaphorical and physical transition [ 777/ B /
space. Here, the conventional roles of visitors and performers are deconstructed, giving all users the IS,
autonomy to redefine their identities through their movement and interaction within the space. It is a
radical reimagining of creative expression, accessibility, and the role of art in society, making it a unique
platform for disabled artists to amplify their voices and artistic power.
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SITE INFO

Nordhavn




SITE PLAN - Bridge
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PERSPECTIVE
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PERSPECTIVE

Sculpture Park Theatre Metro Station

SECTION - Performance Area
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External Echoes

Group Project :Ammar Rassai, Devansh Shah, Xiaoqi Shen, Yi Wu, Yifei Dong
Course Name: Generative Design

Year: Spring 2024

Instructor: Danil Nagy

Site: Virtual

The project introduces a approach to memorialization by transforming personal memories into a 3D
sculptures, reimagining traditional graveyards as sculpture parks.

Utilizing generative design technologies, this product transfer the sound of significant life events, for
example: birthdays, graduations, marriages, and the birth of children—into personalized 3d forms.

Our prototype reimagines the traditional tombstone by dividing its temporal structure and repurposing
its elements to capture memories.
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USER INTERFACE
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WORK DIAGRAM

GENERATIVE
ARCHIVE

TIMESTAMPS /I,

xiaoqi

retirement party

memoir.mp3

18 birthday graduation mr first
birth_video®l.mov mix.mp3 2024 . avi brightside.mp3 words.mp4 VID_0924.mp4 ace.mp4 ammar@987.mp4 home video.p4
M I L E STO N E ég;:ﬂ GRADUATION MARRIAGE (1::;_[) gag[_p :Dg;gING é;:unc“ng RETIREMENT DEATH
DAY
TIMELINE 4 I ‘ ¢ —— + | +— ” | ¢ |
AGE (C) 10 20 30 40 50 60 70 80 90 100
| | | | I | [ | |
TIMELINE | | | | | ! | ! | |
10 20 30 40 50 60 70 80 90 100

AGE (0]



PROTOTYPE - Animation/Grasshopper

Carmen Twillie

Circle of Life 4:00




PROJECTION GENERATED BY
MICROPHONE INPUT AS FEEDBACK
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PROJECTION - Top, Front, Axon, Right
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Studio Escape

Group Project: Xiaogi Shen, Zhexu Yang
Course Name: Virtual Architecture
Year: Spring 2024

Instructor: Nitzan Bartov

Site: Virtual

“Studio Escape” is an exploration and escape game that starts with the main character entering the
normal studio space. The character will try to find a way out by smashing the correct object that
triggers the portal. Once the portal opens, the character can go through the portal and explore the
new studio space. Different portals lead to different spaces, and might lead to where you started.
Player can go back and forth between spaces with different scales, punch and smash some chairs,
computers, and models, and really explore the space to find a way out!

Scale-up studio

Portal

Normal studio

Portal
-

Scale-down studio
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