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PROLOGUE

Thank you for reading my portfolio.

This portfolio includes all my work during GSAPP MSAAD program.

It includes three design studios in three semester, the ULI competition project, and three visual studies.

I would like to exoress my sincere gratitude towards all my instructors and teammates.
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Urban Palimpsets

PROJECT 01

Karla Rothstein Studio Work, 2019 Summer
Group Work

GSAPP ABSTRACT

In addition to receiving the remains of the deceased, buriad grounds have synthesized spiritual 
conceptions and aesthetic tendencies across time and culture. As such, the urban and architectural 
spaces of death and remembrance embody evolving priorities, shifting practices, and external 
presseures, including dramatic displacements, replacements, and renewals. Both physically and 
figuratively, the urban cemetry has oscillated between central and marginal, celebrated and 
disregareded, democratic and elitist. Projects in this section translate the existing programs of Sara 
Delano Roosevelt Part in Manhattan's Lower East Side - interweaving public activities with a new 
form of sustainable cemetery for the 21st century city. We explore how systems of relationships 
inform structures of space and social interaction, how complex phenomena emerge out of precise 

organizations, and how strategic rules function to promote exploration and surpass perceived limits.
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Site Analysis

This is an analysis of programs' space and time. Currently the community next 
to Sara. D. Roosevelt Park is diverse, which leads to the complexity and density of 
programs. Respecting local culture is important for an urban cemetery.

History Analysis
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The history of Sara. D. Roosevelt Park is mainly composed by four phases: 
Farmland, Cemetery for African American, Vertical Housing and Playground. 
Rather than masking the history, the new cemetery should critically tell the old 
story of the site because the history itself is also about death.
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Data Map of Immigration HistoryData Map of Weekly Activities

Manhattan Downtown has a beautiful history of immigration. During different 
time, different ethical groups immmigrate here. which are represented by 
color coding. The bars downside means total volume of immigrants and several 
important history events.

The Sara. D. Roosevelt Park is divied into four blocks. We datamined the number 
of people in each block in different times. The axis means Monday to Sunday, 
while the number of people in 24 hours in a day is the radius of circle. From this 
we could make sure which parcel of land should be reserved.
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Conceptual Collage

The main concept for this project is to creating a vertical framland of cemetery. 
It will not only keep the activities currently happening on the site but also 
benefit the community for its sustaniable method of disposing and creating a 
notable symbolic system considering the diveristy of Manhattan downtown.

Site Axono

From the collage concept to the concrete urban spatial relationship, it is an 
infrastructure connecting the whole site of the park. Its verticality evades and 
respects the current condition. Diversity of programs and diversity of plants' 
pallet reduces the heaviness of death in urban context.
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Zoom-in Plan

It is an extremely thin infrastructure. Playgrounds 
are kept, and some slopes connecting the circulation 
on the grounds and the upper-floor corridors. Pallet 
abstractly conceptualizes the plants.

Zoom-in Section

The upper section shows what people do relating with this intrastructure.
Not only people in it perform with the death, but also people in urban context, 
whose activities are even benefited from a vertical cemetery. The section below 
shows how the seasonal change affects this "farmland".
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Appeasing the Pain of Death

The affect of the vertical cemetery finally provides a romantic scenery for the site.
Death and lost are pathetic, but the memory is converted to these plants, which then collectively create us this wonderland in city.
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The Dialogue

PROJECT 02

Bernard Tschumi Studio Work, 2019 Fall
Group Work

GSAPP ABSTRACT

Relationships between architecture and furniture are explored in two ways:

The first one is that furniture follows architectural element, in which architectural element is 
axiomatic but use of space is flexible.

The second one is that architectural element follows furniture, in which furniture is axiomatic and use 
of space is determinate.
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Site Strategy

Archive of Furniture

Volume Split Gap Transportation

The site of this project is not a real one. It is a typical 
Manhattan block, with 20 meters wide and 60 meters 
long. Dividing it into two parts, the dialogue between 
two strategies can be developed.

Inspired by the theory of Kolb's Learning Styles, we 
designed a set of furniture. They are related with 
different activities of users.

Diagram A - Furniture Follows Architecture

Diagram B - Architecture Follows Furniture



18 19

Ground Floor Plan

First Floor Plan

Second Floor Plan

Third Floor Plan

Long Section A - Furniture Follows Architecture

Long Section B - Furniture Follows Architecture
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ConclusionDialogue

If furniture follows architectural element, although it seems that furniture is not determined by itself, but as the multiple use 
of space is kept, the combination of furniture is free, and the common notion of furniture is intact.  However, if architectural 
element follows furniture, although it seems that furniture is predominant, but as the form of space and its program is unitary, 

each type of space is only suitable for certain furniture, the furniture may become a part of architecture. 

These two relationships between architecture and furniture are both contradictory and complementary with each other. 
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Bifurcator

Hilary Sample Studio Work, 2020 Spring
Individual Work

PROJECT 03

The duality of people and vehicles’ movement, and the interaction between them could generate 
unusual formal/spatial identity. 

In the city, they are parallel with each other. While in this building, they are mixing, dividing, 
interlaying reflecting with each other. By mixing, at some moments the boundary between people and 
cars are ambiguous. By dividing, one movement is totally hidden from another. By interlaying, the 
relationships are multiplied to enhance the experience. By reflecting, movement on another layer could 
be implied rather than directly observed. Since the difference of these two movements are correlating 
with different architectural language, the building itself is both in geometrical and compositional 

complexity.
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Site Massing

Reconstruction of the Duality

Site - Parking

Washington DC Downtown

New - Commercial of Washinton DC

Main Avenue - Pedestrians and Vehicles

Old - History of Washington DC

Now, the site is a parking area, only accessible for vehicles/ 
drivers.

In the urban space of Washington DC, which case is also similar 
in other cities, pedestrians are in parallel with vehicles. 

This design is simply to reconstruct the relationship between 
them in three dimensions.

In the city, they are parallel with each other. While in this 
building, they are mixing, dividing, interlaying reflecting with 
each other. By mixing, at some moments the boundary between 
people and cars are ambiguous. By dividing, one movement is to-
tally hidden from another. By interlaying, the relationships are 
multiplied to enhance the experience. By reflecting, movement 
on another layer could be implied rather than directly observed. 
Since the difference of these two movements are correlating 
with different architectural language, the building itself is both 

in geometrical and compositional complexity.

Car Slope A
Down

Radius: 32 Feet

Experiential  Ramp
7% Slope

90 Inches Wide

Experiential Staircase
15 Inches Step

90 Inches Wide

Double Escalators A
For Pedestrian

Ground to 6 Floor

Stairwell A
For Pedestrian

Ground to 6 Floor

Stairwell B
For Driver

Ground to Top

Double Escalators B
For Driver

Ground to Top

Car Slope B
Up

Radius: 23 Feet

New York Avenue



26 27

Street Corner

Aisle

3rd Floor Plan

4th Floor Plan
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Parking Space Cross Section

Interior Long Section
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Interlayer - East Interlayer - West

Parking Space North Facade
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Main Elevation

Heavy and light, massing and slab, concrete and glass, signifying not only people and cars, but also two sidedness of Washington DC.
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The Corridor

Lost and choice, hidden and found, the intersection of bifurcator is in multiple transitions.
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Cubikko

PROJECT 04

ULI Hines Competition Project, 2020 Spring
Group Work with RED, LA and UP Students

Winner of Finalist

This project is a pivotal mixed-use and transit-oriented development aiming to reunite the Wynwood, 
Midtown Miami and Edgewater communities and to enhance diversity across the region. The site 
has been an industrial urban neighborhood cut apart by the north-south railway and has been facing 
gentrification pressures. Cubikko includes a multimodal transportation system which will connect 
the diverse communities of Wynwood, Edgewater, and Midtown, while enhancing design culture and 
diversity, and mixed-income communal living to celebrate the vitality and diversity of the city of 

Miami.
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Design Strategy

East - West Axis
First, The Ribbon crossing over the rail, connecting west and east side of 

city, from the Wynwood to seaside area.

North - South Axis
Second, The north connected with the Midtown Miami and the south 
connected with the Edgewater, makes another continuous open space.

Multi-Transportation Anchor

The Gentrification

Height Control
Third, to make our development more involved with the urban fabric at 
the same time follow zoning code and keep high FAR, we make control 

over the building height.

Master Plan

Plaza Building

1. El kioskito
2. North Park
3. Condesa Plaza
4. Romita Plaza
5. Cubikko Plaza
6. Ribbon
7. Maya Plaza
8. El Cielito
9. Polankito
10. Diego Plaza
11. Frida Plaza 

1. Coral Residential Tower
2. Perla Residential Tower
3. Brizza Plaza I
4. Brizza Plaza II
5. CitizenM Hotel
6. Habitat Group Condo
7. Natiivo
8. Cubikko Space
9. Cubikko Center
10. Marea Tower
11. Cubikko Studio
12. Miami Dade College
13. Cubikko Art Center
14. Las Velas Residential Tower I
15. Las Velas Residential Tower II
16. Las Velas Residential Tower III

1

1

2

3 4

5 6 7

8 9

10 11

2

3 4

5 6 7

8

11 12 13 14 15 16

9 10
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On the Cross

North-South Section West-East Section

Cubikko Center
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Towards the Plaza

The central Plaza will be a gathering space for different people and various public activities.
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Landscape Resilience Toolkit Phasing

Pro Forma

Phase I
- Station
- Mixed-Income Housing
- Opportunity Zone
- Transportation Infrastructure
- Affordable Housing ( 700 units)
- Retail ( 146,000 sq ft)
- Medical Offices ( 50,000 sq ft)

Phase II
- Museum & Studio
- Miami Dade College
- Cubikko Space Auditorium
- Food Market ( 32,000 sq ft)
- Structural Parking ( 120,000 sq ft )
- Citizen M
- Habitat Group Condos
- Natiivo Condos

Phase III
- Multifamily ( 780 Units )
- Multistory Office ( 170,000 sq ft)
- Flex Space ( 175,000 sq ft)
- Retail ( 93,000 sq ft)

Public Transportation Non-Auto Transportation

Street Section

Bioswale Green Street Landscape Retention
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Types

Connected to Urban Fabric

Centered on Open Square
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Towards the Ocean

The result is a mix and interation between capital, local cultural, communal, transportational and urban spatial power. 
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Commercial Ads on the street generate value if people have interactions 
with them. In this game, designer should consider how to make more 
chances for interactions to happen.  

Advertisement Itself Doesn’t Attract Attention

The Longer Ads Attract Attention, More Value Generated

A Lawn Can Attract Pedestrians To Have Attention On Ads

More People Interact With Commercial, More Value Generated

Attractiveness and Street Economy

My Street

PROJECT 05

Datamining the City, 2019 Fall
Group Work

Nowadays, public space in our city is too crowded with advertisements in order to gain commercial 
value in short time. The depressive feelings given by enormous and shining billboards actually 
make pedestrians less willing to wander on the street. While a rational street furniture design is 
always ignored, which could benefit our city in long term. Although it is no wrong to earn money in 
commercial furniture, a fantastic layout of different kinds of furniture can actually attract more 
pedestrians and realize city economic growth. So a new method to encourage the street furniture design 

is in urgent need.

Concept

The layout of street space is conceptualized into grids. Different 
grids have different types of furniture or material. The attributes are 
parameterized for programmatical simualtion. 
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GUI

Users can drag and drop nine types of street furniture as they want. 
Information of current money, cost of daily keep, attractiveness and total 
number of pedestrians is shown on the above middle board. Operatable 
scene is the axonometirc camera view, while other two cameras showing 
the how street furniture influence public space.

Agents

Moving Agents — Pedestrians Navigation Control
The agents of pedestrians are generated randomly 
outside the boundary of the community. The 
attractiveness parameter of the street decides 
how many pedestrians will come to the street. 
Pedestrians’ attention and stay time, are the two 
things that can interact with commercial programs 
that generate value for the street.

Furniture Agents — Types of Furniture and Effects
We divide the furniture into four categories: 
Vegetation, Commercial, Convenience. Each of 
them have child types and they have different 
affects on the street.

Game Begin Play

Bloom of Street Economy
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The Gameplay
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Senarios in Urban Typologies

As the trainning demos of the crowd simulation, this project starts by 
different urban spatial typologies to calculate the amount of time to 
repress the protest.

System

Although a virtual urban space is taken into this demo, but as a prototype 
this application has shown the fasibility of taking algorithms and AI 
navigation technology into architecture field. To make this simulation 
more convincing and complicated, four types of agents' bahavior in a 
protest event has been modeled below.

Cast To AI Nav

Move to Target

Death Reported

Spawn Text By
Attention System

Set Health to 0

Hitted by Gas?

Health=0? (Re)Set Flee Target

Arrived

Blocked?

-Health

Set Target Set HealthBar

Begin Play

Event Tick in First Phase

Event Tick in Second Phase

Cast To AI Nav

Move to Target

Detect
Protestors?

Spawn Text by
Attention System

Spawn Tear Gas

Commanded
by Police Leader?

Find Protest Leader
as New Target Arrest Him!

Set Target

Begin Play

Event Tick

Cast To AI Nav

Move to Target

Detect
Police Leader?

Always Spawn Text

Have Conflict

Hitted by Police? -Health Health=0?

Set Target Set HealthBar

Begin Play

Event Tick

Start Second Phase

Cast To AI Nav

Move to Target

In Danger?

Always Spawn Text

Defense

Command
Policemen Nearby Death Happend? Stop Command

Set Target

Begin Play

Event Tick

System Diagram: Protestors System Diagram: Policemen

System Diagram: Leader of Protestors System Diagram: Leader of Policemen

Crowd Simulation of Protests

PROJECT 06

Realtime, 2019 Fall
Individual Work

Nomarlly in architecture field, the appreciation of spatial quality is always considered in higher 
priority, but its influence on people's behavior should also be researched. This project is to use 
Unreal Engine as a tool to explore how certain urban space can influence the behavior of crowds. 
Concepturally, the form of urban space will change the route of crowds, and thus the time elapsed 
during a crowd's event may be different. This application takes protest behavior as the prototype of 
crowds behavior, which could also be extrapolated to other events, such as earthquake, fire disaster and 
terrorist attack. By this techonology, we can know which spatial solution takes less time for crowds 

escape from events.
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GUI

Firstly, the user design the urban space from the prefabs in UI.

As finished, the simulation begins, the user can see how long does it take 
to finish the event and how current urban space influence the crowds.

Clash HappensCustomize Urban Space

Crowds EscapeStart of Simulation
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The Gameplay
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Street  Score

Vacant Land

Built FAR

Complaint

Tree

Lotfront

Bus Stop

Residential FAR

Population

Outdoor Facilities

Subway Station

Commercial & Office

Public WIFI Hot Sopts

Privately Owned Public Space

Uber Drop Off 

Retail Area

Post Covid -19 Urbanism

PROJECT 07

Algorithm and Urbanism, 2020 Spring
Group Work

What if the pandemic does not end this summer?

How can we guide people to carry out AR activities in the context of social distancing to release the 
pressure of people staying home and reduce the infection?

How can AR be used to mitigate risk when the city starts to open back up?

APPLYED STRATEGY

PROBLEM STATEMENT

POST COVID-19

What if the pandemic does not end this 
summer?

Citywide Analysis

AR User behavior 
study

Data exploration
& collection

Neighbourhood Analysis

Urban Scale Data Analysis

0
0-15585
15585-35721
35721-78752
78752-167752
167752-347053
347053-726726
726726-2354290
2354290-6703168
6703168-23693466

0-22
22-70
70-132
132-208
208-303
303-415
415-547
547-774
774-1198
1198-2593

0-105
105-366
366-756
756-1185
1185-1812
1812-2698
2698-3902
3902-5777
5777-9599
9599-18830

0-325
325-1017
1017-2095
2095-3604
3604-6069
6069-9676
9676-13039
13039-19912
19912-27670
27670-54422

0-51
51-152
152-252
252-365
365-490
490-629
629-762
762-940
940-1169
1169-1486

0-19403
19403-61153
61153-113767
113767-188738
188738-292608
292608-430989
430989-618964
618964-988664
988664-1773228
1773228-3453203

0-477
477-1312
1312-1990
1990-2697
2697-3361
3361-4036
4036-4781
4781-5759
5759-7258
7258-10540

-80-166
166-452
452-718
718-959
959-1176
1177-1348
1349-1472
1473-1569
1570-1667
1668-1815

0-15
16-42
43-66
67-93
94-123
124-150
151-178
179-207
208-248
249-321

0
0-5
6-20
30
40-50
60-70
80-90
100
200
300-400

0
0-1
2
3
4
5
6
7
8
9

0
1-2
3-4
5-6
7-8
9-10
11-12
13-15
16-20
21-24

0
1
2
3

0
1
2
3
4
5
6
7-8

0-810
810-2412.5
2412.5-4091
4091-5368.35
5368.35-6395
6395-7395
7395-8545
8545-10715.8
10715.8-15139
15139-30300

0-0.6
0.6-1.7
1.7-2.6
2.6-3.2
3.2-3.9
3.9-4.8
4.8-6.2
6.2-8.4
8.4-12
12-28
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TOLICY TARGET

High-risk High AR Suitability in Blue AREA area
Neighborhood Analysis Citywide Strategies

AR Suitability for COVID-19 Risk Area by Typical Time Conditions

Bryant ParkColumbus Cirle

Uber Drop Off | Land use

Safety Score = Land Use Index *(5-Dropoff Points/Side Walk Width) 

Safety Score = Summer Sunlight Hours/3

East Village

APPLYED STRATEGY
Citywide Analysis Neighbourhood Analysis

Workday(8am-11am) Workday(11am-4pm) Workday(4pm-8pm) Weekend(8am-8pm)

Stable
Safe Urban area/Daylight/Tree

Uncrowded
Pops/ Vacant Land/Open & Outdoor Recreation/Lot Front

Accessible
Subway station /Bus station/Uber Drop off points

Social
Retail Area/Commercial & Office/Residential FAR/Popu-

lation density/complaint/WIFI

Stable  (17%)
=Safe Urban area(5%)
+Daylight(7%)+Tree(5%)

Uncrowded (20%)
=Pops(5%)
+ Vacant Land
+Open & Outdoor Recreation
+Lot Front(15%)

Accessible (25%)
=Subway station(5%)
+Bus station(5%)
+Dropoff points(10%)

Social (36%)
=Retail Area(2%)
+Commercial 
& Office(10%)
+ResiFAR (10%)
+PPL(10%)
+complaint(2%)

+WIFI(2%)

APPLIED STRATEGIES

City:
Calculate and Predict areas of 

high crowdedness under specific 
conditions

eg: Week Day + Commute Hours + 
Rainy (In Progress)

Uber/Lyft/Taxi Dropoff point 
suggestion for drivers

Real-Time Pedestrian Navigation 
indicating sidewalk segments that 

need to avoid
 
 

AR Developer:
Use the data to update the model

Put commercial programs on 
recommended points to benefit 

and attract pedestrians

AR APP

In google map, the user could turn 
on the alert of covid-19. Then 
the prediction of unsafe area 

is shaded in google map. In AR 
mode, the app could alter the user 

when current area is high risk, and 
suggest the user to turn left/right 

for safety.

Stable  (32%)
=Safe Urban area(5%)
+Daylight(17%)+Tree(10%)

Uncrowded (24%)
=Pops(10%)
+ Vacant Land(2%)
+Open & Outdoor Recreation(10%)
+Lot Front(2%)

Accessible (25%)
=Subway station(2%)
+Bus station(2%)
+Dropoff points(5%)

Social (35%)
=Retail Area(8%)
+Commercial 
& Office(10%)
+ResiFAR (3%)
+PPL(10%)
+complaint(2%)

+WIFI(2%)

Stable  (17%)
=Safe Urban area(5%)
+Daylight(7%)+Tree(5%)

Uncrowded (34%)
=Pops(7%)
+ Vacant Land(2%)
+Open & Outdoor Recreation(10%)
+Lot Front(15%)

Accessible (20%)
=Subway station(5%)
+Bus station(5%)
+Dropoff points(10%)

Social (29%)
=Retail Area(10%)
+Commercial 
& Office(10%)
+ResiFAR (10%)
+PPL(10%)
+complaint(2%)

+WIFI(2%)

Stable  (23%)
=Safe Urban area(5%)
+Daylight(10%)+Tree(8%)

Uncrowded (40%)
=Pops(5%)
+ Vacant Land(10%)
+Open & Outdoor Recreation(10%)
+Lot Front(15%)

Accessible (15%)
=Subway station(5%)
+Bus station(5%)
+Dropoff points(5%)

Social (22%)
=Retail Area(6%)
+Commercial 
& Office
+ResiFAR (2%)
+PPL(10%)
+complaint(2%)

+WIFI(2%)

Bryant Park
Uber drop off, Land use, BuiltFAR, Sunlight

East Village
Uber drop off, Land use, BuiltFAR, Sunlight

Columbus Circle

Uber drop off, Land use, BuiltFAR, Sunlight

Mitigate risk and facilitate social distancing by Predict areas of 

high crowdedness

Safety Score = 5-Winter Sunlight Hours/2
 Winter High risk in sunlight area

Summer High risk in shadow area

High risk in red areas (high drop off frequency)

+

+ +

+

+

+

+

+
+

++
+

+
+

+
+

+

+ +

+

+

+

+

+

+
+
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