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FUTURE VISION
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-  ALAN KAY

“THE BEST WAY TO 
PREDICT THE FUTURE 

IS TO MAKE IT . ”

FUTURE VISION

(The fu ture ,  2017)
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SOCIETY 2100
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SOCIETY 2100
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WORKING BECOMES A MATTER 
OF CHOICE  RATHER THAN NEED

SOCIETY 2100
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SOCIETY 2100

M a t e r i a l i s m
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IDENTITY AMSTEL
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Metro lines tunneled

( P ) L E I S U R E  P A R K

Dykes leveled

AMSTEL 2100 

2 .  REINFORCE EXISTING QUALITIES AN BUILDING 
HIERARCY BY DENSIFICATION

Redevelopment

Topping up

Highr ises
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Metro lines tunneled

( p ) l e i s u r e  P a r k

Dykes leveled

1

Mult i  leveled 
mobi l i ty  and 
movement

introduct ion 
of  h ighr ises & 
skybridges

AMSTEL 2100 

3 .  INTRODUCE 3D 
URBANISM



INTRO | | |CONTEXT RESEARCH DESIGN ||

MEDIA CONSUMPTION

Percentage spend on 
media form in free t ime

(The IFP I ,  The mot ion p icture Associat ion,  D ig i ta l  enter ta inment group, Newzoo 2016)
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GAMING
POPULATION

World population and 
amount of gamers 

(UN medium ver t i l i ty  var iant  2018, E lect ron ic ar ts 1995, Uni ty  2017)
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(The Nexus,  Future of  eSpor ts.  2015)
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(The Nexus,  Future of  eSpor ts.  2015)

  

Media Tourne-
ments

W
orld 

Finals Teams
Salar ies

Pr ize 
winn ings

Prize 
w

innings

Reve
neu 

sh
are

In  Game 
Sales

Sponsorsh ipsSponsorsh ips

Merchandise

Donat ion

Ti
ck

et
in

g
Media Tourne-

ments

Brands

Game  
Pub l isherFans

W
orld 

Finals Teams Players
Streaming 

r ights

Sponsor
sh ips

(Newzoo, Global  eSpor ts market  repor t .  2017)

2015 2016 2017 2020

Au
di

en
ce

 G
ro

w
th

+3
6.

6%

+1
9.

6%

+2
0.

1%

11
5 

M
ill

io
n

16
1 

M
ill

io
n

19
4

M
ill

io
n

30
3

M
ill

io
n

$3
25

 
M

ill
io

n

2015 2016 2017 2020

$4
93

M
ill

io
n

+5
1.

7%

+4
1.

1%

+3
5.

6%
To

ta
l R

ev
en

ue
s

$6
98

 
M

ill
io

n

$1
48

8
M

ill
io

n

GAMING
ESPORTS INDUSTRY



INTRO | | |CONTEXT RESEARCH DESIGN ||

Global Media & sports 
revenues

(The IFP I ,  The mot ion p icture Associat ion,  D ig i ta l  enter ta inment group, Newzoo 2016, AT Kearney)
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IN 2100,  GAMING IS INTEGRATED INTO 

EVERYONE’S LIVES AND SOCIETY AT LARGE
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HOW WILL FUTURE GAMING TECHNOLOGIES 
IMPACT THE DESIGN OF A GAMING HUB FOR 

AMSTEL AREA IN 2100?

RESEARCH QUESTION
SUBQUESTIONS
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HOW WILL FUTURE GAMING TECHNOLOGIES 
IMPACT THE DESIGN OF A GAMING HUB FOR 

AMSTEL AREA IN 2100?

1.  Which users wi l l  make use of  the gaming hub?

2.  What  are the future developments in  gaming?

3.  What  are the spat ia l  impl icat ion as a resul t 
of  development  in  gaming?

4.  What  programme is  requi red for  a  gaming 
hub?

5.  What  are the des ign requi rements for 
Amste l  2100?

RESEARCH QUESTION
SUBQUESTIONS



Game

RESEARCH
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2010 2020 2030 2050 2070 2100

5th gen

Mobile device

7th gen
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8th gen

Zero gravity
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Reality
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Gaming arcade
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Computer
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Handheld

GAMING TECHNOLOGY 
WHAT ARE THE FUTURE DEVELOPMENTS IN GAMING?
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7th gen
Holography

8th gen
Zero gravity

6th gen
Virtual & Augmented Reality

GAMING TECHNOLOGY 
FUTURE GAMING
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Levitation?

GAMING TECHNOLOGY  
ZERO GRAVITY:  LEVITATION TECHNOLOGY

Ferro magnetism 
(magnetic levitation) Diamagnetism
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FutureTraditional

Augmented & Virtual reality 
360 view 

Zero Gravity

Hologaphy

End focus

Center focus

Mixed

SOCIAL AND SPATIAL RELATIONS
WHAT ARE THE SPATIAL IMPLICATIONS AS A 
RESULT OF FUTURE TECHNOLOGIES?
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Tradi t iona l
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Tradi t iona lTrad i t iona lTrad i t iona l
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Tradi t iona l
Mixed stage
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Future
AR & VR
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Hyperreal ity,  Kei ichi Matsuda. 2016

As far as the eye reaches

Individual augmented realitiesCommunal augmented realities
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Future
Holography
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Future
Zero Grav i ty
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Zero grafity games, Tai Wei Kan 2018
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PROJECT SITE
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The gaming hub is located on the A10, which 

allows the building to reach the wider audience 

of all of Amsterdam. Especially the grown 

part in North Amsterdam and the international 

reinforces the high-tech leisure activities and 

services identity of the area. With 150.000 and 

a density of 12,500 residents /km2  Amstel is 

on of the most dense areas in Amsterdam.  

Train stations

Metro network

A10 boulevard

Amsterdam
What are the design requirements for Amstel 2100?

A 10 boulevard
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The site also sits in an important 

intersection between the A10 

boulevard and the park. placing the 

building here requires it to mediate 

visitors and travelers between these 

Amsterdam locals and outside visitors 

are able to reach the gaming hub 

through the A10 boulevard with has 

a AV car lane and bike highway. And 

also the Mobility hub will create a visitor 

stream from the park side. 

98 99

Mobility
 hub

 A10 BOULEVARD

 A10 BOULEVARD
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The building is situated in the densest part of the city. 

needed and landscape must be preserved. 
5 0  x  7 0 m

100 101

Urban sca le

  A10 BOULEVARD

Bike highway
Four A.V. Roads

BIKE HIGHWAY
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DESIGN

SYNTHESIS
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G a m i n g  d e v e l o p m e n t

Amstel Gaming Hub

DESIGN 

Synthesys
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FORM GENERATION

A10 boulevard
Site

PARK

100m 70m
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FORM GENERATION

ZERO GRAVITY 
HOLOGRAM

24.000m2

AUGMENTED 

REALITY
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FORM GENERATION

HOLOGRAM 
AUGMENTED 

REALITY

12.000m2

12.000m2

Zero gravity
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FORM GENERATIONFORM GENERATION

A10 boulevard
ENTRANCES 
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FORM GENERATIONFORM GENERATION

PARK EXTENSION
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PROGRAMME GENERAL 
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FORM GENERATION

SMOOTH FACADE
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FORM GENERATION

GIANT TRIBUNE
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FORM GENERATION

+ TWO WALKWAYS 

OBSERVATION DECK 
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FORM GENERATION

AUGMENTED & 

 VR GAMING
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FORM GENERATION

SPORTINIG EVENTS 
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FORM GENERATION

OUTDOOR MOVIE 
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FORM GENERATION

CULTURE FESTIVAL
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SITEPLAN
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PERSPECTIVE
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PERSPECTIVE



Pogramme 

ROUTING
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ZERO GRAVITY 

HOLOGRAM 

AUGEMENTED REALITY
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ZERO GRAVITY ARENA

LOOP STORAGE
CHANGING 

ROOM

PUBLIC FOYER

LOBBY
MULTIFUNCTIONAL ROOMSMULTIFUNCTIONAL ROOMSDRONE PLATFORM

SKYBAR

RESTAURANT

TECHNICALREST ROOMS

HOLOGRAM 
CAFE RETAIL EXHIBITION

WORKSHOPS

OBSERVATORY DECK T R I B U N E

INTERACTIVE PLAZA

ATRIUM
GYMNASIUM

ARCADE

AUDITORIUM
DEVELOPER

E
L

E
V

A
T

O
R

WORKSPACES

PODS
VR

RESTAURANT

AUGEMENTED REALITY



INTRO | | | || CONTEXT RESEARCH DESIGN

PROGRAMME BOTTOMENTRANCES
0 GROUND FLOOR 

PUBLIC PLINTH
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ENTRANCE

OUTSIDE
15 °C

INSIDE
21 °C
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AIR CURTAIN

HEAT

COLD

DUST 

POLLUTION

CONDITIONED AIR
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ENTRANCE

RETRACTABLE FACADE 
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ENTRANCE

RETRACTABLE FACADE 
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PROGRAMME BOTTOM

CAFE

RESTAURANT

RETAIL

EXHIBITION SPACE

0 GROUND FLOOR 
PUBLIC PLINTH
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PROGRAMME BOTTOM

CENTRAL PLAZA

0 GROUND FLOOR 
PUBLIC PLINTH
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PROGRAMME BOTTOM
0 GROUND FLOOR

CIRCULATION CORE
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PROGRAMME BOTTOM
0 GROUND FLOOR

CIRCULATION CORE

  
SPIRAL RAMP CIRCULATION 

CONNECTING SUBSEQUENT FLOORS

HIGHSPEED POD LIFT TO 
ZERO GRAVITY ARENA
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PROGRAMME BOTTOM
VIRTUAL REALITY AND  

AUGMENTED REALITY GAMING  ARENA

PUBLIC TRAINING MODUS
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PROGRAMME BOTTOM
VIRTUAL REALITY AND  

AUGMENTED REALITY GAMING  ARENA

TOURNAMENT MODUS
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Dubble layered Multimedia 
EFTE pillow facade 

Substructure steel mullion
attached to IPE floor beam

Foamed concrete 
floordecking

Steel box beam 
1500x800mm

Pneumatic entrance

Excessive heat transferred to water through 
Peltier element and heat exchanger

lightweight polycarbonate
 floor suspended from ceiling

Pneumatic entrance

Steel canopy attached 
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Zero gravity 
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Floor beam IPE 500

Air out

Graphene electrodes 
nano plates
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Zero gravity sphere 
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3. Counterbalance weight & 
stopper

4. Pivot bearing

1. lightweight wood compo-
site balustrade

5. Elastic tension band

6. Flexible pipe connection

2. Floor structure

POLYMORPHIC BALUSTRADE 
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3. Counterbalance weight & 
stopper

4. Pivot bearing

1. lightweight wood compo-
site balustrade

5. Elastic tension band

6. Flexible pipe connection

2. Floor structure
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3. Counterbalance weight & 
stopper

4. Pivot bearing

1. lightweight wood compo-
site balustrade

5. Elastic tension band

6. Flexible pipe connection

2. Floor structure
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1. WOOD COMPOSITE BALUSTRADE

2. STEEL EDGE U-BEAM

3  WOODEN FLOORING

4. STEEL STRUSS SYSTEM

5. PENDEL ANCHOR BOLTED

6. COUNTERWEIGHT 

7. PIVOT BEARING 

8. ELASTIC TENSION BAND

9 FLEXIBLE PIPE CONNECTION
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PROGRAMME BOTTOM

WORKSHOP ROOMS

GAMING RETAIL 

RETRO GAMING ARCADE

RETRO GAMING ARCADE

+2 FLOOR
GAMING RELATED PROGRAMME
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PROGRAMME BOTTOM

VR PODS

EDUCATION

GYMNASIUM

+3 FLOOR
GAMING RELATED PROGRAMME
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RETAIL INTERIOUR
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PROGRAMME BOTTOM

DEVELOPER

OFFICES

+4 FLOOR
GAMING RELATED PROGRAMME
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PROGRAMME BOTTOM

LIFT ENTRANCE

OBSERVATION DECK

+5 FLOOR
GAMING RELATED PROGRAMME
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PROGRAMME TOP

+61800 BASEMENT -2
TECHNICAL SPACE, PELTIER MACHINE, 

HEAT EXCHANGE, HVAC 

+65400 BASEMENT -1 
LOCKERS, TOILET ZERO,

GRAVITY MACHINE, STORGE

+65400 BASEMENT - 0.5
ZERO GRAVITY ENTRANCES & RESTING AREA

+71400 MAIN LOBBY 0
BEVERAGE & FOOD COUNTER, 

PUBLIC CIRCULATION

+77400 FLOOR+1
GAMING PLATFORM, 2X ROOMS 

(TRAINING, WORKSHOP, MEETING, ECT.)

+83400 FLOOR +2
DRONE PLATFORM, GAMING PLATFORM

+95400 FLOOR +3
CONTROL CENTER, RESTAURANT

+101800 FLOOR +4
360 PANORAMA SKYBAR
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PROGRAMME TOP

+61800 BASEMENT -2
TECHNICAL SPACE, PELTIER MACHINE, 

HEAT EXCHANGE, HVAC 

+65400 BASEMENT -1 
LOCKERS, TOILET ZERO,

GRAVITY MACHINE, STORGE

+65400 BASEMENT - 0.5
ZERO GRAVITY ENTRANCES & RESTING AREA

+71400 MAIN LOBBY 0
BEVERAGE & FOOD COUNTER, 

PUBLIC CIRCULATION

MAIN LOBBY 

PUBLIC AREA
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ROUTING TOP
SLOW TRACK = SPIRAL RAMP
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PROGRAMME TOP

+61800 BASEMENT -2
TECHNICAL SPACE, PELTIER MACHINE, 

HEAT EXCHANGE, HVAC 

+65400 BASEMENT -1 
LOCKERS, TOILET ZERO,

GRAVITY MACHINE, STORGE

+65400 BASEMENT - 0.5
ZERO GRAVITY ENTRANCES & RESTING AREA

INFINITE ZERO GRAFVITY LOOP ∞ 

MULTIFUNCTIONAL ZERO GRAVITY ARENA
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PROGRAMME TOP

+61800 BASEMENT -2
TECHNICAL SPACE, PELTIER MACHINE, 

HEAT EXCHANGE, HVAC 

+65400 BASEMENT -1 
LOCKERS, TOILET ZERO,

GRAVITY MACHINE, STORGE

CHANGING ROOMS & TOILETS

STORAGE
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PROGRAMME TOP

+61800 BASEMENT -2
TECHNICAL SPACE, PELTIER MACHINE, 

HEAT EXCHANGE, HVAC 

PELTIER MACHINE & HEAT EXCHANGER
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ROUTING TOP
SLOW TRACK = SPIRAL RAMP
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PROGRAMME TOP

+61800 BASEMENT -2
TECHNICAL SPACE, PELTIER MACHINE, 

HEAT EXCHANGE, HVAC 

+65400 BASEMENT -1 
LOCKERS, TOILET ZERO,

GRAVITY MACHINE, STORGE

+65400 BASEMENT - 0.5
ZERO GRAVITY ENTRANCES & RESTING AREA

+71400 MAIN LOBBY 0
BEVERAGE & FOOD COUNTER, 

PUBLIC CIRCULATION

+77400 FLOOR+1
GAMING PLATFORM, 2X ROOMS 

(TRAINING, WORKSHOP, MEETING, ECT.)

MULTIFUNCTIONAL ROOMS

MULTIFUNCTIONAL ROOMS

 AR GAMING PLATFORM
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PROGRAMME TOP

+61800 BASEMENT -2
TECHNICAL SPACE, PELTIER MACHINE, 

HEAT EXCHANGE, HVAC 

+65400 BASEMENT -1 
LOCKERS, TOILET ZERO,

GRAVITY MACHINE, STORGE

+65400 BASEMENT - 0.5
ZERO GRAVITY ENTRANCES & RESTING AREA

+71400 MAIN LOBBY 0
BEVERAGE & FOOD COUNTER, 

PUBLIC CIRCULATION

+77400 FLOOR+1
GAMING PLATFORM, 2X ROOMS 

(TRAINING, WORKSHOP, MEETING, ECT.)

+83400 FLOOR +2
DRONE PLATFORM, GAMING PLATFORM

DRONE PLATFORM

AR GAMING PLATFORM
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PROGRAMME TOP

+61800 BASEMENT -2
TECHNICAL SPACE, PELTIER MACHINE, 

HEAT EXCHANGE, HVAC 

+65400 BASEMENT -1 
LOCKERS, TOILET ZERO,

GRAVITY MACHINE, STORGE

+65400 BASEMENT - 0.5
ZERO GRAVITY ENTRANCES & RESTING AREA

+71400 MAIN LOBBY 0
BEVERAGE & FOOD COUNTER, 

PUBLIC CIRCULATION

+77400 FLOOR+1
GAMING PLATFORM, 2X ROOMS 

(TRAINING, WORKSHOP, MEETING, ECT.)

+83400 FLOOR +2
DRONE PLATFORM, GAMING PLATFORM

+95400 FLOOR +3
CONTROL CENTER, RESTAURANT

RESTAURANT AREA

CONTROL CENTER
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PROGRAMME TOP

+61800 BASEMENT -2
TECHNICAL SPACE, PELTIER MACHINE, 

HEAT EXCHANGE, HVAC 

+65400 BASEMENT -1 
LOCKERS, TOILET ZERO,

GRAVITY MACHINE, STORGE

+65400 BASEMENT - 0.5
ZERO GRAVITY ENTRANCES & RESTING AREA

+71400 MAIN LOBBY 0
BEVERAGE & FOOD COUNTER, 

PUBLIC CIRCULATION

+77400 FLOOR+1
GAMING PLATFORM, 2X ROOMS 

(TRAINING, WORKSHOP, MEETING, ECT.)

+83400 FLOOR +2
DRONE PLATFORM, GAMING PLATFORM

+95400 FLOOR +3
CONTROL CENTER, RESTAURANT

+101800 FLOOR +4
360 PANORAMA SKYBAR

BAR AREA
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ZERO gravITy gaming
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ZERO GRAVITY GAMING

EARTHS GRAVITY

3 AXIS MOMVEMENT XYZ

ZERO GRAVITY ENVIRONMENT

360 DIRECTION OF MOVEMENT

>
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ZERO GRAVITY GAMING

∞ LOOPSTRAIGHT LINE / LONGRANGE 
SPORTS 

>

>

360 SPHERESQUARE ARENA
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SCHOOL WORK AND PLAY, (1981)
NEIL ARDLEY
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NEW TACTICS & RULES
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ZERO GRAVITY GAMING
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ZERO GRAVITY GAMING

observation platform
360 panorama

6400

8800

11600

13800

21800

61800

65400

71400

77400

83400

89400

95400

101800

0 Interactive plaza
Central plaza

Gaming spaces
Gaming atrium

Main entrance

Battery storage

Pod storage

Technical space Battery storage

Offices

Offices

Gaming workshops

Gaming cave

Public tribune 

Gaming pods

technical space

Information globe

Control room 

toiletsLockers

rest/circulation

Mechanical rooms
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ZERO GRAVITY GAMING

observation platform
360 panorama

6400

8800

11600

13800

21800

61800

65400

71400

77400

83400

89400

95400

101800

0 Interactive plaza
Central plaza

Gaming spaces
Gaming atrium

Main entrance

Battery storage

Pod storage

Technical space Battery storage

Offices

Offices

Gaming workshops

Gaming cave

Public tribune 

Gaming pods

technical space

Information globe

Control room 

toiletsLockers

rest/circulation

Mechanical rooms
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ZERO GRAVITY GAMING
INTEGRATED SEATING

lightweight polycarbonate
 floor suspended from ceiling

Pneumatic entrance

Steel canopy attached 
main structure

Zero gravity 
360 seating

Floor beam IPE 500

Air out

Graphene electrodes 
nano plates

Hologram lighting projectors

Dubble layered Multimedia 
EFTE pillow facade 

Substructure steel mullion
attached to IPE floor beam

Foamed concrete 
floordecking

Steel box beam 
1500x800mm

Air intake

Air intake

Zero gravity sphere 
structure bolted to floor

Excessive heat transferred to water through 
Peltier element and heat exchanger

Pneumatic entrance

Zero gravity sphere 
structure bolted to floor

Pneumatic entrance

Excessive heat transferred to water through 
Peltier element and heat exchanger

Steel box beam 
1500x800mm

Foamed concrete 
floordecking

Substructure steel mullion
attached to IPE floor beam

Dubble layered Multimedia 
EFTE pillow facade 

Hologram lighting projectors

Graphene electrodes 
nano plates

Air out

Floor beam IPE 500

Steel canopy attached 
main structure

Pneumatic entrance

lightweight polycarbonate
 floor suspended from ceiling

Air out

Air intake
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9

65400

71400

77400

83400

89400

95400

101800

61800

1. Graphine electrode nano plates 
(semi translucent conducting mate-
rial used in phones)

2. HEA 600 main structure Zero 
Gravity Arena attached to base

3. Termal paste attaching interiour 
and zero gravity device

4. Canopy beam bolted to main 
frame

5. Wood composite floor bolted to 
main frame

6. Zero gravity soft impact seating 
panel

7. Belt fastener

1

3

2

4

5

6

7



INTRO | | | || CONTEXT RESEARCH DESIGN

ROUTING TOP
FAST TRACK = ZERO GRAVITY



Structural design
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STRUCTURAL DESIGN

STEEL LIFT SHAFT
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STRUCTURAL DESIGN

STEEL LIFT SHAFT
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STRUCTURAL DESIGN

STEEL LIFT SHAFT
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STRUCTURAL DESIGN

STEEL LIFT SHAFT
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STRUCTURAL DESIGN

STEEL LIFT SHAFT
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STRUCTURAL DESIGN

STEEL LIFT SHAFT
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STRUCTURAL DESIGN

STEEL LIFTSHAFT BRACED BY CONCRETE STRUCTURE
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STRUCTURAL DESIGN

HIGH PEFORMANCE CONCRTE CANOPY / CRANE STRUCTURE
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STRUCTURAL DESIGN

CONCRETE FLOORSLAB
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STRUCTURAL DESIGN

ZERO GRAVITY STEEL STUCTURE SECURED TO FLOOR
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STRUCTURAL DESIGN

ZERO GRAVITY MACHINE BUILD WITH  
GRAPHENE CONDUCTING NANO PLATES 
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STRUCTURAL DESIGN

TWO HORIZONTAL TRUSSES
AND CROSS BEAM 
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STRUCTURAL DESIGN

VERTICAL BEAMS
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STRUCTURAL DESIGN

HORIZONTAL FLOOR BEAMS 
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STRUCTURAL DESIGN

LIGHTWEIGHT WOODCOMPOSITE FLOOR SLABS
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STRUCTURAL DESIGN

DIAMOND STEEL GRID FOR STABILITY AND ETFE FACADE PILLOWS
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STRUCTURAL DESIGN
MULTIFUNCTIONAL ETFE FACADE PILLOWS

- MULTIMEDIA SCREEN 
- PHOTOVOTAIC CELLS

- INSULATING AND COOLING CAPACITY



Climatic design
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ENERGY DESIGN
SOLAR ENERGY  

MULTIFUNTIONAL ETFE FACADE WITH PHOTOVOLTAIC CELLS GENERATE ELEC-
TRICITY FOR DIRECT USE AND STORAGE IN BATTERY LOCATED IN BASEMENT

- + - + - + - 
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ENERGY DESIGN

HEAT GENERATION 
ZERO GRAVITY MACHINE IS COOLED BY COOLING LIQUID AND PELTIER ELEMENT, EX-
CESSIVE HEAT IS EXTRACTED BY HEAT EXCHANGER AND TRANSFERRED TO NEARBY 

USERS 

RESIDENTIALBUSINESES
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CLIMATE DESIGN
SUMMER SITUATION 

EXCESSIVE HEAT IS NATURALLY VENTED AWAY (MECHANICALLY WHEN DRAFT IS NOT 
PROMENENT ENOUGH) AND COOL AIR IS PROVIDED BY HVAC MACHINE

OPEN HATCH

AIR INTAKEHVAC

HVAC

SOLAR RADIATION  
ABSORBED AS ENERGY
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CLIMATE DESIGN

lightweight polycarbonate
 floor suspended from ceiling

Pneumatic entrance

Steel canopy attached 
main structure

Zero gravity 
360 seating

Floor beam IPE 500

Air out

Graphene electrodes 
nano plates

Hologram lighting projectors

Dubble layered Multimedia 
EFTE pillow facade 

Substructure steel mullion
attached to IPE floor beam

Foamed concrete 
floordecking

Steel box beam 
1500x800mm

Air intake

Air intake

Zero gravity sphere 
structure bolted to floor

Excessive heat transferred to water through 
Peltier element and heat exchanger

Pneumatic entrance

Zero gravity sphere 
structure bolted to floor

Pneumatic entrance

Excessive heat transferred to water through 
Peltier element and heat exchanger

Steel box beam 
1500x800mm

Foamed concrete 
floordecking

Substructure steel mullion
attached to IPE floor beam

Dubble layered Multimedia 
EFTE pillow facade 

Hologram lighting projectors

Graphene electrodes 
nano plates

Air out

Floor beam IPE 500

Steel canopy attached 
main structure

Pneumatic entrance

lightweight polycarbonate
 floor suspended from ceiling

Air intake

5990.48
5999.32

12000.00
6000.00

7728.20
60135.99

8000.91
2800.00

2399.09
2800.91

3599.09

65400

71400

77400

83400

89400

95400

101800

61800

SUMMER SITUATION 
EXCESSIVE HEAT IS NATURALLY VENTED AWAY (MECHANICALLY WHEN DRAFT IS NOT 

PROMENENT ENOUGH) AND COOL AIR IS PROVIDED BY HVAC MACHINE

OPEN HATCH

COLD AIR DISPENSER

AIR INTAKE

HVAC AIR TREATMENT
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CLIMATE DESIGN
WINTER SITUATION 

COLD AIR IS HEATED BY HVAC MACHINE AND VENTILATED THROUGH THE BUILDING 
ETFE FACADE IS FILLED WITH HOT AIR TO MAINTAIN INTERNAL TEMPERATURE

CLOSED HATCH

AIR INTAKE

HVAC

HVAC

SOLAR RADIATION  
ABSORBED AS HEAT
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lightweight polycarbonate
 floor suspended from ceiling

Pneumatic entrance

Steel canopy attached 
main structure

Zero gravity 
360 seating

Floor beam IPE 500

Air out

Graphene electrodes 
nano plates

Hologram lighting projectors

Dubble layered Multimedia 
EFTE pillow facade 

Substructure steel mullion
attached to IPE floor beam

Foamed concrete 
floordecking

Steel box beam 
1500x800mm

Air intake

Air intake

Zero gravity sphere 
structure bolted to floor

Excessive heat transferred to water through 
Peltier element and heat exchanger

Pneumatic entrance

Zero gravity sphere 
structure bolted to floor

Pneumatic entrance

Excessive heat transferred to water through 
Peltier element and heat exchanger

Steel box beam 
1500x800mm

Foamed concrete 
floordecking

Substructure steel mullion
attached to IPE floor beam

Dubble layered Multimedia 
EFTE pillow facade 

Hologram lighting projectors

Graphene electrodes 
nano plates

Air out

Floor beam IPE 500

Steel canopy attached 
main structure

Pneumatic entrance

lightweight polycarbonate
 floor suspended from ceiling

Air intake
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WINTER SITUATION 
COLD AIR IS HEATED BY HVAC MACHINE AND VENTILATED THROUGH THE BUILDING 

ETFE FACADE IS FILLED WITH HOT AIR TO MAINTAIN INTERNAL TEMPERATURE
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FACADE 
SUNRISE
6:00AM
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FACADE 
MID-DAY
12:00	
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FACADE 
DAWN
19:00
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FACADE 
MIDNIGHT 
11:00PM
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THANK YOU


