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Shanghai 2020Shanghai 2000

Source: Google Earth, Shanghai City Center in 2000/2019, editted by author 9
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Xiaoqu (小区)



Source: Yiyi, www.500px.com, editted by author

Faceless Neighbourhood
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Shanghai Xiaoqu’s Wall & Fence, Source: Baidu Map Streetview 2017.9, editted by author 19



Shanghai Xiaoqu’s Wall & Fence, Source: Baidu Map Streetview 2017.9, editted by author 20
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Short-term Profit-driven Urbanism



How to achieve sustainable living neighborhoods 
rather than introducing Xiaoqu in the old Lilong area 
in Shanghai’s densification Process?

28

Vision

Green Shortage
Low FSI

Pedestrian-unfriendly
Bike-unfriendly

Homogenous
Single Function



29

Green Shortage
Low FSI

Pedestrian-unfriendly
Bike-unfriendly

Homogenous
Single Function

Sustainability

For People For Profit For Planet



30

Green Shortage
Low FSI

Pedestrian-unfriendly
Bike-unfriendly

Homogenous
Single Function

For People For Profit For Planet

Pedestrian-friendly

Diversity

High FSI

Mix-use

Bike-friendly

Ecology

Sustainability



Pedestrian-friendly

Diversity

High FSI

Mix-use

Bike-friendly

Ecology

Sustainability

31

For People For Profit For Planet

Green Shortage

Low FSIPedestrian-unfriendly Bike-unfriendly

Homogenous Single Function



Pedestrian-friendly

Diversity

High FSI

Mix-use

Bike-friendly

Ecology

Evaluation



33

Analysis



Sustainability for People

34



Human Scale Street
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source: 500px.com
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Diverse Building & Public Space: TypologyMaker
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Sustainability for Planet
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Green Space in SH
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source: 500px.com
Major air pollution source, fan yang, 2013, The research of long-term haze pollution in Shanghai, China

Transportation
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source: bbs.voc.com.cn Shanghai 2015, source: dfic.cn1980s Now

Green Transportation

http://bbs.voc.com.cn
http://dfic.cn






55

Forbidden Cycleway Map

source: dicj.com

source: sohu.com
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2. Adjust the circulation 5. Diversify space1. Introduce grid residential slabs 4. Add towers to increase FSI3. Adjust surronding buildings 6. Mix program along streets FSI: 3.64

FSI: 4.75

FSI: 3.97

FSI: 3.69

FSI: 4.06

FSI: 3.83

FSI: 4.23

2. Adjust the circulation1. Introduce offset residential slabs 3. Diversify building & public space 5. Mix function along streets4. Add towers to increase FSI

2. Adjust the circulation1. Introduce weaved slabs 3. Diversify outdoor space 5. Add towers to increase FSI4. Adjust and lift building 6. Mix function in streets

2. Adjust the circulation1. Introduce residential courtyards 3. Adjust surronding buildings 5. Increase height in south slabs 4. Add towers to increase FSI 6. Mix in low level of streets 

2. Adjust the circulation1. Introduce dutch courtyards 3. Adjust surronding buildings 5. Diversify public space4. Add towers to increase FSI 6. Mix in low level of streets

2. Updtae the circulation1. Introduce paris courtyard 3. Add towers to increase FSI 5. Increase height in south ones4. update acute buildings 6. Mix in low level of streets

2. Remove the fence1. Introduce Xiaoqu towers 3. Densify and mix streets side 5. Update path to connect roads4. Densify and diversify space 

EVOLUTIONARY
DESIGN TESTS

G
rid Slab

Volume Study Evaluation

O
ffset Slab

Courtyard
Paris Courtyard

W
eaved Slab

D
utch Courtyard

Xiaoqu

The weave slab shares a lot 
of quality while kept Lilong’s 
identity of hierarchical space.  
Among seven options, it could 
be picked for the  refined design.
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Design Action 
for Weaved Slabs
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1 Weaved Slabs
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2 Connect City Roads

Building along Main Path
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3 Adapt Site

Intimate Street

Postive Courtyard Garden
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4 Add Towers

Add Towers
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5 Spilt, Li! Slab

Li! Building

Centralised Accessible Space

Series Courtyards

Bike/Walk First Path

Open Door

Secondary Level Public Space
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6 Transform Slab

Rotate & Split Courtyard

Open Courtyard

Transform Slabs
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8 Mix Program

Mix Low Level along Streets

Mix in Weaved Slabs



75
34 35

Diversify Open Space

9 Various Green

Public Bio Forest

Collective Bio Garden

Open Greenland

“Private” Sky Garden

Solar Panel + E Bike Charger

Various Green Space
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Building along Main Path Intimate Street Add Towers Open Door Transform Slab Rotate & Open Courtyard Step Towers for Collective Space & Sunlight

Mix in Weaved Slabs

Various Green Space

Diversify Open Space

Solar Panels

Public Bio Forrest

Collective Garden

Open Greenland

Private Sky Garden

In Low Level Streets
Lift

Car & Bike Path

Centralised Accessible Space

Secondary Level

Series Courtyard

Positive Courtyard

CommercialFSI: 5.0 Residential O!ce Public

Green

1.0 Weaved Slabs 2.0 Connect City Roads

2.1 2.1.1

4.1

3.0 Adapt Site

3.1

4.0 Add FSI 5.0 Spilt, Lift Slab

4.1.1 4.1.1.1

5.1.1.1

5.2.1

6.1

5.1

5.2

5.1.1

6.0 Transform Slab 7.0 Transform Tower 8.0 Mix Program

After the above design tests of seven options, the 
weaved slabs idea is picked for a refined design. In the 
evolutionary design process, design actions are inte-
grated to push each step forward. Branch options will 
compete with each other. After several steps of selection 
and iteration, the final design outcome are generated for 
the sustainable living neighbourhood.

 EVOLUTION
& ITERATION
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Design Evolution
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A-D-P Loop
Design Mantra: 
"!e Dutch Approach"

02

A: Analysis(Research)
D: Design
P: Present

Iteration: A-D-P-A-D-P-A-D-P-A-D... 

In the dutch way of design, the loop of ADP 
helps the design to evolve and re!ne.

93
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THE DUTCH
APPROACH
Study Notes From  Jian Yuan
(2018–2020)

jianyuan.kk@outlook.com
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Structure
First

01

!e most e"ective way of doing complicated 
things is to build its structure #rst.

Sketch an outline before writing long articles, 
scratch a dra$ before serious drawing, arrange 
tasks in Calendar before doing them...

!ere is various form of structure to di"erent 
things. Be creative in building free forms of 
structure that is adaptive to its context.
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Evolutionary
Idea Tree

“I prefer evolution to revolution”
— Bjarke Ingels

03

20-8-3-1 (!e number of 20, 8, 3 may varies 
according to di"erent project)

!ink of 20 quick simple strong ideas 
#rst, then develop 8 of them. Within the 
evolutionary design, the 8 ideas would 
compete with each other, by merging and 
selecting, we get 3 possible options for re#ned 
design. A$er further tests, we chose one #nal 
option for the designed outcome.
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Simultaneity
PhkdÜhp

“Do a lot of things together”
— Rients Dijkstra

04

We humans are born to focus on one thing 
in working, do things simultaneous seems 
disruptive for brains. However, practice proves 
that the most e!ective way of doing things is 
to do each thing a little instead of dive into 
one thing deeply. A"er getting aware of all the 
information, the design direction may change 
timely.

- Design starts early, not a"er research.
- Work multiple parts simultaneously, not 
linearly.
- Work on each thing a little, not on one thing 
a lot.
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Project
Structure

05

Problem > Vision > Strategy > Action > Design

- Without the problem, there is no need to 
change. 
- Without the vision, there are in!nite 
directions.
- Without the strategy, there is no connection 
between vision and action.
- Without action, there is no spatial design.

"is structure leads to the design product.
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Design
PhkdÜhp

06

> problem
> research(a little theory)
> hypothesis/solution (if do this, this would 
happen)
> design test (improve hypothesis)
> re!ection (to hypothesis)

Like economy and other social science, the 
acedemic project of Urbanism also goes this 
path to build a convincing and integrated 
design process.
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Research
by Design

07

Design !rst, sketch solutions. Design with 
common sense but without comprehensive 
research.

"e design itself should be the starting point, 
and as a tool to inspire research, criteria like 
walkability/accessibility/vitality is assessment 
a#er design. Otherwise, criteria impose too 
many restrictions on design.
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Design by
Research

08

!e design should be evidence-based instead 
of fantasy-based. !e most e"ective way to 
support design is to #rst do research. !e 
material that comes out of research would 
be inspiration and motivation for design 
decisions.
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Evolutionary
Design

Step Story

“Jian, remember good design process 
is always evolutionary.”

— Rients Dijkstra

09

32

Develop Typology - SCJCR: 
sketch > criteria > judge > conclude > repeat

You go from simple ideas (quick sketching and 
testing, many ideas) to more and more re!ned 
ideas (slower, but fewer "candidates"). When 
doing this: high speed, pen on paper.

- Sketch a single idea (example: very high 
towers with small footprint).
- Criteria are like: must achieve some of the  
values of Lilong, must have mixed program
- Judge: using the criteria I have developed
- Conclude: small footprint high tower is... 
- Repeat, next idea.

Example see: 



12826 27

Evolutionary
Design

Step Story

“Jian, remember good design process 
is always evolutionary.”

— Rients Dijkstra

09

32

Develop Typology - SCJCR: 
sketch > criteria > judge > conclude > repeat

You go from simple ideas (quick sketching and 
testing, many ideas) to more and more re!ned 
ideas (slower, but fewer "candidates"). When 
doing this: high speed, pen on paper.

- Sketch a single idea (example: very high 
towers with small footprint).
- Criteria are like: must achieve some of the  
values of Lilong, must have mixed program
- Judge: using the criteria I have developed
- Conclude: small footprint high tower is... 
- Repeat, next idea.

Example see: 
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Step Story
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— Rients Dijkstra

09

32

Develop Typology - SCJCR: 
sketch > criteria > judge > conclude > repeat

You go from simple ideas (quick sketching and 
testing, many ideas) to more and more re!ned 
ideas (slower, but fewer "candidates"). When 
doing this: high speed, pen on paper.

- Sketch a single idea (example: very high 
towers with small footprint).
- Criteria are like: must achieve some of the  
values of Lilong, must have mixed program
- Judge: using the criteria I have developed
- Conclude: small footprint high tower is... 
- Repeat, next idea.

Example see: 



13026 27

Evolutionary
Design

Step Story

“Jian, remember good design process 
is always evolutionary.”

— Rients Dijkstra

09

32

Develop Typology - SCJCR: 
sketch > criteria > judge > conclude > repeat

You go from simple ideas (quick sketching and 
testing, many ideas) to more and more re!ned 
ideas (slower, but fewer "candidates"). When 
doing this: high speed, pen on paper.

- Sketch a single idea (example: very high 
towers with small footprint).
- Criteria are like: must achieve some of the  
values of Lilong, must have mixed program
- Judge: using the criteria I have developed
- Conclude: small footprint high tower is... 
- Repeat, next idea.

Example see: 



13128 29

Sketch
First

10

No matter how fast technology is developing, 
hand sketch is still the fastest way to express 
ideas.

Do hand sketches !rst as tests before any 
formal production like illustrator drawing or 
Rhino modeling.
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No matter how fast technology is developing, 
hand sketch is still the fastest way to express 
ideas.

Do hand sketches !rst as tests before any 
formal production like illustrator drawing or 
Rhino modeling.
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Design Option
Tests

"!e more waste you produce in the 
design process, the less waste you 
end up building in the city."

— Bjarke Ingels

11

Make distinctive options as much as possible 
and evaluate them by using criteria that were 
set before.
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Be Clear,
Be Distinctive, 
Be Sharp

12

When proposing the !rst ideas of the design 
direction, the ideas should be:

- Clear. Otherwise, people do not understand.
- Distinctive. Otherwise, people can not tell.
- Sharp. Otherwise, people do not remember.

"Ideas should be distinctive."
— Kyo Suk Lee
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�=kZp�\hg\enlbhg%
ghm�bg_hkfZmbhg'�

— Teake Bouma

13

!ere are various types of drawings, normal 
drawings present, good drawings indicate.

Without creative thinking in drawing, the 
drawing becomes an inventory of neutral 
information. However, when we start to leave 
out and emphasize information, the drawing 
shows clues of "nding.

Good drawings show information, Great 
Drawings tell a story.
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Do Experimental
=kZpbg`l

14

!ere are thoughts hidden in language, and 
drawing is a visual language to express design 
thoughts.

Since the classical drawings (nolli map, for 
example) set a "xed paradigm of thinking, we 
could do experimental drawings to present 
new thoughts in design. No matter
it is low or high tech drawings.
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Think Out
of Box

15

!ink more, test others, try harder.

Be Creative, do not work in a straight line, 
di"erent ways of working produce di"erent 
ideas.
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Bgm^kZ\m�pbma�
Environment

- !nd ways to empower people 
that in"uence their physical 
environments

- involve the local community and 
create a sense of ownership

- make use of existing heritage, "do 
not reinvent the wheel."

— Bjarke Ingels

16

Next Page Image: Traced from Source of www.visiontrack.jp
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Design from
The Eye Level

"!ink how people look from their 
streets and windows"

— Ulf Hackauf

17

Some design seems promising from the bird's 
view. !ey may not be walkable in the streets.

Design from the eye level, go down to the 
streets and neighborhoods, think of children, 
think of the elderly, think of the dogs.
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Research
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Investigative
Research

"Mine most information before 
intervene, de!ne the greatest 
potential or biggest problem to 
inform design decisions." 

— Bjarke Ingels

18

Learn from investigative journalism.
Do research, 
investigate,
!nd evidence,
collect clues,
conclude !ndings for design.
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Post Research
Questions

19

!e trick to building a good story is to post a 
great question.

- What is the real problem on the site? 
- What is the real trigger behind the problem?
- It is a simple design decision, or is there a 
deeper economic or cultural reason behind it?

How to achieve A vision by B method in C 
background?

Propose sub-questions:
- What is A? Why A?
- What is B? Why B? How B?
- What is C? Why C? Where C? When C?

Next Page Image: Traced from Source of www.medium.com
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"What If?"

20

!ink of scenarios.

- What if sea level rises in the Netherlands? 
What if not?
- What if the population explosion in India? 
What if not?
- What if the economic crisis in China? What 
if not?

!ink of possible future scenarios; think of 
ideas that have not to be considered yet, think 
of the extreme situation.

!e more we think, and we test, the more 
prepared we will be when things come.

Next Page Image: Traced from Source of www.brilliantmaps.com
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Find Ideas
"I don't care square meters, I want 
the idea!"

— Winy Maas

21

Ideas are from everywhere, the existing site, 
context, economy, society, culture, everything 
may contain idea.

Transform the idea to spatial language.

Stick to the idea, !nd reasons for the idea.
Detail small design is for later, Idea !rst.

Do not lose ideas in later design; keep it 
strong. Keep distinctive idea options. Don't 
combine in the beginning.

"e idea is the trigger for our design decision, 
and also the reason for clients to our design.

Next Page Image Human Character: Traced from Source of www.visiontrack.jp
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Build Idea Bank
as Toolbox

22

Develop ideas in projects

Collect them into a structured idea bank.

Ideas can be recycled, improved, and reused.

!ere are di"erent solution ideas on di"erent 
sites.

Choose the proper ideas for the context and 
build the responded toolbox.
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Evaluation &
Assessment

"!e quality we want to achieve 
should be regarded as evaluation 
tool for later design."

— Ulf Hackauf

23

When vision is sets and criteria are settled.

Qualities may not be the direct force in the 
creative design process, yet it must be the 
assessment to measure if we go in the right 
direction.

Next Page Image: Traced from Source of www.teacherspayteachers.com
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Volume
Study

"Understand the unknown with 
what we have known."

24

For every plot of land, we can do volume 
density studies.

Tests are various building typology in the same 
density !gures.

Same FSI (GSI) requirements, test towers, 
slabs, Barcelona courtyards, paris fabrics, etc.
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density studies.

Tests are various building typology in the same 
density !gures.
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Scale
Comparison

25

!e scale is an essential element in urban 
design. !e same urban fabrics with di"erent 
scales have di"erent qualities to people.

By comparing with the same scale of famous 
cities or urban fabrics that we are familiar 
with, we could undertsand the site better.
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Scale
Comparison

25

!e scale is an essential element in urban 
design. !e same urban fabrics with di"erent 
scales have di"erent qualities to people.

By comparing with the same scale of famous 
cities or urban fabrics that we are familiar 
with, we could undertsand the site better.
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Typology
Study

26

!e typology study of urban fabrics is 
an e"ective way for urban designers to 
understand spatial identity.

!ere could be countless colors of facade style 
of highrise towers in a city. However, they may 
share the same urban typology.
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"4 Types of
=kZpbg`l�

— Jiaxiu Cai

27

!ere are four types of drawings:
1. Communication (inventory of information)
2. Interpretation (nolli map, Kevin Lynch Map)
3. Reduction (selected content from 
interpretation)
4. Abstraction (subjective portrait)

No type is better than others, designers should 
think of context when selecting drawing type.
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"4 Types of
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— Jiaxiu Cai
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Technology
Serve Humanity

"Technology serve liberal arts, serve 
humanity."

— Steve Jobs

28

We are in the insection of technology 
and liberal arts.  !e modern technology 
is developing fast, GIS, grasshopper, 
programming, generative design, parametric 
design, AI Architects...

People normally do not familiar with new 
technologies, we shall not manipulate the 
results or fool audiences only because that is 
bene"cial for us. Celebrite whats bene"cial for 
cities, for citizens.

We need computational design, not shit 
generator.

Next Page Image: Traced from Source of www.developer.apple.com/wwdc
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Presentation
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Presentation
Preparation

29

As a Journalist and Screenwriter, Rem Koolhaas 
establish a paradigm for presenting stories in 
architectural design.

> Collect Ideas
> Write Scripts 
> Stroyborad Sketches
> Make Slides
> Fill material (of research and design in slides)
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Presentation
Preparation

29

As a Journalist and Screenwriter, Rem Koolhaas 
establish a paradigm for presenting stories in 
architectural design.

> Collect Ideas
> Write Scripts 
> Stroyborad Sketches
> Make Slides
> Fill material (of research and design in slides)
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"Build a story"
"!ere is no objective truth in 
design, only good or bad stories."

— Rients Dijkstra

30

We can never satisfy every stakeholder, but we 
can make great design by building up a story.

Scienti!c research on design always focuses on 
very small things, but in reality, the design is 
nothing like that, it is messed up with lots of 
information.

Without a story, there are endless research 
possibilities that can be done, and each of 
them can be down for a Ph.D., but a story sets 
the Limits.

Philip Pullman: "A"er nourishment, shelter, 
and companionship, stories are the thing we 
need most in the world."
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"Build a story"
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design, only good or bad stories."

— Rients Dijkstra
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can make great design by building up a story.

Scienti!c research on design always focuses on 
very small things, but in reality, the design is 
nothing like that, it is messed up with lots of 
information.
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need most in the world."
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"Build Trust"

31

!e story will not be a story unless people 
believe it.

To build a good story, we need to

- curate the right material we present very 
carefully
- reorder the material properly to keep the 
engaging audience
- Present in a way that the audience easily 
accepts (tune, accent)

!e story is based on trust. Persuade the 
audience with sense and touch the audience 
with sensibility.

— Rients Dijkstra

Next Page Image: Traced from Source of www.image.google.com



16676 77

Step Story

32

!e stepped Story method is both the way we 
do design and also the way we present to the 
audience.

In design, the step story sets a clear mindset 
for us to improve the design step by step, it has 
a clear logic for evolutionary design, and we 
can rethink with each step easily.

Of course, the real situation in design is more 
chaotic. Instead of stick to step 123 strictly, 
we may go back to change step 3 a"er #nished 
step 5 or jump steps constantly. !e main 
structure is based on an evolutionary stepped 
approach.

For the audience, the step story illustrates how 
we re#ne the design in a clear way. It helped 
communication with both sides. Evolutionary

Design
09

Structure see: 



16778 79

Fluent
Presentation

33

!e content we present matters.

Bouma: present with questions can grab the 
audience’s attention.

Bouma: the order we present matters,
Do not talk linearly, but narratively.

Ulf: avoid long text in presentations, bullet 
points plus sharp photos make your audience 
understand the most.

Bouma: make the audience focus on one thing 
at a time, contact with the audience.

Rients: speak in a pleasant rhythm, do not talk 
too fast, leave moments for breath.
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33

!e content we present matters.

Bouma: present with questions can grab the 
audience’s attention.

Bouma: the order we present matters,
Do not talk linearly, but narratively.

Ulf: avoid long text in presentations, bullet 
points plus sharp photos make your audience 
understand the most.

Bouma: make the audience focus on one thing 
at a time, contact with the audience.

Rients: speak in a pleasant rhythm, do not talk 
too fast, leave moments for breath.
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�IeZr�pbma�Ma^
 Expectation"

34

Do expectation management.

Do not raise high expectations in the !rst.

Play with expectations in the process.

Deliver surprise in the end.

— Rients Dijkstra

Next Page Image: Traced from Source of www.boredpanda.com
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A-D-P Loop
Design Mantra: 
"!e Dutch Approach"

02

A: Analysis(Research)
D: Design
P: Present

Iteration: A-D-P-A-D-P-A-D-P-A-D... 

In the dutch way of design, the loop of ADP 
helps the design to evolve and re!ne.

2 3

Preface
It was 4th of September in 2018, we fresh students sitting in the BK Urbanism studio, 
were given another lecture by graduates and teachers. !e warm air makes us sleepy.

Suddenly, a page of slides called Dutch Mantra waked me up, "ADPADPADP...". !e 
formula of three letters' loop explained a principle of design work"ow: Analysis, 
Design, Present, Repeat. It hit something in my head like I had been long for this for 
a long time.

In the following two years, I found out that the content or tasks we are working in 
the Netherlands are not special. Values like sustainability, walkability, diversity are, of 
course, prominent, but not very di#erent than other countries. In contrast, the way 
that dutch designers are working interests me. It is something I have not learned but 
feels connected with deeply.

"Do investigative research and evolutionary design and sell your product to audience 
by telling a story." It is hard to summarise the dutch approach in short words, but this 
is it, if I have to.

I do not know the source of this philosophy, it may from the long trading tradition 
on the sea of dutch people for hundreds of years, or it may links to the journalist and 
scripter experience of architecture godfather Rem Koolhaas since the 1970s.

In my two years of studies in TU Del$ and MVRDV, I meet several moments in 
design that blow my mind when learning from tutors, colleagues, even lecturers on 
the internet. I feel urgent to grab those ideas and write them down. Otherwise, I may 
miss them forever.

Rients told me that Urbanism in TU Del$ is starting to lose the tradition, we feel 
urgent to bring it back.

Now I am about to graduate, to keep what I have learned from the dutch 
methodology, I made this little booklet. !e words may be inaccurate, and ideas may 
not be dutch exclusive at all. I wish those ideas could be with me in my design career 
and, hopefully, would be strengthened, judged, against, or reinvented in the future.

2020.6.25

Slides from Rients Dijkstra, 2018
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