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Street sign in Ciqikou, Chongqing.  Image: Ian McArthur 2017.



mad.lab 3 intro

Chongqing’s urban hubs feature an extraordiary proliferation of urban media. 

Image: Ian McArthur 2016.

The mad.lab program began it’s life as a 
unique short-term elective for students 
studying in design and design related 
curriculum areas including digital media, 
computational design and architecture, 
fine arts and art theory at UNSW in 
Sydney, Australia. It gave these students 
the opportunity to travel to Chongqing, 
experience the city and its radical 
transformation, and engage in mapping and 
design activites that responded to a relevant 
industry brief.

The mad.lab concept was originally proposed 
by CQubed founder Sam Priestman after a 
presentation at Beijing Design Week in 2012 
by Dr Ian McArthur about his research into 
transcultural and interdisciplinary design 
collaboration in design education. Since it’s 
first iteration in 2015, the program has evolved 
to offer students at Chongqing’s esteemed 
Sichuan Fine Arts Institute and the School of 
Architecture, Design and Planning’s Design 
Lab  at the University of Sydney. mad.lab now 
provides an innovative, exhilarating, creative 
learning experience run in collaboration with 
Priestman Architects, design and innovation 
space CQubed, Sichuan Fine Arts Institute, 
Australia’s Department of Foreign Affairs 
(DFAT), and other local stakeholders in 
Chongqing. 

Because it is based in Chongqing mad.lab 
provides what is a non-traditional destination 
for Australian students more usually exposed 
to destinations in UK, Europe and USA. 
Chongqing exposes the students from 
outside China to an unfamiliar culture and 
generates new knowledge about  a rapidly 
developing region of South Western China. 

mad.lab attracts academic credit at the 
institutions involved and features international 
and Chinese lecturers, field trips and other 
events including social ones. mad.lab is 
scalable.  The first mad.lab program in 2015 
had 15 students from UNSW Sydney in it. By 
2017 mad.lab 3 attracted 60 students from 
UNSW Art & Design and Built Environment 
faculties, University of Sydney, and Sichuan 
Fine Arts Institute. 

The educational and creative ethos of 
mad.lab is based on innovative studioLAB 
teaching and learning strategies developed 
in transcultural studios conducted as doctoral 
field studies by Dr Ian McArthur in China (Rare 
Earth: Hacking the City 2012, eSCAPE Studio 
2009, Collabor8 2008).



Sichuan Fine Arts Institute students meet their peers from UNSW Art & Design on day 1 in the mad.lab 3 studio. 

Image: Mariana Shao 2017.



Sichuan Fine Arts Institute students and their tutor Yuree discuss their project in the mad.lab 3 studio. 

Image: Ian McArthur 2017.



Chongqing at night  from Erling Park at the end of a day drifting across the city. Image: Ian McArthur 2017.

Although the most in the West remain 
largely unaware of it’s existence, some 
suggest that Chongqing is the largest 
and most rapidly expanding city in the 
world. The Chongqing Handbook  – a guide 
for expatriates living in the city  - reports 
that, “Chongqing is the economic hub of 
southwest China and the fourth Municipality 
in China (after Beijing, Shanghai and Tianjin). 
Chongqing is situated in the east of southwest 
China, about 2,500km up the Yangtze River 
from Shanghai. Under its jurisdiction there are 
40 districts, cities and counties. It covers an 
area of 82,000 square kilometres with a total 
population of 31 million. 

An estimated 6 million people live in urban 
Chongqing city. Downtown Chongqing lies 
at the point where the Yangtze River and the 
Jialing River merge. Known as the Mountain 
City, the whole city is built against a backdrop 
of hills and rivers, characterised by zig-
zagging roads and overlapping houses. It is 
also known as one of the four Furnace Cities 
for its hot summers and the Foggy City for its 
misty winters.”

why Chongqing?

“Chongqing has grown rapidly by all 
standards and this has brought with it an urban 
environment scattered with awkward, disused 
and dysfunctional sites. Roads to nowhere, 
buildings battling against each other for gaps 
and light, unfinished parks and inconvenient 
public spaces. As well, Chongqing possesses 
a unique typology, guarded by mountains 
and carved by rivers. This in turn brings a built 
environment teetering on the edges, skirting 
along the sides and vying for views. In other 
words - problems. It is arguably not yet in the 
mind-set of the citizens to fix such problems 
however they can often been changed with very 
simple solutions. In doing so we demonstrate 
the importance of design in a situation of rapid 
change and begin to break down the barriers to 
a more considered future” (CQubed, 2012). 

Furthermore, there is the issue of Chongqing’s 
lingering invisibility beyond China and the 
challenge of “branding” the city. The mad.lab 
brief asks participants to consider and explore 
opportunities to advance urban Chongqing’s 
public face through place-making, new 
services, products, applications and site-specific 
innovations.



A glimpse into the hidden lives of 

Chongqing citizens via a visit to a 

local residence near the now rapidly 

transforming 18 Ladders district.  

Image: Ian McArthur 2017

mad.lab achieves this by immersing successive 
groups of students in an intensive three-week 
program where they will work with local and 
international industry professionals developing 
and proposing design solutions relevant to 
the needs of Chongqing’s local government 
planning and development sectors, learn 
alongside their peers from Chongqing’s 
educational institutions, and engage directly 
with the citizens and unique culture of 
Chongqing. The mad.lab program features 
pre-departure orientations, language tuition 
and cultural training and applied on the ground 
language experience and language training in 
the professional and social context. 

mad.lab is based around a real world design 
brief developed with project stakeholders 
Priestman Architects. The program includes, 
lectures, peer and industry critiques and a 
schedule of field trips and meetings involving 
the art & design, architecture and property 
development industry sectors, cultural 
institutions, local communities/public (people-
to-people), Sichuan Fine Arts Institute and other 
educational peers and faculty, and Australia’s 
Chendu Consulate. The project culminates in 
an exhibition where students pitch their project 
outcomes to local education, industry and 
government representatives.

How do citizens perceive this 
unique city, how do they behave 

and interact, what do they do, 
who are they?

How does this self-sustaining 
city-organism function 

3-dimensionally, dynamically and 
commercially?

How does it smell and taste, 
what music does it play, what 
poetry does it recite, what is 

Chongqing-ness?

How can the metropolitan, 
building and human scales be 

described and how do these 
interact?



mad.lab students (bottom left of the image)  wander though Guanyinquiao’s dynamic  public square.

Image: Mariana Shao 2017.

Places come 
to life by how 

people use 
public space.  
In Chongqing 
this manifests 

in public 
dancing, outdoor 

dining, street 
stalls, outdoor 

performance and 
the city’s myriad 

streetlife - dense, 
saturated, hybrid, 

interactive.



Design proposals and solutions are the result a broader 
constructional process informed by design research. 
Regardless of discipline, developing a command of 
design process implies that designers have developed 
a critical capacity to make evaluations of the elements 
produced throughout the design development (study 
drawings, sketches, diagrams, models) and their 
respective pertinence for the final result (Providência 
Paulo & Moniz Gonçalo Canto, 2012). 

In design programs that seek to intervene in urban 
contexts the process of rigorously mapping the details, 
flows and minutiae observable to the eye and the senses 
provides a basis for design research that can lead to 
the development of a design proposal. In practice we 
can refer to this more specifically as a form of cognitive 
mapping. As suggested by Downs and Stea (1973), 
“Cognitive mapping may be defined as a process 
composed of a series of psychological transformations 
by which an individual acquires, codes, stores, recalls, 
and decodes information about the relative locations 
and attributes of phenomena in their everyday spatial 
environment.” 

Direct immersive experience of Chongqing’s streetlife is vibrant and a source of insight and pathways to 

understanding about the lives and needs of citizens. Image: Brigitte Podrasky 2017

In design programs that 
seek to intervene in urban 
contexts the process of 
rigorously mapping the 
details, flows and minutiae 
observable to the eye and 
the senses provides a 
basis for design research 
that can lead to the 
development of a design 
proposal.



Chongqing and the ubiquitous chilli are synomous. Image: Ian McArthur 2017



people-to-people
connections

Inevitably mad.lab’s focus on the Chinese 
megacity Chongqing is shaped by the 
people and partnerships that brought 
it about. However, these individual and 
professional histories are shaped by larger 
and less understood forces and flows. More 
apparent is China’s still startling urban context, 
a phenomenon of critical concern due to the 
unprecedented scale and rapid pace of its 
transformation. China represents a unique and 
provocative set of circumstances where creativity, 
design and design education have crucial roles 
to play in shaping not only China but the future 
of our rapidly urbanising planet (McArthur 2008, 
2009; McArthur, Miller, 2012). 

China is the fastest urbanising country in the 
world (Mars, 2008). The McKinsey Global 
Institute’s ‘Preparing for China’s Urban Billion’ 
Report as early as 2007 forecast that by 2025 
China will have 8 megacities, 11 economic 
clusters of, on average, 60 million people each, 
and over 900 smaller cities. China’s exponential 
urbanisation is an exemplar of the need for 
practitioners and educators to work in ways that 
reflect the ‘joined-up’ (Wood, 2008, p.3) nature 
of our relationships to the world and the need 
to be cognisant of the organic, biologic nature 
of the cities humans create. It is also now widely 
acknowledged that the effects of China’s re-
emergence, and what happens in China, poses 

Sichuan Fine Arts Institute’s Professor Long shows 

the Australain students around the campus. 

Image: Mariana Shao 2017



significant impacts for everyone on the planet. 
China’s transformation has conspicuous global 
economic, political, social, cultural and ecological 
implications and so understanding China and how to 
collaborate with its people is crucial for sustainable 
global futures (McArthur, 2008, 2009, McArthur, 
Miller, 2012).

In addition to the ‘wicked’ multiplicity that is 
urbanisation, culture and its critical relationship 
with all the design disciplines forms a central 
thematic and concern of the mad.lab platform. 
Cultures represent their own internalised territories 
in complex ways emphasising meaning across 
different aspects of life (Hughes, 2011). In the 
contemporary context, globalised, technologically 
networked geopolitical and economic systems 
mean that humans across the planet are ever 
more interconnected and interdependent in ever 
more immediate ways. Despite this, driven by the 
extremes, consequences and contradictions of wild 
capitalism China, Islam and the ‘West’ are set on 
a collision course. Unless these diverse models of 
culture and capital find constructive engagement, 
economic, social and ecological collapse are realistic 
scenarios (Nolan, 2006). This situation is inextricably 
coupled with the growing urgency of an emergent 
global crisis in which designers, and by implication 
design educators, are complicit and overall 
continue to perpetuate. The dominant silo-based 
traditions of design as a mechanical-object ethos in 
a world characterised by biological connectedness 
(Dubberly, 2008) is at the heart of the crisis.

The pedagogic agenda of mad.lab speaks directly 
to these exigent issues in its focus on developing a 

collaborative, transcultural and interdisciplinary 
studio context for design education, research 
and practice. mad.lab aims to facilitate critical 
transcultural and interdisciplinary dialogues 
between students, academics, industry 
practitioners, invited experts and citizens 
about our shared urban futures. The dialogic 
is embedded in the mapping processes. 
mad.lab draws on reported citizen (user) 
feelings, connections, concerns and ideas 
about the project sites through interventions 
and adaptations of the mapping tools used 
in the studio. Involvement of all stakeholders 
including the public contributes significantly 
to the creation of spaces enabling advanced 
design pedagogies that address the 
ambiguous complexities of unrestrained urban 
development is critical to the proliferation of a 
“joined-up” ethos of design. 

Student (2017)  “In my view, mad.lab is 
considered to be a very amazing studio 
not only because it provides students with 
the opportunity to travel overseas, but also 
encourages all kinds of communications 
among people from fairly different 
backgrounds.” 

mad.lab aims to 
facilitate critical 

transcultural and 
interdisciplinary 

dialogues between 
students, academics, 

industry practitioners, 
invited experts and 
citizens about our 

shared urban futures. 

Mad.lab 3 students meeting for the first time. Image: Mariana Shao 2017



Making coffee at Baicang cafe in Guanyinqiao. Image: Mariana Shao 2017

Student (2015) “Needless to say, before 
I arrived in Chongqing, I had my own 
preconceived notions of living in a place I 
had little knowledge of. Standing amidst an 
unfamiliar environment where one hardly 
knows the language, people and places 
was hard enough, however that was what 
made the trip interesting. Exploring and 
understanding the differences between 
Chinese culture and Australian culture was 
so prominent that it made me question the 
understanding of China I had planted in my 
mind.” 

Student (2016) “From this experience I learnt 
that cross-cultural collaboration can be 
challenging in a foreign city but when you 
continue at it, it can be even more rewarding 
than individual projects. I feel like I’ve 
broadened my research skills as a designer 
and am more open to practical based-design 
thinking as well as different experiences of 
spatial perception, as I’ve strengthening 
my understanding of how graphics can be 
applied to a spatial context in connecting 
people to their environment and developing 
a sense of place.”

The approach to design education described 
here therefore represents a tactical design 
culture that activates a viable way forward 
for participatory, interdisciplinary and 
transcultural ways of designing and visualising 
future bio-diverse urban habitats. As such 
mad.lab has already begun to demonstrate 
how it connects students, academics and 
partners from design, digital media and 
architecture through extensive practical 
people-to-people collaborations. This is a 
form of design education that is international, 
collaborative, contemporary, diverse, and 
a source of excellence in its showcasing of 
sustainability, co-design, adaptive reuse, 
place-making, media facades and Metadesign 
as a way of creating a resilient shared vision 
for tackling wicked problems in fair and 
equitable ways.

The approach to design education 
described here represents a 

tactical design culture that 
activates a viable way forward for 
participatory, interdisciplinary and 

transcultural ways of designing 
and visualising future bio-diverse 

urban habitats. 



Chongqing streetscape. Image: Ian McArthur 2017



45 years of  
Sino-Australian
Co-operation
Chongqing has a largely forgotten historical link to 
Australia as the site of the country’s first diplomatic 
mission in China from 1941 to 1945. The Chongqing 
Legation was Australia’s third overseas mission, indicating 
how important China was to Australia’s foreign and trade 
policy even then (Australian Consulate-General, Chengdu, 
2017). 2017 was a significant milestone marking 45 years 
of Sino-Australian diplomatic relations. For mad.lab this 
ongoing cooperation establishes a solid foundation for 
collaboratively addressing future urban challenges. Both 
China and Australia’s economies are undergoing rapid 
transformation. Both economies are adjusting to what has 
been described as the “new normal”. Design, innovation, 
research, education, people to people links are all critical 
factors in developing viable and sustainable futures. mad.
lab seeks to facilitate this by offering unique and innovative 
design education programs that help bring about a new 
era of cooperation.

At mad.lab 3 we had the honour of a visit from Christopher 
Lim, Australia’s Consul General in the South West of 
China. Christopher is based at the Australian Consulate 
in Chengdu. He gave the mad.lab crew a truly inspiration 
talk discussing amongst other topics, the historical (and 
I suspect little known) importance of Chongqing to the 
Australia-China relationship, the 45 year Australia-China 
diplomatic relationship being celebrated this year, and 
the importance of breaking through the stereotypes and 
misinformation we hear about China through the media. 
Christopher offered insightful responses to the student’s 
questions. He made quite an impact.

Image: Australian Consul General speaking with the mad.lab 3 contingent from UNSW Art & 
Design, University of Sydney DesignLab, and Sichuan Fine Arts Institute.

2017 was a 
significant milestone 
marking 45 years 
of Sino-Australian 
diplomatic relations. 
For mad.lab this 
ongoing cooperation 
establishes a solid 
foundation for 
collaboratively 
addressing future 
urban challenges. 

Australia’s Consul-General in Chengdu Christopher Lim speaking to students 

in the studio at Sichuan Fine Arts Institute . Image: Mariana Shao 2017



Image: Students and faculty from UNSW Art & Design, University of Sydney Design Lab anf Sichuan Fine Art Arts Institute with Australia’s Consul-General in Chengdu.



The brief
The trajectory of public flow or landscape layout is reminiscent of 
the interweaving part of the textile making process. Hence, in this 

project, it’s about interconnection, overlapping, gathering, in terms 
of weaving connections between different aspects of public life.

Buzz City, Guanyinqiao Image: Priestman Architects 2017



Buzz City, Guanyinqiao Image: Priestman Architects 2017



In envisaging an active and diverse city zone 
our proposition starts by using wordplay 
in English around the meanings of ‘buzz’: 
electrical energy, buzzing activity, busy bees, 
buzz / business and ..zz for having a break.

The general proposition of buzz was extended 
with the idea of interweaving. This was used 
both literally as a design motif and as an 
abstract structure to the elements of the 
proposal. Literally in the same sense that 
Chongqing was a centre for weaving and 
JiuJie had numerous weaving factories - using 
local characteristic differentiators for projects 
is always demanded. Literally by using a 
project-wide weaving pattern to pavements 
and roads to bind the proposition together 
and support diverse urban ‘events’. And in 
an abstract way we interwove numerous 
design strategies: continuities: specialities, 

urban landscaping, a network of pop-ups 
and outdoor activities and interconnections 
between buildings.

However local government wanted to build 
them first as icons for the area. Perhaps this is 
a symptom of over spending on infrastructure, 
perhaps a misunderstanding of the way 
modern cities can be seen to grow through 
incremental demand:supply changes. On the 
other hand, perhaps the local government can 
better predict the massive flows of people to 
popular areas and predict the quicker pay-
back to up front public sector investment. 
the debate of public-private relationships is 
developing in China though bold experiments 
in the field.

At the end of 19th Century, Chongqing 
was a home base for weaving factories. 
The textile industry here started to grow at a 
very fast pace, taking about 30% of the total 
number of weaving factories in China at the 
time. Weaving, as one of the major  industrial 
technologies, and craftmanship has significant 
historical significance to Chongqing, 
especially the Jiangbei area. 

The mad.lab 3 brief provided by Priestman 
Architects tried to amplify the beauty of 
weaving, interpreting and presenting it in 
a graphical way to celebrate it as a part of 
the public realm. The thematic of “Weave” is 
also inspired by how the city is functioned by 
“Connections” (eg. the city’s bridges, cable 
cars, complex flyovers, tunnels, and trains). 
Places come to life by how people use public 
space.  

In Chongqing this manifests in public 
dancing, outdoor dining, street stalls, outdoor 
performance and the city’s myriad streetlife - 
dense, saturated, hybrid, interactive.

Design narratives: The planning that spread 
out from the central JiuJie area responds to 
the ways the weaving process takes place. 
The interweaving part of process corresponds 
to the nature of public flow, communication, 
and diverse urban activities. The trajectory of 
public flow or landscape layout is reminiscent 
of the interweaving  part of the textile making 
process.

Hence, in this project, the mad.lab brief 
is about interconnection, overlapping, 
gathering, in terms of weaving connections 
between different aspects of public life.

Mapping and modelling of the Guanyinqiao precinct used to underpin and as a provocation to the mad.lab 3 students. Images: Priestman Architects 2017



mad.lab sees the Chinese city – and 
in particular emerging megacities like 

Chongqing as the laboratory for the future. 

mad.lab approaches Chongqing’s 
unique urban context through the lens of 
experimentation, story telling, journeys, 

design interventions, visual recordings and 
augmented realities in an attempt to reveal 

and investigate its potentials…

We encourage an approach that asks 
for improvisation – the hack/or the rapid 
prototype – we see this in the context of 

the brief as an undocumented procedure 
or a creative solution to a technical (or 

social/urban) problem that is in need of an 
urgent temporary fix. 

Rapid prototyping and testing in the mad.lab studio.  

Images: Zhuoya Shan 2017.



the drift through the 
urban landscape is 
the starting point 
for the mad.lab 
methodology

Students exploring some of Chongqing’s less known corners, in this instance a rooftop, on one of the program’s dérives across the city.  

Image: Ian McArthur 2017



The dérive as expounded upon and 
practiced by Guy Débord is the molecule 
that mad.lab’s visual mapping processes 
are built upon. Students are introduced to 
the notion of the unconscious drift through 
urban space via a range of resources 
including: (1) the text, “Thé orie de la dé rive” 
first published in Internationale Situationniste  
#2 (Paris, December 1958); (2) a number 
of readings for discussion including Michel 
de Certeau’s “The Practice of Everyday Life” 
(1986), and James Corner’s “The Agency of 
Mapping” (1999); (3) a software application 
“Dérive App (available from http://deriveapp.
com/s/v2/); (4) suggested websites or points 
of departure, and (5) “A List of Possibilities” 
(Miller, McArthur, unpublished, 2015). This set 
of learning resources is designed to provoke 
initial responses to the task of engaging with 
the city in a manner less about navigation and 
more about revealing the underlying flows, 
atmospheres, and moments usually unseen or 
taken for granted. de Certeau saw the tactic as 
a process where one could go about seeing 
the city anew.

“Escaping the imaginary totalizations 
produced by the eye, the everyday has a 
certain strangeness that does not surface, 
or whose surface is only its upper limit, 
outlining itself against the visible. Within this 
ensemble, I shall try to locate the practices 
that are foreign to the “geometrical” Or 
“geographical” space of visual, panoptic, or 
theoretical constructions. These practices of 

space refer to a specific form of operations 
(“ways of operating”), to “another spatiality,6 
(an “anthropological,” poetic and mythic 
experience of space), and to an opaque and 
blind mobility characteristic of the bustling 
city. A migrational, or metaphorical, city thus 
slips into the clear text of the planned and 
readable city.
(de Certeau, 1984, p.93)
Students are encouraged to record and 
Students are encouraged to begin developing 
narratives exploring their journeys in any way 
they feel is appropriate. Typically, this results 
in audio-visual responses including drawings, 
photographs and videos, notations, and audio 
recordings that are brought back to the studio 
and discussed. 

We have found that this process elicits, 
particularly on the part of design students, a 
curiosity about the experience and in many 
instances an encounter with site or place 
that becomes a focus for further research. 
In some cases, the derive prompts a direct 
response that informs an ongoing trajectory of 
enquiry into a previously unforeseen issue or 
opportunity for intervention. 

Students are then in a position to assess how 
they can best adapt, redesign, and apply the 
derive to gather data and further inform their 
particular area of interest. We have noted 
however, less confident engagement with 
the dérive on the part of media students 
participating in the mad.lab studio. These 
students perhaps being less familiar with a 
designerly engagement with spatial studies 
may find the process too abstracted from 
their usual disciplinary concerns. In the main 
a significant number of mad.lab students 
have used the tactic and evolved it in ways 
that have shaped their approach to the larger 
mad.lab agenda and design brief.

the
dérive

Students exploring Guanyinqiao’s flower market which became a key site 

in mad.lab 3 due to it’s imminent demolishion.  

Image: Jenny Mai 2017



“Men can see nothing 
around them that is 

not their own image; 
everything speaks to 

them of themselves. Their 
very landscape is alive.”
 (Marx in deBord, 1958)

Taken on one of the program’s dérives through Chongqing’s complex urban spaces.  

Image: Ian McArthur 2017



Matthew Priestman briefs the students about the Guanyinqiao program before our dérives through the city.  

Image: Harriet Waters 2017.



Guanyinqiao. Image: Carrie Shi 2017.



studio processes
The pedagogies applied within mad.lab facilitate 
a process where project stakeholders and partners 
work together to create intensive, experimental, 
networked and situated learning environments 
where students, academics and practitioners from 
diverse cultural and language backgrounds can 
develop shared understandings and envisage new 
scenarios through collaboration. This form of lived 
experiential studio learning is aligned to theoretical and 
speculative approaches to design activity and thinking 
that have previously been defined as Metadesign. The 
role of Metadesign in designing educational spaces 
that provoke culturally adaptive synergies-of-synergy 
(Fuller, 1975, Wood, 2007, 2008, 2009) critically frames 
mad.lab’s applied approach to transcultural and 
interdisciplinary design education.

Some definitions of Metadesign focus on generative 
tools, computational models, and networks (De 
Kerckhove; 1995, Maeda, 1995; Soddu, 1989) involving 
users in facilitating (for example) the refinement and 
personalisation of products. Other interpretations 
introduce the possibility of mass customisation 
(Giaccardi, 2005). The concerns of mad.lab however, 
are urban in nature, socially and culturally focused and 
inherently align with conceptions of Metadesign as 
co-creation. If we choose to act with this understanding 
of Metadesign, the process of design becomes 
participatory - in the words of Giaccardi, “…a shared 
design endeavor aimed at sustaining emergence, 
evolution and adaptation…” (p.347). It is within this 
higher-order mode that Metadesign in the context of 
mad.lab becomes representative of a reflexive and 
collaborative joined-up approach to design.  Deployed 
in this way, the design of communication between 
agents, and the spaces they work within, actively fosters 
synergies founded on culturally diverse inputs that in the 
main design educators have yet to advance as a means 
to foster new idea ecologies.

Image: Jenny Mai 2017

the dérive 
the stakeout

cultural probes 
personas/scenarios

user experience mapping



Can we engage in mapping as 
design research to observe, 
understand and articulate urban 
narratives, dream the future, and 
think critically and collaboratively 
about the city, place and its unique 
identities?

How might we map complex urban 
space as a means to understand 
urban context, identify problems 
and opportunities and support 
innovative design proposals and 
interventions? 

Theoretical framework of Metadesign as deployed in mad.lab. 

Image: Ian McArthur 2015

Enduring mad.lab studio enquiries.



OBSERVATIONAL MAPPING  
‘THE ‘STAKEOUT’

“The Stakeout” is a mapping tool 
formulated by students in a preceding 
iteration of the mad.lab studio known 
as ‘Interface’. It enables efficient data 
gathering through spatial and site 
observation ‘in the wild’. The format used in 
mad.lab was originally used to generate data 
on a range of parameters in a new shopping 
mall in Sydney. As such is eminently suitable 
for use within the site-specific contexts of 
mad.lab project sites.  The Stakeout tool is 
distributed to students for the purpose of 
documenting sequential surveys conducted 
over two hour periods. One sheet is used per 
area surveyed and per two-hour timeframe. 
The following information is observed and 
documented at 15-minute intervals over a 
predetermined period. (1) Head Count; (2) 
Average Age; (3) Individuals; (4) Groups; (5) 
Activities/spaces/people engaged with; (6) 
Entry and Exit points and times; (7) Assumed 
Intentions; (8) Estimated time of stay; (9) 
Areas of Congregation, (10) Passive and active 
Space, (11) Special activities, (12) Weather, 
(13) Traffic; (14) Areas of Congregation; (15) 
Congestion points (16) Light; (17) Ventilation, 
(18) Use of Exits/Entries, (19) Atmospheres, 
(20) Mood & Feel, (21) Engagement w/ 
Retailer, (22) Lighting, (23) Wayfinding, (24) 
Engagement with the digital artifacts, (25) 
seating, (26) Event Spaces, (27) What people 
are doing in the space.

Students map this data and present it in a 
variety of diagrammatic and tabular formats. 
It is then available for use in developing and 
integrating the data into more detailed or 
graphic mappings, or simply as a means to 
be able to articulate a thorough overview of 
the way a site is used in presenting a design 
proposal.

ITERATING ON THE CULTURAL PROBE

As with the dérive, cultural probes (Gaver, 
Dunne and Pacenti, 1999) build on 
artistic ideas put forth by The Situationist 
Movement. Cultural probes have been widely 
interpreted. Within mad.lab the cultural probe 
is an adaptive and creative tool rather than a 
scientific mechanism for gathering hard data. 
Issues of culture significantly influence the 
way the tool is developed and used by the 
student or students involved. The pedagogy 
of the studio explicitly suggests that rather 
than recreate the original methodology of 
providing respondents with a kit of materials 
including maps and postcards closely 
resembling the original format proposed 
by Gavers et al, the tool can be creatively 
reshaped by students to suit the context and 
the modus operandi of the studio or fieldwork 
they are engaged in. 

“The artist–designer approach is ... after 
“inspirational data” with the probes, to 
stimulate our imaginations rather than define a 
set of problems.”
(Gaver, Dunne and Pacenti, p.25, 1999)

In particular, the cultural probe was 
successfully deployed in Chongqing in 
2015 by a student who distributed cards 
to a diversity of local people asking them 
to cite their personal mantra about the 
city. This method was subsequently further 
iterated upon by using chalk and pavement 
to elicit responses from passers-by in 
Guanyinqiao’s massive public square.  The 
responses suggested the existence of a high 
degree of civic pride and love for the city 
amongst the people who engaged with the 
process and this was indeed inspirational in 
designing a way to represent and integrate 
the expressions of the citizens of the city in a 
response to the brief.

PERSONAS AND SCENARIOS

The processes of developing personas 
and scenarios are well known and widely 
applied in industry and in design related 
academic contexts. Within the mad.lab 
process they are introduced as students 
begin to ideate. mad.lab participants from 
graphic media related streams at UAD are 
already familiar with integrating personas 
and scenarios into their design processes. 
Adapting the methods proposed by IDEO 
and distributed via the OpenIDEO platform 
as a model for understanding how design 
concepts will actually work in the real world 
provides students with a very illuminating and 
valuable research tool. We find that students 
using this tool in mad.lab make realisations 
about their ideas that may otherwise be 
bypassed because of the assumptions they 
make about users or the viability of their 
design. As defined by Bob Stark at OpenIDEO 
(2011),

“Personas represent people that are related 
to a concept, but are generic so they cover a 
large number of real people. They also have 
all of their details specified (e.g., where they’re 
from, their values and motivations, their job) 
to help designers empathize with their needs. 
Scenarios represent something much broader: 
they are stories that detail specific details that 
can guide a designer through all of the phases 
of an idea, from inspiration all the way to 
realization.” 
(Stark, B., (2011) https://challenges.
openideo.com/challenge/impact/inspiration/
using-scenarios-and-personas-to-guide-
conceptualization)

Our approach to creating personas and 
scenarios encourages a visual articulation 
that maps a range of potential personas and 
contextual scenarios that are then presented 
as part of the project documentation.

USER EXPERIENCE MAPPING

Developing user experience maps and user 
journeys is a natural follow on from personas 
and scenarios. It enables students to consider 
and test their concept in terms of the user 
experience from the moment of contact and 
throughout the experience journey. Drawing on 
the simple entry level tools (Available at: http://
tinyurl.com/h5u4fft) developed by OpenIDEO 
(n.d.), and the more advanced Adaptive Path 
methodologies (2013) enables mad.lab students 
to visualise and better understand how their 
project will function. This usually reveals critical 
factors that have not been considered and 
provides more cogent, holistic overviews of the 
systems being designed. Additionally, IDEO 
argues that, “it’s very important to break your 
concept into bite-sized pieces that can be easily 
made and tested” (n.d.). These resources are 
available at: https://challenges.openideo.com/
content/resources.

The publically available materials (at: http://www.
adaptivepath.com/) developed by Adaptive 
Path enable mad.lab participants to develop a 
deeper understanding of the tactical potential 
of the experience mapping process and its 
use in professional design contexts. Mapping 
the complexity of user interactions across a 
project ecosystem generates visual artifacts 
that students have acknowledged strengthens 
their understanding of their projects and as 
articulated by Adaptive Path, “builds knowledge 
and consensus across teams and stakeholders” 
(2013). Particular attention is given to introducing 
the concepts of touchpoints and channels (Table 
3). Understanding the points of interaction and 
associated mediums supports thinking in a holistic 
way about the user journey. 

It is important to emphasise again the ongoing 
encouragement given to participants to adapt and 
redesign these basic tools to establish relevant 
site specific research methods.



“…the function of 
mapping is less to 
mirror reality than 

to engender the 
re-shaping of the 

worlds in which 
people live…” 

(Corner, J., 1999). 

Chongqing streetscape. Image: Mariana Shao 2017.



mad.lab co-founder Sam Priestman 

with UNSW students in the mad.lab 

studio. Image: Jenny Mai 2017.



Students set up their final project outcomes at Sichuan Fine Arts Institute on the final day of mad.lab 3.

Image: Ian McArthur 2017.



projects and 
exhibition
After three intensive weeks of collaboratively 
mapping urban spaces, site visits, interactions 
with industry, peers at Sichuan Fine Arts Institute, 
intensive critiques, and proposing ideas, interventions 
and design concepts for Guanyinqiao, mad.lab 
3 culminated in an exhibition of the process and 
outcomes at the Sichuan Fine Arts Institute campus. 
The work was presented in a range of modes including 
models, large format prints and filmic responses to the 
brief and installations. Attended by around 100 people 
representing industry and university partners, local 
government, students, and people we’d met along the 
journey, the pop up format of the display proved very 
popular, generating signficant levels of interest.

The mad.lab exhibition was staged at Sichuan Fine 
Arts Institute just below the studios we had been using. 
Braving Chongqing’s cold damp the students set up their 
work around the space allocated for the event.  After the 
introductions and welcome by Professor Long and Dr 
Ian McArthur each design team presented their project 
achievements and outcomes to the whole cohort. This 
gives the students an opportunity to pitch their concepts 
and functions as a context for documentation and 
assessment. 

The following pages document many of the project 
outcomes achieved during mad.lab 3’s intensive studio 
process. The details included vary in depth due to the 
nature of the studio processes, availability of content, 
language challenges and the ubiquitous ambiguity of the 
Chongqing context.

Professor Long of Sichuan Fine Arts Institute congratulates the students on completing the mad.lab 3  program.

Image: Mariana Shao 2017. 



Students present their project work on the final day of mad.lab 3. Image: Mariana Shao 2017. 



Studio Mapping
Cameron Cripps-Kennedy

During the five-hour set of presentations I 
documented the general idea of each pitch 
then organised those notes into a grid. The 35 
notes that comprised the overview were classified 
based on the similarities I observed. After trying 
to elaborate my organisation of the projects 
to Luke, it was uncovered that those around 
the centre of the grid were quiet or passive 
interventions and progressively got louder and 
more active as it branched left and right. Luke 
and Ian were encouraging and highlighted this 
kind of documentation and organisation as a 
mapping system that could be explored for the 
duration of mad.lab. I was still unsure of how to 
apply this to Guanyingqiao. A friend suggested 
that I just start somewhere, so I wrote down all 
the moments that had already stuck in my mind 
during the first week. I noticed three categories 
of my observations; accessibility, commerce and 
social activity. 

I went out to Guanyingqiao to capture everything 
that sparked my interest. This ended up being 
centred around two of the market streets—Zhong 
Ye Lu and Xing Ta Lu—as well as the underused 
malls of Guanyingqiao. The contrast between 
these spaces and the mix of commercial and 
social uses intrigued me. 

Once I compiled the most compelling images 
I started to pull out the connections and the 
dissonance. I used notes again to lay out a grid 
to organise the images into a web gallery. The 
two axes ended up showing the spectrum from 
quiet to busy spaces and on the other axis public 
to private space—with the interesting transition 
through co-opted public space for private 
use especially around commerce and social 
gambling.

Mapping of project proposals at the first presentations at the end of Week 1. Image: Ian McArthur 2017. 



Image: Cameron Cripps-Kennedy 2017.



The Layer
Ruoxue Chen /Jiahao Li/Jinlong Li 

The Layer, aims to build the space of 
comfort for attracting and preserving the 
human flow from the Guanyinqiao area, 
with the consideration of weaving the 
urban pattern.
 
Issue:
The site “Jiujie” is near Guanyinqiao, the 
second largest CBD in Chongqing. Here is 
the place where friends meeting happens. 
However, the Guanyinqiao is more like a 
commercial center with shopping malls 
around rather than a place providing lingering 
and resting space for friends meeting.

Solution:
Jiujie is an extension of Guanyinqiao. By 
creating The Layer, it aims to build the space 
of comfort for attracting and preserving the 
human flow from Guanyinqiao area.  On the 
layer, it forms a comfortable and leisurely 
atmosphere for various activities like friends 
meeting, hanging out, lingering, resting, 
dating, shopping and so on.

The layer is considered as roots to absorb 
citizens to Jiujie area, by visual connection 
and verbal spread. Then preserve them by the 
bridge design and activities. Finally, a culture 
formed.
The consideration of weaving the urban 

pattern: The bridge garden of 1000-meter-
span, the connection with Wal Mart Square, 
Flower Market, Jiujie Plaza, Beicang and 
around. Furthermore, it provides the 
potential for future to create connections 
with bridge and the side buildings, which 
may not be restricted to a single level but 
create a multi-storey city. 

Transportation between human flow and 
vehicle would be separated to achieve 
independent and quiet space for leisure 
and friend meeting.

Fluctuated surface for symbolization of 
Chongqing topography.

The Layer forms 
a comfortable 

and leisurely 
atmosphere for 

various activities 
like friends meeting, 

hanging out, 
lingering, resting, 
dating, shopping 

and so on.





Hybrid Reflection
Rashmi Ranjan / Taylor \ Bella

Our project had two main objectives - we aimed 
to explore the relationship between three 
different types of sensory data present at the site 
including light, sound and smell. Secondly we 
wanted to explore and compare the accessibility, 
walkability and appeal of the sites to see if this had 
an impact on pedestrian traffic within the two areas. 
Our data collection was divided up into daytime 
and nighttime and we measured our data through 
various metrics. A photometer was used to measure 
light intensity. A decibel meter to measure sound 
levels and personal sense of smell was used to 
measure the odour present in various parts of the 
areas. This was ranked on a scale of one - ten. We 
divided the area into 21 different locations and kept 
these constant through our data collection. This data 
was then processed and analysed and then visually 
represented through the use of graphics.



Firstly we aimed to explore the relationship 
between three different types of sensory data 
present at the site including light, sound and 

smell. Secondly we wanted to explore and 
compare the accessibility, walkability and 

appeal of the sites to see if this had an impact 
on pedestrian traffic within the two areas. 

Image: Mariana Shao 2017.



North Paradise Walk 
Redesign
Michael Shu Huang / Yue Wang \ Leo Li  /  
Wukai Kong \ Xizhi (George) Zhang / 沈唐豪

 
Research via mapping at North Paradise Walk and 9th 
street in Chongqing revealed many problems. Majority 
of the street furniture are not designed for local weather, 
which consist of wet rainy days during winter and hot 
summer days in the summer.  

The street of North Paradise Walk and 9th street in 
Chongqing lacks visual consistency across the whole 
area. Further more the problem at its core is the 
heavily top-down influenced which created a sense of 
disconnection between the old and new part of the town. 

The Project North Paradise Walk Redesign aim to address 
these issues via the following:

1. Street Furniture Redesign

2. Memoboard (Digital Memory Wall) 

3. Bei Cheng Hot Pot (Public installation) 

4. Weave. Sense (Digital interactive installation) 



Street Furniture Redesign
Michael Huang



Memoboard (Digital Memory Wall)
Yue Wang 

We directly observed the site and 
interviewed people as our research method 
and found that in the Guangyinqiao area 
there is a huge contrast between the historic 
and the modern. We found old residences 
as well as offices and business that thrive 
through the week and weekend. This area is 
still undergoing rapid transformation through 
development. The historic areas are steadily 
being replaced by modern buildings. We 
noted the average time people stop at the 
existing benches and street furniture varies 
depending on the specific environment 
but averages at around 15 minutes. During 
interviews with citizens as to their opinions 
about redesigning the street furniture, we 

identified that most people will use their phones 
when they are resting alone. They typically have 
no particular task to complete on the phone 
at these times. Researching online we found 
that all the available information about the 
area came form official sources. No information 
was available from local people and their 
experiences of the area.

Our idea is to weave the gap between the 
historic features and the modern features along 
BeiChen Tian Jie. There are lots of memories 
to the place, for example, the flower market 
which is being moved. We want to keep the 
memories at the specific place where they occur. 
The traditional memory wall will be stored over 



time or by the government’s planning of the 
whole area. Therefore we wanted to combine 
the old memories with new technologies 
to create a digital place where people can 
post their memories to. Because our street 
furniture would be situated all along BeiChen 
Tian Jie, we chose the street furniture the 
team designed to become the place where 
citizen’s can scan a QR code and access the 
memory board. The memory wall can lead the 
user along the whole road towards the hotpot 
public artwork. All messages posted to the 
memory wall will be randomly projected onto 
the hot pot, enabling the user to find out more 
about each of the project sites.

The approach we took to user research and 
ideation was that if the design methodology 
Human Centred Design (HDC). This is 
characterised as the process that places 
human needs and limitations as a higher 
priority during design conceptualisation and 
production of potential design solutions 
(Elmansy, 2015). The user interfaces were 
tested using an empirical approach. This 
involved working with real users who reveal 
subjective feedback when given a set number 
of tasks to complete in the application 
prototype. The user interfaces are tested with 
a ‘thinking aloud’ approach (Nielson, 2012). As 
part of this mode of testing we asked users “...
to use the system while continuously thinking 
around - that is simply verbalising their 
thoughts as they move through the interface 
(Nielson, 2012). The tasks given to participants 
as part of thinking aloud testing included: 
Sorting posts by date, liking the first post, 
unliking teh liked post, posting a note to the 
board, finding their posts, finding information 
about our project.

“From my 
interviews 

with people on 
site, I found 

that one of the 
most things 
that makes 

people panic 
while they are 

waiting/resting 
on the street is 

their phone’s 
battery going 

dead. The other 
most demanded 
thing during the 
interviews is the 

need to find a 
toilet.”



Bei Cheng Hot Pot (Public installation)
Wukai Kong / Leo Li 

Chongqing is famous for spicy food, 
and spicy food can be said to be a 
traditional element hidden in the bones 
of everybody in Chongqing. In order to 
adapt to the difference in spicy acceptance 
among different regions, Chongqing people 
invented the Yuan Yang Hotpot so that the 
cultures of all places could be blended 
and combined in the traditional Sichuan-
Chongqing hot pot. Yuan Yang Hotpot that 
originally taken from separating the pot on 
the partition carved mandarin duck with 
traditional Chinese Yin and Yang designing, 
and now gradually evolved into clear soup 
and red soup separated pot is the “Yuan 
Yang pot.”

The location of the entire program is 
located in the Beichengtian Street, Paradise 
Walk Department Store. Through field 
observation, it was found that the time 
spent by pedestrians in the central square 
near the department store of Paradise 
Walk was significantly lower than expected. 

The functionality and entertainment of 
the square was not fully exploited and 
utilized, which also led to the fact that 
pedestrians often only viewed the entire 
square as a link to the mall and the Apple 
Store. Opposite the modernized plaza is 
an old-fashioned residential area, visually 
stunning and disharmonious. The design 
of the entire improvement is designed to 
attract pedestrians to rest more around the 
plaza to better serve the plaza itself as a 
social platform. Secondly, it aims to realize 

the concept of “old and new weaved” by 
representing the status quo and process of 
the integration of Chongqing’s traditions and 
modernization through the clear soup of hot 
pot and red soup. The old building embodies 
the memory of the city, which can be said to 
be the past of the city, while the new building 
represents the future of the city, which weaves 
the entire design with the past and the future. 
Furthermore, using the traditional hot pot 
element as the carrier of the entire design 
complemented by electronic technology 
as an interaction, a deeper expression of 
the interweaving of traditional and modern 
technology.





This project aims to deliver two messages, connection 
between city rapid urban changes, and relationship 
between citizen and city. It is not hard to find that 
Chongqing is a city which is currently having a fast urban 
development progress. As an observer, I saw the gap 
between modern and past buildings through walking 
experience, in other words, a conflict between new and 
old. During this urban development progress, I believe it 
is critical to let user remember the development progress 
and history especially for its citizens. Furthermore, walking 
at the Paradise Walk makes me felt lighting pollution all 
surround me over. I felt there is a disconnection between 
citizen and public building. As such, I want to redesign this 
experience which will allow citizens to have connection 
and control with this city as an active thinker rather than as 
an observer.  To achieve this goal, my idea is to “weave” all 
these experiences together which will allow user to “sense” 
these experiences. I am aiming to produce an interactive 
installation which will allow user to interact with this city.

Weave.Sense Interactive 
Generative Artwork
Xizhi (George) Zhang



Progress/过程

Image: Mariana Shao 2017.



Sun Pu Pop Ups
Esther Lau / Jenny Mai \ Rebecca Moore / Xi Yang \ Mariana Shao

cityscape, allowing skilled locals to demonstrate 
and sell to the public. 

Through interactive workshops, boutique 
shopping spaces and the inclusion of promotional 
food trucks, Sun Pu Popups provides a design 
package that will preserve the cultural identity of 
Guanyinqiao and Chongqing as the city continues 
to develop and grow.

For the last twenty years the WangHai 
Flower Market in Guanyinqiao has provided 
city shoppers with an informal platform for 
buying local flora direct from the growers, as 
well as many handcrafted goods. 

With the desire to preserve this small pocket of 
personality and charm within Guanyinqiao an 
opportunity presented itself to create popup 
workshop and selling spaces throughout the 

...an opportunity presented 
itself to create popup 
workshop and selling 

spaces throughout the 
cityscape



Citrus japonica Tree
金桔树

  筍谱 工作室 
  观音桥 sunpu pop ups 

guanyinqiao

Narcissus Tazetta Flowers
中国神圣的百合

  筍谱 工作室 
  观音桥 sunpu pop ups 

guanyinqiao

Koi Fish 
锦鲤

  筍谱 工作室 
  观音桥 sunpu pop ups 

guanyinqiao



“I started to think and act through the 
way that most local people do so that 
I believe I can experience and explore 

the city in a correct angle. And yes, I 
gradually found that the most efficient 

way to solve local problems and to 
cater natives’ needs is to immerse 

yourself into their lifestyle, trying to 
think what they think about and act 

as what they might act under certain 
situations.”

Talking Trees/Happy Wheel
Junying (Cassadee) Li / Meihao (Lara) Li \ Wants

The site-mapping started from the visit 
of Priestman Architects to get the basic 
information about researching site - 
Guanyinqiao and Jiujie and developed into 
real site observation and exploration led by 
the stakeholder and then individual visits 
for deeper insights. It is such an exciting and 
heart-stirring experience when becoming a 
witness seeing models of buildings and streets 
in studio change into the real size during the 
site mapping. When our group worked on the 
personal site visiting to discover the problem 
and generate the inspiration around the field, 
we found it helpful to use the digital map and 
pictures of models from Priestman Architects to 
mark and conclude the target areas and directly 
and purposefully get to these fields to conduct 
the concentrating observations.



Rapid prototyping the Talking Trees concept  
in Guanyinqiao.

Prototype of the Happy Wheel interface at the mad.lab exhibition.

To

Talking Trees and Happy Wheel take 
advantage of the Banyan trees that proliferate 
throughout the Guanyinqiao precinct to form 
a responsive interface providing a novel way 
for citizens and visitors to locate and access 
entertainment, restaurants, shopping and 
services in the area. Conceptualising the  
trees themselves as an interface the students 
created interactive rapid prototypes using 
pracessing as a means to test the viability of 
the design concept. 



Aquaflora aims to reflect citizens back 
into neglected urban areas, and is an 
interactive light display that also serves 
as a filtered, drinkable water fountain/
station for the public. It provides a 
physical shelter from the weather which 
simultaneously creates a newfound social 
entertainment space, whilst providing citizens 
with accessible drinking water. The fountain 
makes a conscious stand against the overuse 
of plastic bottles within the Guanyinqiao and 
JiuJie areas.

Whilst researching and mapping the area, 
there was only one water fountain in the 
site, which did not work. In turn, this has 
obvious negative impacts upon the site’s 
environmental blueprint. Citizens are 
encouraged to purchase bottled water, as 
refill options are not available in public areas 
– increasing plastic use and waste. Whilst 
researching and mapping the area, there was 
only one water fountain in the site, which did 
not work. In turn, this has obvious negative 
impacts upon the site’s environmental 
blueprint. Citizens are encouraged to 
purchase bottled water, as refill options are 
not available in public areas – increasing 
plastic use and waste.

Aquaflora is an allotted, shared space that 
encourages social interaction. Multiple 
performances are created within the space, with 
directional and scattered visual feedback that 
is displayed immediately. Citizens engage with 
the water fountain, i.e. turning on the taps. The 
arch of the fountain will respond in coloured 
lights. When more citizens engage with the 
fountain the arch will continue to respond 
simultaneously with scattered light colours; the 
once passive 
water fountain is now interactive.

When the fountain is used, different coloured 
lights will be displayed in response to the 
temperature of water chosen by the user. Jets of 
water will also be sprayed within the fountain’s 
arch interior to create a layered visual effect. 
Multiple users will generate multiple visual 
responses, i.e. two colours will be displayed.

Whilst researching 
and mapping the 

area, there was only 
one water fountain 

in the site, which did 
not work. 

Aquaflora
Carrie Shi / Matisse Strong 





Wanghaihua City Reconstruction
Kang Minghui / Liu Wei

Wanghaihua City is the largest flower market in 
Chongqing, and now faces the dilemma of demolition 
and construction. We began to think about how to make 
the region more dynamic and attractive, and how to form 
a benign coexistence model between the public and the 
flower market. Therefore, we use the human sense as the 
starting point to re-plan the pedestrian route of the flower 

market through the sense of smell. In the survey, we found 
that the area is both a commercial space and a commercial 
space for merchants. And their communication only stays in 
the narrow shops around. We hope to give merchants more 
space to share space and communication to improve the 
happiness index of residents. After visiting the survey, we 
also explored the preferences of the surrounding residents. 

Therefore, the “farm planting” area was designed on the roof 
of the flower market reserved area. Residents can rent the roof 
of the merchant to carry out the planting experience. Make the 
whole flower market look like a happy planting club. You can 
chat, plant, and enjoy flowers on the roof. This gives people a 
reverie. Is this a flower market or a plantation? Inspire people 
to explore the essence of desire. This space also offers more 

possibilities for merchants and consumers: the flea market 
on weekends or the event center. The ultimate goal of the 
design is to make this place a vibrant public space shared by 
merchants and surrounding residents.

The ultimate goal of the design is 
to make this place a vibrant public 

space shared by merchants and 
surrounding residents.





Abject Glass
Eliza MacDonnell

Before coming to mad.lab, I had a very 
general, vague idea of using found objects to 
create pieces of jewellery, I didn’t know how 
I would do it, what materials I would use or 
what the concept would be, but I felt that the 
use of found objects alone would be a very 
meaningful and literal way of ‘capturing the 
city’ and something that I was very interested 
in. My practice with jewellery is often  looking at a 
way to make non-expensive materials seem high 
end and precious through design and a range of 
jewellery making techniques.

A chance conversation with Sam Priestman about 
my practice back home lead him to introduce 
me to his friend who owns a jewellery practice 
and studio. I met up with her and her husband 
the next day and told them about mad.lab, the 
project, my initial concept and my own work, they 
were very intrigued and impressed and allowed 
me to use their space, offering me their time, 
materials, equipment and help. I drew up some 
sketches of my designs for a ring, a pendant and a 
pair of earrings, we exchanged ideas about small 
details that could be added or changed and we 
got to work. We began on the spot, to create a 
silver pendant out of one of many pieces of glass I 
had picked up from an abandoned building in the 
Yuzhong district. It took us 2 nights and one whole 
day to complete the collection, and I spent the 
rest of the time creating accompanying graphics 
and descriptions.

In the studio with 

local jewellery 

artisans.



“We began on the spot, to create 
a silver pendant out of one of 

many pieces of glass I had picked 
up from an abandoned building in 

the Yuzhong district.” 

Image: Mariana Shao 2017.



Connecting City Skyway
Qin Hanyu / Zhang Nanxiang \ Chen Qiuxuan / Zhang Yi





Amidst the city’s sprawling development and 
suffocating construction endeavours there is an 
apparent void in social arenas that reside between 
a grand plaza and a table for two at a teahouse.  
As the ground floor plate is dominated by commercial 
and industrial enterprise the space for pause and 
social potential appears lacking. It is in this dynamic 
of increased stress at ground floor level and a lack 
of a social playground that the potential for raised 
social platforms emerges. Within precincts of high-rise 
corporate towers and apartment districts exists the 
potential for new levels of social interaction space - the 
opportunity to redesign the ground above ground.
But the developing city also never ceases to 
develop and as such any future interventions should 
acknowledge this and strive to be interchangeable. 
Perhaps later the growing need for social and 
interpretable space becomes of a lesser need and 
a knew need for community workshops or cultural 
centres emerge. In this way HIGHROUTE is not limited 
to what is needed now but is an accommodation 
of unpredictable speculated future needs of the 

city. Further, it is evident of the significant role that 
technology plays in everyday life in Chongqing and 
more broadly in China and the increasing need for 
harmony between the physical and technological as 
a means of enriching interactions and an experience 
of the city.

HIGHROUTE aims to create this harmony through 
merging virtual and tangible worlds to visually and 
socially enrich Guanyinqao. The project is sited within 
an existing gated residential precinct that - speaks 
of the disconnect of developing Guanyinqao - and 
aims to transform this into a public social hub at both 
ground level and a proposed raised platform level. 
The platform contains spaces of relatively generic 
and interpretable character that are tied to a social 
instigation app that virtually enhances them. In its 
essence the application is an augmented reality 
within a tangible space that allows the potential for 
more interesting and engaging social instigations 
and interactions to unfold. 
Whilst we identify this scale of social interaction to be 

The HIGHROUTE application acts as a real time 
map of the proposed space that playfully combines 
reality with a virtual world of illustration in order 
to broadcast and instigate social interactions. 
Within the graphic interface users are able to 
publicise their activity with the potential of others 
connected on the app to engage with. Digital 
screen directories are implemented throughout 

the different spaces acting as a live feed of the posted 
activities which can then be engaged with via a connection 
to WeChat. The proposed spaces of interaction are a 
community garden, a relaxation area, a romantic rooftop 
and a children’s playground, yet these spaces will be most 
likely change over time with community need and be fluid 
during temporary allocations. 

The HIGHROUTE 
application acts 

as a real time map 
of the proposed 

space that playfully 
combines reality 

with a virtual world 
of illustration in 

order to broadcast 
and instigate social 

interactions.

The High Route
Harriet Waters  / Cordelia Morrell \ Benjamin Rowbotham



Within precincts of high-rise corporate 
towers and apartment districts exists 

the potential for new levels of social 
interaction space - the opportunity to 

redesign the ground above ground.

of substantial need within the existing city, we acknowledge 
that a developing city has constantly shifting needs and 
our design aims to accommodate for any speculated need. 
Through the interpretability of the spaces and its link to 
virtual applications, the project possesses great potential for 
future interoperable and interchangeable functions.   



The Storyline of the City / CUBE \ Redlight
Mi Yang / Fan Yunyun \ Luo Juan / Li Xifei



Cube



Redlight



Guanyinqiao Flower Market Site Regeneration
Sun Qini / Tangtang \ Wang Xinglin / Liu Yuyan





Guanyinqiao Flower Market Site Regeneration
Wang Chengxi \ Xia Ruihan / Ma Yue \ Chen Yiting





Sensory Bubble Installation
Jing Fan / Luhan Lin \ Kate Aubin / Zhuoya Shan \ Jiayu Zhang 



The Sensory Bubble is an interactive installation that allows locals 
and domestic tourists to engage with the history of the JiuJie flower 
market through story, scent, and sound. It is intended to be a temporary 
installation that is installed for 2 – 3 weeks to celebrate the opening of the 
redeveloped flower market. The work features projection and light and 
therefore will be advertised as a place to visit at night-time. The installation 
features multiple story panels displayed in different sections of the focus 
area of the redeveloped flower market. Each story connects to a sensory 
bubble with its own unique audio and scent. The bubbles are fixed to the 
building walls of the new flower market and feature sensors that adjust 
the height of the sensory bubble to the height of the user. Sensors are 
used to determine the timing of the release of the scent and the playing 
of the audio recording. Together, the scent and audio create the sensory 
experience for the user. From a commercial perspective, the installation is 
intended to increase the profile of the redeveloped flower market and the 
number of visitors to the space, benefiting the restaurants and shops.



The installation 
features multiple 
story panels 
displayed in different 
sections of the 
focus area of the 
redeveloped flower 
market. Each story 
connects to a 
sensory bubble with 
its own unique audio 
and scent.



Time & Space Overlay
Zhang Pengfei / Liu Xuanmiao \ Li Jiaqun / Tan Zhiwen





FLUX
Jonathon Bolitho,
Brigitte Podrasky
Lily Chan
Aston Creus
Loc Nguyen

Unused spaces: Another observation of the city led 
us to our final group project. This was the surprising 
payer of unused and empty spaces in the city. We found 
this contrast between abandoned space and congested 
areas an interesting dichotomy. Through our project we 
aimed to begin a discussion about how these spaces 
could be regenerated as places of leisure and creativity. 
We felt it important to focus on creative transformations 
of public space due to the amount of commercially 
driven sound/visual pollution in public areas.

The FLUX event and project materialised and modelled 
a concept developed from the discovery of arcades of 
abandoned shopfronts under Guanyinqiao. The focus of 
FLUX was founded on options for activating abandoned 
and unused spaces within the city. The intent was to 
propose a regeneration of these spaces as places of 
leisure and creativity. This would create a platform for 
citizens to transform what occurs there.

FLUX takes inspiration from concepts of the ‘hackable 
city’ where infrastructures and systems are ‘opened’ up 
to citizens so that they are able to have an active role 
in the process of city making.Citizens are thus able to 
shape their surroundings and utilise spaces as they wish 
with flexibility and fluidity.

FLUX also sought to shift the visual/sound experience 
within the public spaces from commercial to creative. 

...activating 
abandoned and 
unused spaces 
within the city.



Image: FLUX at mad.lab3

Sichuan Fine Arts Institute, 2017 FLUX takes inspiration from 
concepts of the ‘hackable city’ 
where infrastructures and systems 
are ‘opened’ up to citizens so that 
they are able to have an active role 
in the process of city making.

Image: Mariana Shao 2017.



“I remember mapping 
the underground, 

ghostly capillaries of 
one of Guanyingqiao’s 

abandoned public 
malls, realising in a 
moment that these 

spaces were begging 
to be filled.” 



Nine Street Sino-Australian  
Street Renovation
Zhang Meixin / Wen Qiaochu \ Yang Ruihe / Wang Jiayi





Image: Mariana Shao 2017.
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