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An interior architecture project by Ewslina Borowiscka and
Man M

The Maving Wall combines twa design projects: a project in
which privacy constantly nesds to be negotiated, and a
clockwork playground. The combined efforts led to a
dynaric struzture, which can freely be moved on Tth floor of
the Shell Tower. The wall creates an interactive, flexible
space, which the users can adjust to their nesds in a
continuous process of negotiation.

The invited lozal performers create the programs for the
warious spaces: theatre group Wunderbaum, a hairdresser,
a [, a V). a bariender. and a masseur. These guests have
become the masters of the floor; their activities define the
changing functions of the space. Depending on their aims.
they use the maving wall a5 a multi-task device that can
fransform from a room inta a vehicle, from fumiture into a
stage, ..

By integrating improvisation into architecture we try to find a
hidden potential of the building. While the guests perform

their activities, we will tigger the motion of the wall and
respond to

all unpredictable conditions of the 24h event.
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Various ways of exploring the
floor of the Shell Tower hy
homao ludens.

Ewslina Borowiacks

Utcpia can never be redised. A Pedfect world
ned. & utopia consists of the
c2 of individual ideal places that are
constantly redeve'oped and enhanced. After al
the human nesd for self-acualization makes the
defintion of perfection continucusly evolving
Thersfore, utcpia can never be reached, but ony
pursued.

D.J modern world is an ewer changing glcbal
with great flexibty in working hours and
in Ic:cal:c:ns Furthesrnore, pocket-sized
devices replace tradtional offices and homes.
Passive spaces no lcnger meet the recuirements
of immediate ads
lifestyles. Architecture needs 1o become sociay
interactive. It has to create the environment for
an open-ended creatve game.

Johan Huizinga: “Play has a tendency to be
beautful. it may be that this assthetic factor s
identcal with the impulse to create crdedy form
which animates play in al ils aspecis. Flay casis
a spell over us ; itis “enchanting’, wating'. It
is imuesizd with the noblest qualiies we are
capatle of perceiving in things: rhythm and
harmony.”

On the Mational Day of Architecture in Rotter-
dam, | want 1o transform the S Tower i into a
homo ludens' chess board. To gi

office buiding playful charact
sirateqgies of thres projects in
pants improvise to shape a space:

When negotiation becomes a way

to form spaces
Mi Man

It is a city of endless negotiation; where the
citzens drift from encounter to encounter; aways
creating new pubiic spaces and gving out private
spaces; aways fving under influence of their
greedy nature; always living in e now; aways
authentic.

Utcpia or Dystopia?

Things we cannot reach are becoming our ubcpia.
Crystopia happsns when wiopia grows o extreme.
| started my project from cne of the most imporiant
Dystopia theores, the SUPERSTUDID. The
fundarmental themes of the Superstu d.::us early
I:-E;inr.ng followed directly from a ue of
i To fnally reach the
goal of a nan -designed r.:or“nun',l Super-
,dlo insistzd, *._if d=sign is m ¢ an induce-
CONSUME, 1he" we must rgject design; if
g of bourgecis
wership and society, ©en we must
ure...” On the cther hand, in Mew
is o privacy, only public. Constant

liows pe‘ple to be fres from all constraints,
fulfilling their creative urges to build teir private
spaces. In Thomas More's utooia, he divided
spaces by different funciions. | agree with those
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Fic 1. Tive analysls of amterent afonis

Utcpia for spaces

A5 an econcmy develops, it is easier to acquire
ihan 10 years ago. easierto know what
is hapoenng in any part of the word. In the course
of time metropolitan beings have been satsfying
their materal desires through Blind consumption.
They have become greedier than before

A Constant, Mew Bzoyon,
A megastructure filléd with rocoms o create

ndividual freedom of exploration.

B Ced'.c Price, Fun Palace.

, three-gimensional matns for social mprovisa-
o ceale spaces, which are endessy
variable in size, shape, lighting. and accessibiny

igram, Instant City.
ng metropalis, a network of information-
Edu"lﬂc"n-erﬂera."mem fa s. It s made of
iraled units, pneurratic and lighoweght structures
ih filirate to local nfrastructre. The Instant
joms events that would otherwise oocur
senaraie’y in the district.
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rmerges my concept
fD' the srucire that s to be inroduced n the
Shel Tower: a m-culng chject will influence the
space. by pericdcally spp—ann, and dsappear-
ng. Within its rivythm it provides constant activi ',-
ihat will never reach complegion, but continuoushy
evolve in time.

Fit 2. Private spaces i SGreedy iy

However, there is often a conflict between
peocles’ longing for matedal things and the
spaces they lve n. gemess for space
becomes ther utopias. At the same time
conflic between the wiopias of individual citizens
and the colectives' utcpias also exists. Curenihy
we se2 & srkng phenocrencn: pscple are
ocoupying putlic spaces as much as possible,

order to let them become ther private spaces,
Based cn these ooservations | concsived iy
project “The Greedy Cify

oning the socio-

no putlic spaces (Fic 2],

th their neighbours, let them hand
their private spaces and change them nto
pubic roads, so they are able fo goout. (Fiz 2}

FIg 3. Greedy CRIZEnS Crears new puic 5oe0es
For The Shel buiding, | made a model of door-
rooms that create way of  passing through

the public spaces (Fic4)
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Fig 4. Megotiable spaces"|

n The Shell bukding
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