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FOREWORD
Principal Advisor to the Design2050 Studios

“Some 
people wait 
for the future 
to happen.
Others go 
out and 
happen to 
the future.”
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Now that we have reached the original 
target date of 2050 for Redesigning Life 
on Earth, it seems an appropriate moment 
to look back and recall how we got here.

Exactly 41 years ago, in November 2009, 
DesignSingapore invited nine Design 
Masters from around the world to form 
Design Studios to envision life in 2050. 
They were asked to create “normative” 
scenarios, that is, design narratives of 
what successful life on the planet could 
be like in 2050 and what steps would be 
required to achieve them. The project was 
called Design2050 Studios. 

The occasion was the Icsid (International 
Council of Societies of Industrial Design) 
World Design Congress held in Singapore 
over the course of three days, where 
the Studio teams presented their future 
scenarios and discussed them with 800 
attendees from around the world. 

Each Studio developed a future scenario 
proposition on a theme of it’s own choice. 
Topics ranged across health care, food 
production, mobility, entertainment 
and sustainable cities, production and 
consumption. The teams generated 
design visualisations and simulations to 
bring tangible and compelling visions of 
2050 believably to life for people in 2009. 

The teams then “back-cast” their 
scenarios to describe the pathways that 
would have to lead decade-by-decade 
from 2009 to 2050, and the solution 
milestones required along the way. This 
helped give people living in the troubled 
and uncertain days of 2009 a sense of 
“agency”, an understanding that there 
were achievable actions they could 
take toward a better future “starting 
Monday morning.”

The year 2009 was a time when economic 
and environmental disruption was calling 
into question fundamental assumptions 
of unrestrained industrial growth and 
limitless production and consumption. 

Forecasters warned that by the year 2050, 
if all 9 billion people in the world had 
the same material living standard as the 
most developed nations, it would require 
the resources of 4 planet Earths 
to support them.
 
Design2050 was a call to action to 
designers, as people responsible for the 
creation of much of material culture, to 
demonstrate how innovation could help 
us move from an economy of “more is 
better” to a civilisation of “better 
is better.” 

Most people think about the future as a 
linear projection of the known present, as 
“the way things turn out.” They think of 
the future as something to predict, not as 
something to invent. Designers and future 
scenario planners think about the future 
differently. They subscribe to Alan Kay’s 
dictum that “The best way to predict the 
future is to invent it.” 

Designers and scenario planners take 
an imaginative leap into a desired future, 
envision it and bring it to life through 
visual scenarios and simulations and 
then back-cast to what has to happen to 
bring that future into being. They describe 
the pathways and solutions to the future 
in the form of narratives about people 
engaged in work, play, learning, mobility, 
recreation, entertainment and creativity in 
their daily lives.

Partner, Collective Invention 
Chairman, The idea Factory

Arnold Wasserman
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Back-from-the-future scenarios, used 
in the right context, are able to break 
through to innovative possibilities that 
simply are not visible through a from-
the-present-forward lens. Designers in 
2009 believed that compelling narratives 
of a desired future, based on insight 
into peoples’ real needs and wants, 
could positively shape public policy, 
give direction to private investment, and 
motivate individual behaviour. 

As we know today, they were right. 
Design2050 exceeded the most 
optimistic expectations of its organisers.

The Congress was the launch pad for 
a continuing worldwide “design our 
future” movement.                                                                                                                 

In 2010, the Singapore Government’s 
Media Development Authority created 
a television series on the Design2050 
project and the DesignSingapore 
Council set up an internet groupsite 
to administrate the rollout of 
Design2050 worldwide. 

The theme “Design2050” was adopted 
by the World Congress of Architecture 
held in Tokyo in September, 2011.

By the end of 2011, there were 
10,000 Design2050 Studios around 
the world, deploying all the tools of 
generative creativity – design thinking, 
inter-disciplinarity, strategy, planning, 
innovation, visualisation, scenarios 
and systems design – to ideate and 
progressively prototype the Redesign 
of Life on Earth. 

Now, in 2050, hundreds of thousands of 
Design Studios exist, some around very 
large, complex systems problems, others 
around particular local issues. One Studio 
might operate for a week or a month; 
another for years or decades. 

With each passing decade, the design 
horizon has been pushed forward – to 
2060, 2070, 2080 and now on to 2100. 

And as we all know, today in 2050 
students learn meta-skills like design 
thinking, systems thinking, visual thinking 
and design scenario methods as standard 
subject matter in public school curricula 
around the world.

What began as a hopeful intuition in 
2009 has become in 2050 an embedded 
institution of civic life throughout the 
world — a perpetual open collaboratory to 
design a sustainable future of economic, 
social and environmental opportunity, 
equity, health and creative fulfilment.

Arnold Wasserman
23 November 2050
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Arnold Wasserman is chairman of the 
Idea Factory, a consultancy based in 
Singapore and San Francisco, specializing 
in Innovation, Strategy, and Design. He 
is also Founding Partner of Collective 
Invention, an innovation consultancy based 
in San Francisco focused on “Innovation for 
the Common Good” to improve life in the 
public domain. He has been named one 
of “20 Masters of Design” by Fast 
Company magazine.

He has held the positions of Vice President 
of Corporate Industrial Design/Human 
Factors at NCR, Xerox, and Unisys 
Corporation. He has also been Dean of 
Pratt Institute’s School of Design; Senior 
Fellow for Design Strategy at IDEO, a 
product development consultancy; and 
Director of Design for the Raymond Loewy 
design office in Paris.

Wasserman has been a pioneer in the 
practice of user-centred, interdisciplinary 
innovation strategy for the creation of 
products, services, new ventures and 
public policy programs and for workplace 
environments that foster organizational 
creativity and interdisciplinary innovation. 

Wasserman is a long time member of the 
Professional Advisory Board of Carnegie 
Mellon University. He teaches yearly 
seminars on “Management of Innovation” 
at the Graduate School of Business 
Management, Scuola S. Anna, University 
of Pisa, Italy. He lectures frequently at the 
McCombs School of Business, University 
of Texas, Austin; and at the Haas Graduate 
School of Business, University of California, 
Berkeley, where he is an Adjunct Professor 
and a member of the Advisory Board for the 
Berkeley Institute of Design.

Wasserman writes and lectures frequently 
on design, strategy, management and 
innovation. Most recently he was keynote 
speaker for The Conference Board in 
New York City; The National Association 
of Homebuilders in San Francisco and 
in Santa Barbara; INDEX:2005 and 2007 
International Design Awards, Copenhagen; 
the Creative Industry Management 
Strategy International Forum in Taiwan; the 
Creative Industries Development Initiative 

and Design Education Initiative, both in 
Singapore; Microsoft’s Partners in Learning 
Conference in Winnipeg, Canada; the 
Business & Innovation Conference of the 
Norwegian Design Council, Oslo; and the 
New Enterprise Innovation Conference of 
the Singapore Design Council. 

He was an invited guest to the 
DesignSingapore Council’s International 
Advisory Panel meetings between 2007 
and 2008, and was involved in creating a 
strategy to make Singapore a world hub 
of innovation and design. He is a member 
of the jury of DesignSingapore Council’s 
annual “President’s Design Award” since 
2007. He is on the advisory board for the 
International Council of Industrial Design’s 
2009 Congress in Singapore where he 
initiated and is Principal Advisor for the 
Congress theme: DESIGN2050. He is a 
member of the World Economic Forum 
Global Agenda Council on Design and is a 
member of the advisory board of the New 
Orleans Center for Creative Arts. He is a 
consultant to the World Business Council 
on Sustainable Design.

Wasserman wrote the section on “Industrial 
Design” for the current edition of Collier’s 
Encyclopedia. He has received numerous 
international awards for his designs 
of business equipment and consumer 
products. IDSA (Industrial Designers 
Society of America) has presented him 
with its Bronze Apple Award for organizing 
the first national conference on universal 
design. Carnegie Mellon University has 
presented him with its Distinguished 
Alumnus Award. Wasserman has served 
as chairman of the jury for BusinessWeek’s 
Industrial Design Excellence Awards 
competition. 

Wasserman was chairman of INDEX:2005, 
a major international design competition, 
conference, and exhibition that awards 
“Nobel Prizes” for “Design To Improve 
Life” in Copenhagen. He is co-chairman 
of INDEX:2007 and 2009 and is a member 
of the International Board of Advisors for 
INDEX. He holds a Bachelor of Arts degree 
in industrial design from Carnegie Mellon 
University and a Master of Arts degree in 
design history and theory from the 
University of Chicago. 
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FOREWORD
Commissioner of the Design2050 Studios

“We do 
 not live 
 in a ready-
made world. 
It must be 
designed.”

10

Executive Director
DesignSingapore Council

Milton Tan

“Designers are, one way or another, 
futurists” — Richard Seymour

Problem solving is to design, only as 
much as wheels are to cars. It is a 
given. The strategic value of design 
lies in a different dimension. While the 
context of problem sets and innovation 
are typically “industrial”, design 
creativity has the natural capacity 
to go “post-industrial”.

In the post-industrial world, the origin 
of creation — research and design 
— will be more important than the 
origin of manufacturing or assembly. 
Take Apple. Every Apple product has 
this declaration, “Designed by Apple 
in California”.  Secondarily would be 
the ubiquitous words of the industrial 
world, “Made in China” or “Assembled 
in Singapore”. It should not require 
a rocket scientist to figure out that 
Apple can choose to manufacture or 
assemble its products in any country 
that “makes sense”, but they will always 
be of California and Silicon Valley origin. 
Consumers already accept that global 
brands such as Nokia, Nike, Gap, 
Canon, HP, and even Toyota, outsource 
their production away from the home 
country of the company. 

The processes of global outsourcing are 
now so effective that it practically does 
not matter to most people where their 
things are made. So, in the industrial 
economy, place increasingly does not 
matter. But, does place matter in the 
post-industrial economy?

The environment to foster post-industrial 
creativity is very much harder to create 
and maintain than that for industrial 
manufacturing. Creative thinking, say, for 
design, is not just a production process 
(with all its connotations of optimisation, 
systems controls, parallel and distributed 
processing, analytics, etc.), but also 
needs vibrant social and cognitive milieus 
that are talent-centric. The recent financial 
recession has helped to expose the 
myth of “rational market-driven” (read: 
objective) decision-making. The key 
drivers of the post-industrial economy are 
no longer technology, finance, policies, 
or education. They come in warm bodies: 
talent. They may pursue their ideas in 
solo, but they cannot achieve creative 
status for themselves or their creations, 
without interacting with the wider local 
and international community of interested 
experts. Creativity is not defined 
by individuals.
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The key resource of a good place is not 
physical, but time. It is not just what’s 
there, but what one can do there over 
time. This is why a camera-trigger-
happy tourist cannot be expected 
to appreciate a place for what it can 
nurture. The critical resource of time 
brings people together. It builds 
lasting relationships, spontaneity and 
trust.  These are the pre-requisites of 
a creative culture. When a creative 
community comes together, the natural 
thing for it to do is to make things better. 
“I do not know of any designer who 
wakes up in the morning and says, “I’m 
going to design something bad today”!” 
[Seymour]. The collective support 
for designing “ahead of the curve” 
would effectively make such a place a 
“gateway to the future”.

The Design2050 Studios are a platform 
that DesignSingapore has created as 
a “gateway to the future”  — to hub a 
creative community to create future 
design propositions on various aspects 
of life in 2050. The objective is to make 
propositions, not predictions per se.  

That is why a time frame of 40-50 years, 
ie two generations into the future was 
chosen, as it would be largely free of 
present assumptions, vested interests, 
and adversity to change; giving 
visionary design propositions a better 
chance to set desired scenarios and 
outcomes. Stefano Marzano said that if 
he was asked to design for healthcare 
2020, it was likely to be incremental, 
based on current assumptions and 
predictable trends, but if it was for 2050, 
he would have the opportunity to return 
to basics, “to examine human life from 
spermatozoa to death”.

The Design2050 propositions will be 
a growing repository of design futures 
— ideas about how we should live, 
work and play; improve personal and 
corporate communication; simplify 
things and processes; take care of our 
environment; make people happy.  In 
this sense, it will be a leading example 
of a knowledge base for the future, to be 
built and used recursively by students, 
researchers, practitioners, enterprises 
and policy makers. It aims to be in a 
form that is open and accessible to 
the man in the street as well as young 
children, who after all, will be the ones 
who will inherit these propositions and 
live them out in 2050.

Milton Tan
Singapore, 6 November 2009
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Dr Tan is a MICA Fellow at the Ministry 
of Information, Communications and the 
Arts (MICA), Singapore; seconded from 
the National University of Singapore 
where he is an Associate Professor of 
Architecture and Digital Design Media. 
He is concurrently the founding Executive 
Director of the DesignSingapore Council, 
the government’s lead agency for the 
integrated promotion and development of 
Singapore’s fast-growing design cluster.

Dr Tan’s other key appointments include: 
Member of the World Economic Forum 
(WEF) Global Agenda Council on the 
Design of Complex Systems, CNN 
“Principal Voices”; Board Member 
of the Housing Development Board; 
former Board Member of the Land 
Transport and the Urban Redevelopment 
Authorities; Editorial Board Member 
of the International Journal for Design 
Computing; Immediate Past President of 
the Harvard Club of Singapore. Dr Tan 
was conferred The Public Service Medal 
by the President of Singapore in 2009.

A Design Strategist, Dr Tan has also been 
a jury member for design awards and 
competitions including the International 
Design Award of the Industrial Design 
Society of America (IDSA), the Observeur 
Design Award of France, and iF Design 
Award China; academic paper referee; 
and speaker at international conferences. 
Dr Tan is a member of the Royal Institute 
of British Architects (RIBA) and UK 
Chartered Architect, holds a BA and 
BArch from Nottingham University, and a 
PhD in design creativity from Harvard.

Dr Tan is working on a book to be entitled, 
“Life on the Edge of Creativity”.
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Icsid World Design Congress 
Singapore 2009

Design2050 
Studios
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Led by internationally renowned design 
leaders, nine Studio teams have developed 
design propositions for the year 2050. The 
Studios aim to initiate practical, open source 
roadmaps for a desirable, sustainable future.

The multidisciplinary Studios will generate 
key content that will become part of 
Singapore’s critical knowledge resource 
for design learning and research. This 
rich material will be hosted at Singapore’s 
National Design Centre.

As one of the co-creation phases, the 
Design2050 Studios will premiere at the 
Icsid World Design Congress 2009 in 
Singapore, to gather feedback and stimulate 
creative discourse. The ultimate aim is to 
spur designers to use design as an agent 
of change for a better world.
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Chris Bangle Associates
Italy

Design2050
Studios

Chris Bangle

BANGLE 
STUDIO
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Personal Emotional 
Mobility 2050
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Personal Emotional 
Mobility 2050



In a world where transportation is pivotal to 
our functionality, creating clean, green mobility 
is of critical importance to any city in the 
21st century. Mobility in the city is not just a 
technical process of moving people from point 
A to point B. It is a design issue in not just a 
technical sense, but also in a cultural, and a 
deeper social sense.

At the moment, the challenges in this topic 
area are partially technological. There are 
immense technological challenges in figuring 
out the right kind of battery to use, the right 
kind of motor technology, the right kind of 
design techniques, the right mathematical 
optimization techniques for organising mobility 
system… However, the biggest challenge is to 
understand the human side of the revolution in 
personal mobility, and the ability to step back 
and re-think this whole issue.
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Image courtesy of 
Chris Bangle Associates, 
RedGate Films
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Image courtesy of 
Chris Bangle Associates, 
RedGate Films
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During the parallel session, we encourage you to ask 
questions on how mobility can remain personal and 
emotional in a world of 2050, when notions of personal 
and public mobility is likely to be challenged. Will we 
still have the same personal emotional attachment to 
our vehicles in 2050? What will that relation and reliance 
be like? Will our vehicles of the future have a different 
personality and functionality? Will we enjoy our own 
space, own speed and own pace of travel if the wheels 
and engines have a shared life of their own? Only by 
abandoning the traditional way of approaching mobility, 
are we then able to break away from all preconceptions 
and approach the problem anew.

Day 1 & Day 2
Parallel Sessions

Personal 
Emotional Mobility 
Conversations
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One only needs to look down the street 
for evidence of Chris Bangle’s ingenuity 
and far-reaching influence. 

A daring designer whose work has 
provoked endless discussion, Bangle 
is best known for his tenure as Chief of 
Design for the BMW group, where he was 
responsible for bringing the designs of the 
BMW, Mini Cooper, and Rolls Royce into 
the twenty-first century. 

Graduating from the Art Center College of 
Design, Bangle began his career at Opel, 
and then moved on to Fiat, where he 
designed the brazen Coupe Fiat. In 1992, 
he was named the first American Chief of 
Design at BMW. 

No other designer has had such a 
far reaching impact in the automotive 
industry. His mandate to “strategize 
emotion” through design has energized 
the typically conservative brand, 
updating BMW’s classic design with 
bold, sculptural lines, a far cry from 
homogenous car design. As a result, 
his daring designs have helped BMW 
become the global leader in premium car 
sales and brought in legions of new fans, 
spurning rivals to follow suit in emulating 
his distinctive style.

During his time at BMW, he introduced 
GINA, an experimental concept roadster 
that seeks to replace a vehicle’s static 
metal or fibreglass skin with a one of 
fabric that can change the shape and 
aerodynamics of the car. 

After pushing car design language to 
its limits for twenty-eight years, Bangle 
announced his departure on February 3, 
2009 from the auto industry. He looks 
forward to pursuing his own design-
related endeavours from his studio in 
Italy, focusing on new ideas and cutting-
edge innovation.

Studio Master
Chris Bangle 

Werner Haumayr
Innovation Manager, 
Advanced Design 
BMW Design

Karim Habib
Advanced Design
Mercedes-Benz Group

Assaf Biderman
Associate Director
MIT SENSEable 
Cities Laboratory

Atsuhiko Yamada
Independent Designer

Studio Team
Members &
Collaborators

Roberto Giolito
Head of Design 
Fiat and Abarth

David Bousquet
Director
RedGate Films

Kristin Bousquet
Producer
RedGate Films

Studio Coordinator
David Lee

Chris Bangle 
Associates
Italy

chrisbangleassociates.comChris Bangle

23



WOHA
Singapore

Design2050
Studios

Richard Hassell & 
Wong Mun Summ

WOHA 
STUDIO
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Architects Save 
the World and Bring 
Joy to Millions: 
Singapore 2050
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Architects Save 
the World and Bring 
Joy to Millions: 
Singapore 2050



WOHA’s Design2050 studio humbly declares 
that architects and urban planners re-emerge 
from oblivion and return to their roots of 
benevolent megalomania. We attempt to 
save the world.

In order to do so, we focus on the two things 
that we know best: 

• The creative expertise of our profession, 
which historically has developed concepts 
for new societies – at times translated into 
stone and mortar (or steel and glass) at 
times immortalised in international archives 
and galleries as “paper architecture.”

• Our home planet Singapore, apotheosis of 
planned renewal and radical make-over. 
Our small but notoriously efficient city state, 
invented in less than 40 years, is the perfect 
petri dish for a makeable future. 

Together with NUS and partners Black Design 
and Obilia, WOHA will develop and present 
architectural and urban concepts for future 
Singapore while addressing challenges with 
worldwide significance. 

26

Digital Rendering by Obilia, Art direction by Terence Bong

Digital Rendering by Obilia, Art Direction by Terence Bong
Concept Art by Kai Lim of Imaginary Friends Studios

In our future scenario we 
prepare for the worst and 
aim for the best: 

>  Singapore in 2050 is faced   
 with a drastic sea level rise.

>  Singapore in 2050 is 
 confronted with increased 
 population figures.

>  Singapore in 2050 is also a   
 much better place to live in   
 than ever before.



Digital Rendering by Obilia, Art direction by Terence Bong

In Douglas Adam’s 1979 science 
fiction comedy “The Hitchhiker’s 
Guide to the Galaxy”, Slartibartfast, 
from the planet Magrathea, is a 
designer of planets. His favourite 
part of the job was creating 
coastlines, the most notable of 
which were the fjords found on the 
coast of Norway on planet Earth, 
for which he won an award.

In the spirit of seeing a country as 
simply a large design challenge, we 
renovate Singapore for the massive 
changes of the coming century. 

Don’t Panic! Slartibartfasting Singapore
We make the island safe from rising 
waters while testing different new 
cross-programmed infrastructure, 
urban and architectural typologies 
to address our pressing issues of 
water, food and energy security. 
Proposals include residential power 
plants, multilevel factory/agri-
villages, and resort dikes.

Rather than seeing change as a 
calamity, we find opportunities for 
joy and delight, and say “Don’t 
Panic!” – let’s hitchhike a ride to 
our best possible future.



The WOHA studio hosts a retro coffee shop, where 
congress participants can browse a newspaper from 2050, 
have a cup of coffee, watch the news or chat casually with 
the coffee shop staff (studio members).

Come to debate whether it is achievable to reduce 
Singapore’s ecological footprint to the size of the island, 
whether residential power plants are desirable, how food 
security can be achieved in Singapore by 2050 or whether 
solar grilled chicken is likely to be tasty. Discuss with us if 
multi-level industrial agri-villages would make it into your 
top 5 retirement locations or just give us your opinion on 
an algae based diet. 

Let us know if our ideas would work in your geographical 
context or whether your ideas and designs would fit into 
our 2050 world. Leave a scribble on the napkin. 

Or just come to have a cuppa while you let the flood 
of information from the morning sink in.

Day 1 & Day 2
Parallel Sessions

Kopitiam 2050
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WOHA is a design practice focused on 
the built environment. WOHA’s philosophy 
is to explore the intersections of culture, 
context, history, nature, climate, sustainability 
and social behaviour to inform innovative 
design. Formed in 1994 by Singaporean 
Wong Mun Summ and Australian Richard 
Hassell, the practice is based on the model 
of the creative industries, rather than 
traditional construction services. With a mix 
of designers from diverse backgrounds, 
WOHA explores integrated design for 
the built environment, moving between 
masterplanning, architectural, landscape, 
interior and lighting and furniture design. 
WOHA has no fixed formal language or style, 
instead each project evolves around a set of 
objectives and strategies that emerge from 
within the project. What does unite the works 
of the practice is a focus making spaces 
that delight the end-user and enhance the 
environment. WOHA has received numerous 
local and international awards for excellence 
in design such as the 2009 International 
Architecture Award, 2008 RAIA International 
Architecture Awards, 2007 Emporis Silver 
Award for highrise buildings, 2007 Aga Khan 
Award for Architecture, MIPIM AR Future 
Project Awards 2007 and AR Awards for 
Emerging Architecture 2006.

WOHA has offices in Singapore and 
Thailand, and has been involved in projects 
around the Asia Pacific region. WOHA’s 
focus on innovation and diversity of interests 
has developed experience in a wide mix 
of building types and scales, including 
commercial, residential, hospitality, 
transport, infrastructure, institutional, 
religious, mixed-use and interior projects. 

WOHA also participates in professional 
and educational activities. Both Founding 
Directors have served on public boards, 
committees and councils in Singapore, 
lectured and examined in universities. 
WOHA runs a gallery that hosts a prog-
ramme of cultural events relating to 
architecture and design.

Richard Hassell is a co-founding director 
of WOHA. He was invited to participate 
in the prestigious invitation-only Masters 
by Practice program at RMIT University 
in 2000, and was awarded a Masters 
degree in 2002. Richard Hassell has given 
lectures, presentations and published 
papers at a variety of institutions including 
the National University of Singapore, RMIT 
University, University of Queensland, 
Queensland Technological University, 
Chinese University of Hong Kong, Hong 
Kong University, University of Westminster 
and University of Western Australia. Richard 
Hassell is currently a Board Member of the 
DesignSingapore Council and the Board of 
Architects, Singapore.

Wong Mun Summ is a co-founding director 
of WOHA. He has held several public 
appointments including Board Member of the 
Urban Redevelopment Authority of Singapore 
(URA), 1999-2005; REDAS Honorary Advisor 
(Architectural), 2005-2008 and Panel Member 
of the International Design Consultancy for 
the Waterfront at the Downtown at Marina 
Bay (URA). He was an external examiner 
for the Department of Architecture, School 
of Design and Environment at the National 
University of Singapore, 2003-2005. Mr. 
Wong is currently a member of several 
Design Advisory Panels (URA) for major 
developments in Singapore. 

WOHA
Richard Hassell
Wong Mun Summ
Schirin Taraz-Breinholt
Daniel Fung
Khajorn Jaroonwanit
Amod Tikhe

Studio Coordinator 
Hans Tan

Studio Team, 
Collaborators & 
Sponsors

Digital Rendering 
Obilia
Art Direction: 
Terence Bong

Concept Art 
Kai Lim of 
Imaginary Friends

Graphics and Layout
Black Design

Print
Dominie Press

Video Production
Monochromatic Pictures

Make-up
Makeup Forever 

Talents
Grace Phan
Alan Lau
Tan Yi Qing

WOHA
Singapore

wohadesigns.comRichard Hassell & 
Wong Mun Summ

National University 
of Singapore (NUS) 
Student team
Richie Chan Li Qi
Chen Zhong Xian 
Chen Zi Chao
Gilbert Cher 
Konnie Kao Shu Lian
Owen Lam
Thierry Lye Yee Pei
Neo Di Sheng 
Sng Poh Liang
Tracy Tan Wen Xian
Zakiah Bte Supahat 

NUS Tutor
Tsuto Sakamoto 31



Design Indaba
South Africa

Design2050
Studios

Ravi Naidoo

DESIGN
INDABA 
STUDIO
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Protofarm 2050Protofarm 2050
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Covering the highly topical pasture of food, 
energy and resource security, Protofarm 2050 
sees Design Indaba invite five designers to 
look beyond the possibilities and predictions 
currently in the public domain. Futurefarmers, 
5.5 designers, Dunne&Raby, Revital Cohen 
and Frank Tjepkema have each created 
a unique vision of a 2050 with increased 
urbanisation and population, limited natural 
resources, climate challenges and digital-
biological integration. 

Farming is the primary source of the world’s 
food supply and, as a harnessed natural 
system, one of the few renewable production 
systems. Historically, farming is key to 
civilisation, the domestication of animals and 
plants having given people more time for 
“higher” pursuits. However, as the cracks start 
to show today, by 2050 farming itself might 
need to be repositioned as the highest pursuit. 
As such, Protofarm 2050 views farming as the 
sustainable cultivation of renewable resources.
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Image courtesy of Revital Cohen

Image courtesy of Dunne&Raby
Anthony Dunne, Fiona Raby

Image courtesy of Futurefarmers
Amy Franceschini,
Noah Murphy-Reinhertz

Images courtesy of 5.5 designers 
Vincent Baranger, Jean-Sébastien Blanc, 
Anthony Lebossé, Claire Renard
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Forecasts for 2050 point towards technologically-
assisted reclusiveness, self-sufficiency and social 
isolation. Already technological developments in 
communication networks are moving human relations 
more and more into the virtual. Nonetheless, the body 
must still subsist on physical resources and technology 
requires energy. Futurefarmers, Dunne&Raby, Revital 
Cohen, Frank Tjepkema and 5.5 designers go into their 
propositions in more detail and invite the audience to 
ask questions.

The world population is predicted to reach 9.2 billion 
in 2050, with 80% residing in cities. With severe 
over-population and strained natural resources, 
new communities will seek to challenge the status 
quo from bottom-up. To celebrate the bottom-up 
approach this session will celebrate the launch of 
Victory Gardens Singapore, while inviting all congress 
delegates to come and present your own ideas on the 
future of farming, food and sustainability in an open-
mic Pecha Kucha format. Be part of the movement!

Day 1
Parallel Sessions

Day 2
Parallel Sessions

Protofarm 2050: 
Radical self-
sufficiency

Protofarm 
2050: Realigned 
communities
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Ravi Naidoo is the founder and managing 
director of Interactive Africa, a Cape Town 
based media and marketing company.

Ravi commenced his career in account 
management at Young and Rubicam, where 
he managed a number of multinational 
accounts. Thereafter he completed an MBA 
degree at the University of Cape Town 
in 1994 where he was nominated as the 
Nedbank MBA Student of the Year. In that 
same year, Ravi founded Interactive Africa. 

Initial recognition came through the project 
management of the First African in Space 
Mission, and the marketing and pitching 
of South Africa’s bid to host the 2010 
Football World Cup. He also consulted and 
assisted in the successful Melbourne 2006 
Commonwealth Games bid, and directed 
the African Connection Rally in 1999, a 
roadshow from the northern to the southern 
tip of Africa to promote telecommunications 
investment in Africa. Further, he is a co-
founder of the Cape IT Initiative (CITI), a 
non-profit company dedicated to promoting 
the IT cluster in the Western Cape.

Nonetheless, Ravi is possibly best known 
for establishing the international Design 
Indaba, which has become recognised as 
one of the world’s leading design institutions 
through its flagship conference and expo 
annually held in Cape Town. Recently the 
Design Indaba expanded to include two 
community-orientated projects – the Design 
Indaba 10x10 Housing Project and the 10x10 
Industrial Project. This year also saw the 
launch of the African Carbon Trust, a 
venture to promote environmentally 
conscious enterprise.

5.5 designers 
Paris, France / cinqcinqdesigners.com

Established in 2003, 5.5 designers were 
awarded the Grand Prix de la Création by 
the Paris City Council after just three years 
of business. Constantly questioning their 
designer status, their unique brand of 
humour and simplicity has sold their work 
to a wide range of brands, be it for luxury 
or mass production. 

Dunne&Raby 
London, UK / dunneandraby.co.uk

Dunne&Raby use design as a medium to 
stimulate debate among designers, industry 
and the public about the social, cultural and 
ethical implications of existing and emerging 
technologies. Anthony Dunne is the head of 
the Design Interactions department at the 
Royal College of Art in London, where Fiona 
Raby is a faculty member.

Frank Tjepkema 
Amsterdam, The Netherlands / tjep.com 

Frank Tjepkema established Tjep in 
Amsterdam in 2001. The studio constitutes 
a small team that works on projects varying 
from lamps, vases, jewellery and furniture, to 
brand identities and interiors for the likes of 
Droog, Ikea, British Airways and Heineken. 
Tjep has twice won the Dutch Design Award.

Futurefarmers
San Francisco, US / futurefarmers.com

Futurefarmers is a group of artists and 
designers who are aligned through an open 
practice of making work that is relevant to 
the current social, political and economic 
time and space surrounding us. Founded by 
Amy Franceschini in 1995, the design studio 
likes to create platforms for sociability within 
both new media and public spaces.

Revital Cohen
London, UK / revitalcohen.com

Revital Cohen is a designer and 
researcher who develops critical objects 
and provocative scenarios exploring the 
juxtaposition of the natural with the artificial. 
Her work spans across various mediums 
and includes collaborations with scientists, 
bioethicists, animal breeders and the 
National Health Service.

Project director
Ravi Naidoo

Designers
5.5 designers 
Vincent Baranger, 
Jean-Sébastien Blanc, 
Anthony Lebossé and 
Claire Renard

Designers
Dunne&Raby
Anthony Dunne and 
Fiona Raby 

Frank Tjpekema

Futurefarmers
Amy Franceschini and 
Noah Murphy-Reinhertz

Revital Cohen

Studio Team
Members

Consultant
David Davidson

Project management
Nadine Botha
Matthew Knott-Craig

Research
Nadine Botha
Batandwa Alperstein

Graphic identity
Brian Mtongana
Niel Meiring 

Video editor
Hallie Haller

Studio Coordinators
Alvin Ho 
Joshua Teo Wei Chiang

Design Indaba
South Africa

designindaba.comRavi Naidoo
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Life @ 1 Planet
2050... or Naught
Life @ 1 Planet
2050... or Naught
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Designers have, for many generations achieved 
the inconceivable, we have put a man on the moon 
and split the atom, engineered artificial sweetener 
and designed buildings which can touch the sky, 
we not only can capture pictures but we can 
send them in real time around the world with 
handheld devices.

Even with this remarkable history of overcoming 
the impossible; we still find imagining 2050 
difficult, because. The Future is Fiction. 

In fact, the future is a story that each of us can 
participate in writing every day. We can try to 
imagine our world for the next 50 years based on 
trends, analysis or perhaps even, gut feelings. And 
while we cannot predict the future, it is absolutely 
vital that each of us consider the years to come, so 
that we are more prepared to prevent, anticipate 
and cope with that which may occur.

Currently the US lives as though there are 5 
planets, while Europeans live as if there were 
3. We, as human beings, need to address our 
overconsumption of resources and achieve a way 
of life that uses no more than the resources of our 
one planet. When looking to 2050, we will need 
to be living life @ 1 planet...or naught at all.  The 
studio is developing visions of what life on earth 
would look like if we decide to follow a trajectory 
towards “Life @ 1 Planet…or Naught.”

42
Images courtesy of Arup

43



The studio is developing visions of what life on 
Earth would look like if we decide to follow a 
trajectory towards “Life @ 1 Planet…or Naught.” 
This studio is not based in any one place; it is a 
global community in which anyone, anywhere, may 
participate. We believe in user-centered design. 
Thus, the participants of the studio will each create 
a ‘character’ that they then take forward a decade 
at a time to the year 2050. The participants are 
being led through a series of exercises that will 
result in a collection of crowd-sourced stories 
about how we, a global community, imagine we 
will be living in 2050.

We believe that there are essentially two important 
systems today. One is the planetary system upon 
which we all depend. The other is the human 
system represented by the Human Development 
Index (HDI). If we place these two axes in 

Images courtesy of Arup

opposition, we can create a classic four-square 
matrix which results in four interesting worlds.

These worlds are used to engage the characters 
and bring them to what we call the ‘Ecological 
Age’;  when both the Planetary and HDI systems 
are positive. The other three worlds are known as 
‘Carbon is Crime’, ‘Life is Cheap’, and the ‘Selfish 
Bubble’. Each present their own challenges and 
opportunities to be overcome on the path to the 
Ecological Age.

While we all know that the future is fiction, this is a 
chance to pull together a collective version of the 
events which can lead up to our life @ 1 planet. 
We believe in the power of humanity to create 
intentional futures. Participation will help create 
the stories which will lead to that future.

We look forward to sharing your story.



In this interactive session each participant is invited to look 
back, from 2050, at the previous 40 years. We will move through 
each decade to determine the issues, technologies and design 
innovations to identify the most important drivers of change 
which allowed us to achieve Life @ 1 Planet. 

Each session will build upon the previous session.

This session is about crowd sourcing and co-writing the story of 
our future. This will then be a call to action to design us back to 
Life @ 1 Planet…or naught.

Day 1 & Day 2
Parallel Sessions

The view from 2050 - 
looking back at what 
got us to Life @ 1 Planet
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Dr. Chris Luebkeman is a bridge builder 
of many kinds. Educated as a geologist, 
structural engineer, and architect, Chris 
currently leads the Global Foresight & 
Innovation team at Arup, a global firm 
of engineering and design consultants. 
Chris has served as a faculty member 
of the Departments of Architecture 
at the Swiss Federal Institute of 
Technology, University of Oregon, the 
Chinese University of Hong Kong, and 
Massachusetts Institute of Technology. 

While he refuses be categorised, Chris 
views himself as a generalist with a view 
of being “in league with the future”. He 
has been described as the “Willy Wonka 
of the built environment, conjuring 
up dreams of a future where we can 
cure our ills through faith, physics and 
forethought”. He was named a Senior 
Fellow of the Design Futures Council, in 
2004, and was listed as one of the ten 
future speculators and shapers 
“Who will change the Way we live”, 
in Wallpaper Magazine (2002). 

At Arup he continues to utilize his broad 
interests and enthusiastic belief in our 
zeitgeist by advising external bodies 
and organisations too, such as the UK 
Government’s Environmental and Physical 
Sciences Research Council on strategic 
matters relating to the Built Environment.  

Chris is currently working with some of 
the world’s leading companies to develop 
future scenarios to better understand the 
opportunities created by future change 
in the built environment. Chris speaks on 
the issues of sustainability and thoughtful 
design, and applies the lessons learned 
in the design of the built environment 
to business. His keynotes, workshops, 
and strategy sessions are created for 
executives seeking better design sensibility 
for their products, services, and processes. 
Through his unique user-centric methods, 
Chris helps clients better understand 
the needs and desires of consumers, 
customers, and citizens.

Studio Master
Chris Luebkeman

The Arup 
Foresight Team
Alex Maly
Flora Tonking
Francesca Birks
Jose Carrizosa
Karin Giefer
Piers Dennis

Studio Team
Members & 
Collaborators

The Design 2050 
Challenge Participants

Studio Coordinator
Olivia Lee

ARUP
UK

arup.com
driversofchange.com

Chris Luebkeman
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Today, social, technological, environmental, 
economic and political expertise, exist as 
isolated silos. Faced with new scales of 
challenge in the coming decades, designers 
everywhere will be asked to locate Design 
Blind Spots, or new opportunities to embed 
design into higher channels of expertise and 
broader fields of practice.  

The studio will present a vision of design as 
a dynamic and vital tool to confront the most 
urgent pressures defining the near future.  
We will explore Design Blind Spots as they 
operate at the interface between conflicted 
landscapes-the rural and urban; the ‘natural’ 
and the ‘engineered’. The practice of design 
in 2050 will be presented as moving beyond 
the built environment. Instead, by 2050 
designers will act to generate new 
conceptual and practical frameworks 
to confront our shared challenges.  
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Design Blind Spots will be used to challenge 
the continued evolution and relevance of 
design practice overall by venturing into 
globally significant fields like Agriculture, 
Biodiversity, Energy and Transportation. 
How designers simply inherit problems today 
versus how design thinking will better frame 
them in 2050: this fundamental shift will be 
envisioned as an effective catalyst for political 
will and global change. 

Images courtesy of Toshiko Mori Architect
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The Parallel Session will present the studio research through 
the lens of design practice. The vignettes illustrated in the 
Design Blind Spots plenary presentation will be the backdrop 
for a broader discussion about the evolution of design practice 
and large-scale cooperation. We will focus on the potentials 
and limitations of developing new strategic partnerships and 
integrating design into broader systems of governmental, 
institutional and social networks. The coordination of bottom 
up and top-down strategies will be questioned in the context 
of models already emerging in 2009 and new frameworks for 
practice in 2050.

Day 1 & Day 2
Parallel Sessions

Design Blind Spots: 
Strategic Partnerships 
and the Future of 
Integrated Design 
Practice

54

Toshiko Mori is the Robert P. Hubbard 
Professor in the Practice of Architecture 
at Harvard University Graduate School of 
Design and was chair of the Department 
of Architecture from 2002 to 2008. She 
is the principal of Toshiko Mori Architect, 
which she established in 1981 in New 
York City. Mori taught at the Cooper 
Union School of Architecture from 1983, 
until joining the Harvard GSD faculty with 
tenure in 1995. She has been a visiting 
faculty member at Columbia University 
and Yale University, where she was the 
Eero Saarinen Visiting Professor in 1992.

In 2003 she was awarded the Cooper 
Union Inaugural John Hejduk Award. 
In 2005, Ms. Mori received the Academy 
Award in Architecture from the American 
Academy of Arts and Letters, and the 
Medal of Honor from the AIA New York 
Chapter. She is currently an advisor to 
A+U Magazine and Vice-Chair of the 
Global Agenda Council on Designing 
Complex Systems for the World 
Economic Forum.

Her current work includes projects for 
Syracuse University, Brown University, 
and a Master Plan for New York 
University. Mori’s strong research-
based approach to design has been 
commended in awards and invitations 
to lectures, exhibitions and symposiums 
around the world. She has spoken on 
topics relating to architecture, design, 
ecology, urbanism, materials, fabrication, 
historic preservation, and education. A 
monograph of her work, Toshiko Mori 
Architect, was recently published by 
Monacelli Press.

Studio Master
Toshiko Mori

Landon Brown
Derek Chan

Julia Watson
Nora Yoo

Studio Coordinator
Shirley Surya

Studio Team
Members

Toshiko Mori 
Architect
USA

tmarch.comToshiko Mori
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While the 20th Century brought great strides 
in medical treatment and widespread health 
provision, this Century has brought to light severe 
cracks in the institutions of western medicine. 
Healthcare 2050 will explore aspects of health and 
well-being throughout a person’s full life cycle – 
from pre-conception to the passage of death.

In the last 50 years we have seen the creation 
and establishment of medical systems that made 
affordable mass healthcare provision a global 
phenomenon. Incredible strides were made in 
eliminating life threatening illnesses, developing 
drug treatments to global illnesses and perfecting 
surgical techniques. Western medicine was an 
ascendant and hegemonic practice that we 
believed would eventually solve all of the problems 
and incrementally develop cures for everything 
affecting our health.

A half a century later we have a crisis in many 
Western societies of unaffordable medical 
treatment. The postwar national health institutions 
in Europe are struggling to meet their promise of 
mass health provision and in the US millions of 
Americans have no health care at all. Our societies 
have seen large increases in the percentage of 
people suffering from chronic illness.
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Obesity levels, heart disease, diabetes and 
other lifestyle conditions are rampant. Many 
of the illnesses that we thought were ‘defeated’ 
in the second half of the 20th Century have 
returned as ‘resistant strain’ variations, more 
virulent and affecting far more people than the 
original conditions.

So how will the next 50 years develop? We 
can see that some of the approaches to health 
provision have missed the point. There are socio-
physiological trends that will influence the way in 
which health management evolves. Technological 
developments in bio-tech, robotics, materials, 
light and sound will greatly influence the approach 
to treatment.

The proposal is to create a scenario based on 
the phases of a person’s life to illustrate the type 
of challenges faced in creating an appropriate, 
sustainable system for maintaining a healthy 
lifestyle as opposed to responding to illness.
The proposal will consist of a series of vignettes 
illustrating aspects of a future system that is 
based on probable socio-cultural and technology 
forecasts.These vignettes will focus on issues like 
conception and fertility, neonatal illness, nano-
robotics, organ regeneration and the “last mile” 
or passage of dying.
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Lifestyle conditions are increasingly leading to 
consequential illnesses such as obesity and diabetes. 
Using the Philips Design ‘Spark’ game to illicit innovative 
thinking, participants will create an experience flow to 
co-design a better approach to health.

By applying the Healthcare 2050 model and using the Philips 
Design ‘Spark’ game to illicit innovative thinking, participants 
will co-design a future vision of healthcare for an urban 
environment like Singapore.

Read more about ‘Spark’, a game for playful innovation: 
http://www.design.philips.com/philips/sites/philipsdesign/
about/design/designnews/newvaluebydesign/july2009/
playful_innovation.page

Day 1
Parallel Sessions

Day 2
Parallel Sessions

Lifestyle illnesses: 
designing a better 
way to health

Co-creating the future 
of healthcare: through 
the demographic 
of a compact 
cosmopolitan city
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Stefano Marzano is CEO and Chief 
Creative Director, Philips Design, the 
international in-house design group at 
Philips responsible for all design work 
within the company. 

Both Stefano Marzano and Philips 
Design are widely recognized as being 
in the forefront of the design profession. 
In 2005, Business Week (USA) named 
Stefano Marzano one the four global 
‘Best Leaders of 2005’ for Innovation; 
and in 2001, he was awarded the World 
Technology Award for Design by the 
World Technology Network. In 1998, 
Philips Design was selected as Design 
Team of the Year by Design Zentrum 
Nordrhein Westfalen (Germany), and its 
products can be found in the permanent 
collections of museums around the world.

Stefano Marzano is a regular speaker 
at international design, business and 
technology conferences, at which he 
addresses current and emerging issues in 
design and design management. He has 
also published widely on design topics, 
being the author or editor of a number 
of books describing the work of Philips 
Design and the humanistic philosophy on 
which it is based. These books include 
Television at the Crossroads (1994), Vision 
of the Future (1996), Creating Value by 
Design: Thoughts and Facts (1998), City, 
People, Light (1997), Past Tense, Future 
Sense: Competing through Creativity – 
80 Years of Design at Philips (2005), and 
(with Emile Aarts) The New Everyday: 
Views on Ambient Intelligence (2003).

In addition to his responsibilities at 
Philips, Stefano Marzano takes a keen 
interest in design education. For many 
years (until 1998), he was Professor at 
the Domus Academy in Milan (Italy) and 
a member of the Academy’s Strategic 
Board, and in 1999-2001 he was Visiting 
Professor in the Faculty of Design of 
the Milan Polytechnic Institute. He was 
instrumental in helping to set up the 

Faculty of Industrial Design at the 
Technical University in Eindhoven (The 
Netherlands), where he currently chairs 
the Supervisory Board. He is also on 
the Advisory Council of the Design 
Management Institute (Boston, USA), 
Design London (which unifies the Royal 
college of Art, the Imperial College 
London and the Imperial’s Tanaka 
Business School). Most recently he 
received an honorary degree, Design 
Doctorate Honoris Causa from La 
Sapienze, (Rome, Italy). He is a regular 
juror for international design competitions.

Stefano Marzano joined Philips in 1973, 
working on projects with the Major 
Domestic Appliances division in Italy, 
later moving in 1978 to the Netherlands, 
where he worked as design leader for 
data systems and telecommunications 
products. He returned to Italy in 
1982 to direct the Philips-Ire Design 
Centre (Major Domestic Appliances). 
In 1989, he became Vice-President of 
Corporate Industrial Design for Whirlpool 
International, a joint venture between 
Whirlpool and Philips. Stefano Marzano 
took up his present position at Philips 
Design in 1991. Stefano Marzano 
was born in Varese, Italy, in 1950, and 
graduated from the Milan Polytechnic 
Institute with a doctorate in Architecture.

Healthcare 2050 
was developed by 
Philips Design, led by 
Stefano Marzano, 
CEO and Chief 
Creative Director.

Studio Coordinator
Wu Peirong
Sharon Goh

Studio Team
Members

Philips Design
The Netherlands

philips.com/designStefano Marzano
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We live in a time of opulent pleasure and 
amusement. Our lifestyles are defined by the ever 
increasing need to instantly gratify ourselves. We 
can indulge and feast on dizzying array of ways to 
make ourselves happy. This is the core reason why 
the entertainment business thrives. It is a life in the 
fast lane and the horizon lies far ahead. 

For the past century, creative ideas have emerged 
to become a globalization of multi-billion dollar 
industries. Increasing number of companies 
and studios are venturing on the entertainment 
frontier and breaking its boundary; from movies 
to video games and music to cyber network. 
Further inventions and progress in technhology 
only enhance and elevates the experience to a 
higher level. The audience reach out to it at any 
cost; regardless of time and money. This leads to 
the birth of new contents and designs, delivered 
through a plethora of high-tech gadgets.

Along with it is the integration of the media 
through the Internet. We have entered the age of 
endless consumers. Everyone is browsing and 
our lifestyles are literally anchored to the net. The 
platform is now ready for further development that 
is way beyond our imagination, as we step into the 
next 50 years. 
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The future may be clouded by more serious 
issues like world hunger, global warming and 
overpopulation. However, the show must go 
on. Even in times of war, the cinema strives to 
engage its audience and the tabloid amuses with 
its gossip columns. Entertainment gives a glint 
of hope in the midst of uncertainty. It fancies our 
mind from the distress of hard reality. It helps us 
to escape and drive us forward. This becomes the 
key that makes entertainment industry and its by-
products successful.

Entertainment 2050 envisions these ideas and 
integrate them to the future lifestyle. We will study 
a few individuals as they live their everyday life, 
interacting with various entertainment products 
and technologies. These conceptual innovations 
will be presented through sequences of live-
action video  juxtaposed with 2D illustrations. 
Our designs are based on three key factors; 
Accessibility, Integration, and Creative Content. 
We are not here to show a utopian world but a 
realistic 2050, the future that lies ahead. The world 
may be gritty, crowded and chaotic but how will 
our entertainment lifestyles will be like? 

We will show you.
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For the first 30 minutes of the session, Feng Zhu will give 
a brief presentation showcasing the Entertainment Design 
industry and how it impacts our lives. 

In the following hour, Feng will host a live workshop 
demonstrating the various tools and methods used to 
generate new Intellectual Properties. From hit Hollywood 
films such as Transformers to multimillion dollar video games 
such as Gears of War and The Sims, all these projects started 
with an idea. Feng will share his experience working on these 
titles and the creation processes behind them.  

Guests will walk away with a better understanding of the 
Entertainment Design Industry and what goes on behind 
the scenes. This session serves to inspire and motivate new 
ideas and methods. 

As a bonus, attendants are also welcomed to experience 
the latest video games hands on. We’ll have several video 
game consoles on hand for everyone to try out. And at the 
end of the day, a lucky guest will walk way with a brand new 
Playstation 3 console system plus several games. Come by 
and have fun!  

Day 1 & Day 2
Parallel Sessions

Entertainment 2050
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Feng Zhu is the founder and creative 
art director at FZD School of Design.
His broad design skills has allowed him 
to reach across into many fields from hit 
movies, to triple-A games, memorable 
TV commercials and toy designs. FZD 
School of Design is his latest addition 
to the studios he has founded in Los 
Angeles and China.

His clients included Microsoft, Electronic 
Arts, Sony, Activision, Industrial 
Light+Magic, NCSoft, Warner Brothers, 
Lucasfilm, Bay Films, Epic Games, and 
many other top studios. In Hollywood, 
he has worked directly with some of the 
biggest directors in the world such as 
George Lucas, Steven Spielberg, James 
Cameron, and Michael Bay. His recent 
projects include the Teenage Mutant 
Ninja Turtles movie, Star Wars Episode 
III and the Hollywood mega-blockbuster, 
Transformers. In 2006, Feng became 
the co-founder of Possibility Space 
Inc. (PSI) - a game development studio 
based in Beijing, China. PSI is aiming 
to produce high quality “free-to-play” 
games for the Western markets. His 
extensive experience in both video game 
and feature film design makes him one 
of the most sought after designers in 
the world.

Back in 2003, in association with the 
Gnomon Workshop, Feng produced the 
first ever industrial design training DVDs. 
The launch of these DVDs was extremely 
well received and sold world wide. Many 
schools and studios are now using these 
DVDs as additional teaching material. 
Furthermore, Feng has been teaching 
entertainment design courses for the 
past five years; at both Gnomon and the 
Art Center College of Design. His classes 
have brought interest to Hollywood, 
including director Michael Bay, who 
worked with Feng and his class to assist 
in the design of his movie: The Island. 
Feng’s teaching experience has also 
attracted the attention of other schools 
and companies. He has spoken at many 
conventions across the world, from Asia, 
to Europe, to Canada.

As a result, Feng has been approached 
numerous times to start design schools 
in various countries. After much 
consideration and planning, he has 
chosen Singapore to be the central 
hub for his school. FZD School of 
Design will bring a whole new level of 
training to Asia and the world. Feng’s 
experience and his vast media network 
will aid our students and provide them 
with a deep understanding of the 
Entertainment industry.

Head Designer
Feng Zhu

Producer
Mihwa Chu

Assistant Designers
Tze Wei Foo
King Tai Chan

Graphic Designer
Nan Zhang

Photographer
Kai Xiang Yong

Models
Jun Ying Loh
Sin Yee Ng

Video Production
Feng Zhu Design Inc.

Studio Coordinators
Esther Wong Chia Yeen
Vince Ong

Studio Team
Members

FZD 
School of Design
Singapore

fzdschool.comFeng Zhu
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This studio will focus upon the proposition 
that we can achieve convenient and efficient 
urban mobility, while greatly reducing energy 
demand and carbon emissions, through use of 
light, intelligent electric vehicles organised into 
new kinds of urban-scale systems. It will pay 
particular attention to the potential application 
of this concept in Singapore.

The vehicles that the Studio will consider 
are the GreenWheel electric bicycle, the 
RoboScooter electric scooter, and the CityCar 
electric automobile – all of which have been 
developed and prototyped in the MIT Media 
Laboratory’s Smart Cities Group. At the 
system level, we explore electric charging 
infrastructure, the synergies between electric 
vehicle fleets and smart electric grids, and 
digitally managed mobility-on-demand 
systems. Finally, we will consider the urban 
design implications of such vehicles and 
systems for Singapore, and the potential for 
integration with existing and planned 
mobility systems.
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Smart Cities group at the MIT Media Lab 

Michael Chia-Liang Lin
Smart Cities group at the MIT Media Lab 
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15 minutes session overview by Ryan Chin, 
followed by 30 minutes of live demonstrations by 
team members on the urban implementation, fleet 
management, and charging infrastructure aspects 
of the project. The audience can then interact 
individually with any team member in smaller 
Q&A groups for the remaining 15 minutes.

Day 1 & Day 2
Parallel Sessions

Sustainable Mobility 
with Light Electric 
Vehicles
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William J. Mitchell is the Alexander 
Dreyfoos Professor of Architecture and 
Media Arts and Sciences at MIT. He 
directs the Smart Cities group at the MIT 
Media Laboratory and also directs the 
MIT Design Laboratory.

He previously served as Dean of the 
School of Architecture and Planning and 
Architectural Advisor to the President 
of MIT, and has also taught at UCLA, 
Carnegie Mellon, Cambridge, and 
Harvard. His books include City of 
Bits, E-topia, Me++, Imagining MIT, 
Placing Words, and World’s Greatest 
Architect. His latest book, Reinventing 
the Automobile, will be published by the 
MIT Press in Spring 2010. He lives in 
Cambridge Massachusetts.
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Studio Coordinator
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Sustainable 
Cities 2050
Sustainable 
Cities 2050
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Our Design2050 Studio envisions Singapore 40 
years from now. It focuses on urban sustainability 
as an immediate opportunity and imperative 
facing a rapidly urbanising world – the creation of 
sustainable and humane habitats will determine 
the long-term success of humans on earth.

Singapore provides an interesting opportunity to 
tackle a city with very limited natural resources, 
high densities and a challenging climate. The 
solutions explored here would have possible 
benefits for urban areas in the tropics, in addition 
to further resource-guzzling cities across the 
world. Rising sea levels and the resultant land 
shortages will further aggravate the problems 
facing cities today.

The studio will try to understand the qualities and 
quantities that make up Singapore’s ‘metabolism’ 
– how it provides assured energy and food, while 
creating a sense of wellbeing for its residents. 
The next 40 years will see rapid changes as we 
shift to a non oil-based economy. Many important 
technological breakthroughs are likely to change 
the way people live, work and experience 
Singapore – as architects, we will explore the role 
of buildings in this evolution and consider how 
urban areas will be experienced in 2050.

82

Masdar City, Abu Dhabi
Image Courtesy of Foster + Partners



Masdar City, Abu Dhabi
Image Courtesy of Foster + Partners



At the heart of Foster + Partners’ approach is a 
continued commitment to research and development. 
An internal consultancy of environmental design 
analysts collaborate with industry and academia, 
developing technologies to facilitate research and 
to help the practice to exceed current governmental 
sustainability targets. These techniques are employed 
throughout the design process, from initial analysis to 
developing massing strategies and optimising energy 
performance. In this parallel session, we will cover 
some of the methodologies applied in that process 
and illustrate how they help to shape the work of 
Foster + Partners.

Sustainability has been a central theme of Foster + Partners’ 
work for more than 40 years. The holistic approach pioneered 
in the practice’s early projects has been applied at a range of 
scales, from individual dwellings to entire cities. This parallel 
session will draw up a timeline of sustainable developments, 
exploring the milestone projects by Foster + Partners. During 
the session we will examine the idea of scale and how an 
integrated approach has, and will continue to, transform the 
work of architects and designers around the world.

Day 2
Parallel Sessions

Day 1
Parallel Sessions

Creating 
sustainable 
solutions at 
Foster + Partners

40 years of 
sustainable design
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David Nelson studied three-dimensional 
design at Loughborough College of Art 
and Hornsey College of Art, specialising 
in furniture and industrial design, before 
gaining a Master’s degree at the Royal 
College of Art Environmental Design 
School. In 1974 he received a travelling 
scholarship to study town planning in 
northern Italy.

He began working at Foster Associates 
in 1976, and some of his most 
important early projects included the 
Sainsbury Centre for Visual Arts and the 
Hammersmith Centre.  In 1979 he joined 
the Hong Kong and Shanghai Bank team, 
eventually sharing joint responsibility for 
the project. He was made a director of 
Foster Associates in 1984.

He returned to London in 1986 and 
became the director responsible for, 
among other projects, the American Air 
Museum at Duxford, Century Tower in 
Tokyo and many other projects in Asia, 
Europe, Australia and the USA.

Since becoming a partner in 1991, he 
has worked on many projects including 
the New German Parliament in the 
Reichstag, Berlin.  He has also overseen 
a number of transport projects, including 
Bilbao Metro in Spain, North Greenwich 
Transport Interchange and Canary Wharf 
Underground station in London. Recent 
projects include the Petronas University 
of Technology in Malaysia, Stanford 
University Laboratories in California, the 
McLaren Technology Centre in Woking, 
the new Supreme Court in Singapore, the 
Florence High-speed Railway Station, an 
office tower and mixed-use development 
in Sydney, Australia, Central Markets Abu 
Dhabi and a new headquarters building 
for YTL in Kuala Lumpur.

He was awarded an Honorary 
Fellowship of the RIBA in 2002. Now 
Senior Executive, he has assumed a 
broader role in the office and shares 
overall design responsibility for all 
projects as joint Head of Design.

Stefan Behling received his Diploma 
from the University of Aachen, Germany 
and joined Foster + Partners in 1987.  
Initially, he worked on masterplans for 
Kings Cross Station, London, and later 
became a director of the practice as 
well as managing director of Foster + 
Partners’ German offices in 1996. A 
specialist in ecology, sustainability and 
energy conservation, he has worked on a 
number of projects that have pioneered 
new techniques for energy management, 
including the Business Promotion Centre; 
the masterplanning and regeneration 
of Duisburg’s Inner Harbour, the new 
German Parliament at the Reichstag 
in Berlin and the headquarters for 
Commerzbank in Frankfurt.

More recent projects include City Hall, 
the Greater London Authority head-
quarters, the Free University of Berlin, an 
innovative solution for glass tube cladding 
at Tower Place, London and research and 
development headquarters for McLaren 
in Surrey. He has also developed a vision 
for sustainable living and the wider use 
of renewable energy in the UK with the 
Department of Trade and Industry. At 
Foster + Partners he leads research 
and development of new sustainable 
designs and the use of new materials and 
methods in construction, establishing 
a materials resource centre which is 
available practice-wide.

Since 2004 he has been a senior partner 
and a member of the management 
and design review boards, ensuring 
practice-wide design excellence. He 
recently became Group Leader, taking 
responsibility for an international portfolio 
of education, commercial, residential 
and cultural projects, which include a 
sustainable masterplan for the Green 
Mountain region of Libya and designs for 
four plots within the six million square 
meter sustainable Masdar Initiative 
in Abu Dhabi. 
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