






Addressing the severe economic pressures and escalating 
mental health crisis facing British farmers, this project 
constructs a speculative "perfect farm" as an immersive 
sanctuary, accessible through a tavern. Participants can 
choose to remain in this fabricated world of psychological 
comfort or return to their harsh reality. The farm serves 
as a social engineering experiment through four zones: 
the "House of Cards" (customized society), the "Circular 
Showcase" (assembled life), the "Auction House" 
(consumer rituals), and the "Grassy Slope" (personality 
shaping). Functioning as a "critical utopia," this project 
interrogates control and the commodification of life, while 
exploring escapism as a response to psychological distress 
and reflecting on the roots of our real-world crisis.

< a farmer called York forget how to die>































Addressing the severe economic pressures and escalating mental health crisis 
facing British farmers, this project constructs a speculative "perfect farm" as 
an immersive sanctuary, accessible through a tavern. Participants can choose 
to remain in this fabricated world of psychological comfort or return to their 
harsh reality. The farm serves as a social engineering experiment through four 
zones: the "House of Cards" (customized society), the "Circular Showcase" 
(assembled life), the "Auction House" (consumer rituals), and the "Grassy 
Slope" (personality shaping). Functioning as a "critical utopia," this project 
interrogates control and the commodification of life, while exploring escapism 
as a response to psychological distress and reflecting on the roots of our real-
world crisis.

Brief:



 French Marxist philosopher Henri Lefebvre in his work The Production 
of Space: space is not a pre-existing, neutral container, but a social product. It is actively 

constructed and infused with social relations, values, and power struggles.  Lefebvre's theory  offers a dialectical 
method to reveal the complex tensions between top-down power intentions, the 

everyday practices of the populace, and potential acts of resistance within a fictional 
world.

The Theory： The Production of Space:
Lefebvre’s Spatial Triad



The core of Lefebvre's spatial theory is his spatial triad, which deconstructs space into 
three interconnected dimensions:

Spatial Practice 
(le perçu / Perceived Space)

Representations of Space 
(le conçu / Conceived Space)

Spaces of Representation 
(le vécu / Lived Space)

The Theory： The Production of Space:
Lefebvre’s Spatial Triad



Spatial Practice 
(le perçu / Perceived Space)

Representations of Space 
(le conçu / Conceived Space)

Spaces of Representation 
(le vécu / Lived Space)

Examples

monotonous, mechanised commute of 
workers in Metropolis from their
subterranean city to the factories

the pyramid headquarters of the Tyrell 
Corporation in Blade Runner

the room above Mr. Charrington's shop in 
Nineteen Eighty-Four, filled
with Victorian relics and free from the 
telescreen's surveillance,



The Mapping I
This map provides a macroscopic view of the 
garden's location and its geographical relationship 
with surrounding facilities.

Vauxhall pleasure Garden

Vauxhall Railway

Albert Embankment

Thames River



The Mapping II

In this area, people customize and pair livestock to 
their own needs, creating the perfect animal.

This map will explain in detail the 
distribution of the various areas and roads in 
Vauxhallpleasuregarden.

As the entrance to the entire garden, participants must 
enter through this bar and complete the payment to 
enjoy the full experience.

This area provides participants with private spaces 
and customized experiences through social units.

This area replaced the traditional venue with a show-
style livestock selection process.

A grassy slope equipped with public facilities, 
offering an alternative to the traditional 
experience of livestock herding.



Chapter 1 Pub

Chapter 2 House of card

Chapter 5 Shopwidow

Chapter 3 Kid A

Chapter 4 Masquerade

The Mapping III
This is a guidebook for Vauxhallpleasuregarden, 
marked with different chapters. You can see 
detailed introductions to the four chapters later.
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Come to the bar and chat with 
the bartenders.

Step 1 Step 2 Step 3 Step 4
Read the scenarios associated 
with each beer tap; each tap 
evokes a different scene, and 
you can also choose to mix 
and match various options.

After making your choice, 
take your drink and find your 
preferred seat behind the bar.

This is the user guide for entering Vauxhallpleasuregarden. 
Please follow the instructions and enjoy your journey.

Please finish your drink and 
follow the staff's instructions 
to the back area of ​​the pub.

Chapter 1 Pubb

MenubThe Entrance and User Guide Instruction manual
of  beer tapThe roof and walls of House of Cards offer multiple 

opening and closing options, shaping new spaces 
and defining public and private spaces through 
change.

Inspired by *Drinking Sculpture*, a work 
composed of nine black-and-white 
photographs by British contemporary artist 
Gilbert and George, who portray figures 
suffering from alcoholism, I defined my 
entry into the garden as a state of numbing 
numbness after drinking. This approach 
embodies the surreal allegorical expression 
of the project and responds to the work's 
local cultural context.

Chapter 2 House of card

Chapter 5 Shopwidow

Chapter 3 Kid A

Chapter 4 Masquerade
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Spatial cross-section of the corridor
 After selling their first work of art in 1970, Gilbert & George celebrated by getting drunk at Balls Brothers Wine Bar in 
Bethnal Green, London, and recorded their experience in a series of black and white pictures. In this series, referred to as 
Drinking Pieces, the distorted and blurred images evoke a feeling of inebriation.

I attempted to transform the visual, gustatory, and tactile sensations evoked by the "drinking sculpture" into a spatial 
entity, shaping the space through techniques such as spatial distortion, visual distraction, and disruption of circulation. : The interior space

By using parametric techniques to bend walls 
and compress the interior space, the spatial 
perception experienced during intoxication can 
be simulated.

Parametric techniques were used to randomly 
distribute the ground surface to simulate the 
loss of balance caused by intoxication.

The staggered lighting deliberately disrupts 
visual guidance; the light no longer serves a 
guiding function but rather a deceptive one.

Disrupting the flow of movement allows people 
to traverse the space in unexpected ways, 
creating a sense of unfamiliarity.

Bending walls spatial distortion Random distribution on the ground Misleading lighting Disrupting the flow of movement



Inspired by the "Drinking Sculpture," the work 
records the spatial perspective and perception 
of alcoholics.

These gloomy, mysterious nocturnal 
snapshots of glasses and broken bottles 
suggest a larger scene, while the blurriness 
suggests drunkenness. Like many of the duo's 
works, this photo installation tackles personal 
and social issues head-on.

Spatial cross-section of the corridor











The Different fictions offered by House of card

Combining artificial sun to provide people with a 
virtual planting environment

When the walls and roof are fully open, people can 
enjoy the sunshine to their heart's content.

You know it's fake, but that doesn't stop you from 
experiencing the real feeling it brings.

The fully enclosed design creates a personal space, 
which you can customize to your liking.

The roof and walls of House of Cards offer multiple opening and closing options, shaping new spaces 
and defining public and private spaces through change.





The Artificial Sun-Selection Guide
Depending on the tiered pricing at the entrance, different levels of 
spending offer different artificial sun experiences.

Under a standard artificial sun facility, you can use an artificial sun 
located in the center of a circular community to enjoy sunshine and 
warmth at any time of day.

PrimeStandard

Under Prime's facilities, the 
artificial sun has its own 
independent orbit and will mimic 
the regular movement of the 
natural sun, enhancing your 
sense of immersion and unreality 
within the community.

It satisfies people's desire for 
collective experiences and 
a sense of the sublime in an 
increasingly virtual world.



The Standard Artificial Sun 

A giant spherical screen composed of 
hundreds of yellow mono-frequency 
lamps hangs in the center of the 
community.

This special lighting emits an 
extremely narrow yellow spectrum, 
causing viewers to perceive almost 
only yellow and black, drastically 
altering the atmosphere of the space 
and people's perception of color.

Haze machines continuously release a fine mist, a mixture of 
water and sugar, into the air.

This mist visualizes the light from single-frequency lights, 
creating a hazy, ethereal atmosphere, much like the morning 
fog in London or clouds in the atmosphere.

The ancient aesthetic concept of (The Sublime) is given a 
strong contemporary relevance by the artificial sun, which 
uses technology to simulate this "sublime" experience. The 
awe felt by the audience is real, but this "nature" is 100% 
man-made, prompting reflection on the increasingly blurred 
boundaries between reality and simulation, the individual 
and the collective, and technology and nature in modern 
society.







The Prime Artificial Sun 











The night view of the 
"House of cards " 
coummunity.





A global perspective 
on auctions



酒吧文化

The British Taverns Culture 

Early Bars (Taverns/Inns): The earliest bar spaces (more 
commonly known as pubs or inns at the time) did not 
have a bar counter, but were more like a communal 
living room. Seating consisted mainly of simple benches 
(benches) and rough wooden chairs (stools/forms).

Victorian Era: This was a crucial period in the formation 
of the modern pub. High bar counters became popular, 
separating customers from the bartender. High stools 
were developed to allow customers to lean comfortably 
against the bar counter.

Sociologists (such as Ray Oldenburg) cite bars as a 
prime example when discussing "The Third Place."

The design of bar stools encourages a "perching" rather 
than a "sinking" posture. This is a semi-temporary state, 
allowing you to relax while remaining ready to socialize 
or leave at any time, perfectly suited to the fluidity of a 
bar.



It facilitates direct interaction with the bartender, a core 
element of bar culture.

It also makes it easy to start conversations with other 
strangers seated at the bar. The orientation of the bar 
stools (facing the bar) creates a linear, shared social 
space.

In many traditional neighborhood bars, it's an unwritten 
rule that certain regulars have their own designated 
seats, usually a bar stool at the bar.

This stool symbolizes belonging and status within 
the bar community. If a stranger occupies "so-and-
so's seat," they will sometimes be politely (or less so) 
reminded of it.

Windsor Chair
There is no high bar. People sit around tables, where the 
sturdy, practical Windsor chairs (or similar low wooden 
stools) are the most typical seating.

Victorian Pub Stool
With the advent of the Victorian-era bar counter, these 

high bar stools became standard. Designed specifically 
for customers sitting at the bar, they were typically 

made of dark hardwood, with turned legs, and topped 
with leather or fabric upholstery.

The British Taverns chairs



Combining the characteristics of pub chairs from 
different eras in England, transforming a piece of 
furniture originally with private connotations into a 
communal piece, and incorporating the visual logic of 
fashion shows, it achieves a dramatic effect..



Explosion diagram
The exploded view of the bar stools, consisting of six 
interlocking seats, adds a performative element to the 
traditional Victorian style.

Height：800 mm
Width：1515 mm
Single seat width：450 mm

The audience sat around the chairs, 
lowering their gaze as they looked 
across the auction items in the 
space.

Top view





Top view and circulation of the site

Auction item movement







The auction items walk through this aisle 
into the show, and after the auction, they 
walk back backstage through the same 
aisle. If a item is selected, it will be marked.





Everyone can find their own 
companion on this meadow.





Process and Operation 
Sequence This scenario allows you to freely compile the 

perfect livestock, replacing the tedious selection 
process, unpredictable accidents, fragile health 
conditions, and monotonous outcomes of reality. 
Through this scenario, you will obtain perfect 
companionship.

1. Entrace
This leads to the "shop window" 
scene.
2.Species Options
 First, select the species you want to customize, 
including but not limited to cows, sheep, etc.
3. Breeding Options
Here you can select and edit the bloodline of your 
artwork; you can also choose to mix it.
4. Size Options
This is where you determine the size of your work. 
You can choose the classic size or customize it freely.
5. Component Options
You can choose different accessories to add to your 
artwork, and they can even come from other species.

6. Production Options
Here you need to select the product of your work; this 
selection will appropriately change its appearance.
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Selection Examples
You can customize your livestocks through the 
showcase. You can choose different shapes based on 
the different products you need to produce for your 
livestock, such as nylon and plastic. Nylon is no longer a 
cold, industrial material, but a product that needs to be 
"cultivated" like natural wool.

Examples include sheep with three centers offering multiple 
personality slots, cows with multiple teats for increased milk 
production, and multi-legged cows, among others. 

You can escape the dreary reality and embrace your perfect 
livestocks.

1

2

3







Chapter 5 shopwidow











The Narrative based on the project 
The characters







The full version is in the Storybook file, which 
includes the complete opening sequence, 
introduction, dialogue, and ending.

Storybook storyboard presentation 
(part 1 and part 2)



part 1



part 1



part 1



part 1



part 2



part 2



part 2



part 2



part 2


