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! culture/commerce) and differences stacking provides users with short
: in scale create “disbelief” and i cuts, permitting them to move

DALKI'S ROOF GARDEN impede users from fully engaging : easily from one space/programme
i in this imaginary world. The build- i to another.
Invented to market fashion prod | ing is a synthetic hyper-representa- |

ucts, Dalki is a cartoon character i tion of nature that both mimics

whao lives in a garden with her

i and questions ‘the nature of nature’
friends. Dalki Theme Park is a

Sculpted floor planes allow the vari
complex where these characters ous levels of the complex 1o merge
interact with visitors in a space for into one another and into the site,

shopping, playing, eating and creating a seamless transition

|""||'|'||!i|'|§',. Learned dichotomies between zones: interior to exterior,
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