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ExhibitionsAs	an	architect,	musician	and	furniture	
designer,	I	think	of	creation	as	an	inherently	
multidisciplinary	process.	Through	my	
creations,	I		seek	to	establish	media	spaces	for	
people	to	experience	with	all	of	their	senses.	
Whether	translating	intangible	mediums	such	
as	sound	into	space	and	object	or	vice	versa,	I	
aim	to	strengthen	the	bond	between	people	
and	their	surroundings.

In	building	my	career,	I	have	chosen	a	non-
traditional	trajectory.	Rather	than	climb	the	
ladder	through	an	architecture	firm,	I	have	
selected	and	devoted	myself	to	projects	that	
speak	to	my	belief	that	the	role	of	architecture	
extends	far	beyond	that	of	shelters.	

Through	my	projects,	I	am	constantly	trying	
to	answer	questions	about	sonic	spaces	
and	their	processes	in	relation	to	the	art	of	
building	physical	realities.	By	translating	
natural	systems	and	behaviors	into	tangible	
objects	and	immersive	experiences,	I	aim	to	
understand	and	articulate	the	power	of	the	
built	environment	together	with	sound	over	
our	emotional	connection	with	space.

I	constantly	seek	to	deepen	my	understanding	
of	the	process	of	sound	design	in	conjunction	
with	my	role	as	an	architect	in	order	to	further	
the	possibilities	and	potential	of	dialogue	
between	the	two	disciplines.
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Inter ior  space render shot showing the f loat ing plates animated with l ight .

Cities come to exist as sites of memory and 
imagination. Cities resonate with the human 
activity that has occurred within them. Our 
experience of a space is influenced by many things; 
by knowledge of the functions of the space, by 
cultural associations, by memory and imagination. 

The way we experience a space is determined 
largely by our aural perception of that space.
The act of hearing is inextricably linked to the act of 
imagining. It is almost impossible to hear a sound 
without instinctively seeking the source of the 
sound - where the sound is coming from, whom or 
what has produced that sound.

Duwar is an audiovisual immersive installation 
designed to represent Amman. Set to take place 
at the Abwab Pavilion in Dubai Design Week 
2018, this installation will explore the associative 
relationship between sound and place. Using 
new methods of creating spatial audio through 
ambisonics and new techniques in producing 3D 
printed visual animations, Duwar will investigate 
the associative nature of sound to place and the 
extent of its ability to mentally transport its visitors 
to Amman.

Duwar
Immersive	audiovisual 	experience
Dubai 	Design	Week	2018	 | 	Dubai



Amman is synonymous with the Duwar, 
roundabout in Arabic, eight of which function 
as urban landmarks. Aside from its role in urban 
settings, Duwar is a representation of a continuos 
circular motion of successive events that are 
always alternating between chaos and order. 
Offering a glimpse into the multi-faceted city, 
the Amman Pavilion sources soundscapes from 
various streets in the city capturing the dynamic 
narratives of the city’s diverse residents to 
communicate nuances of the city’s urban fabric. 
Duwar fuses impressions of people and place 
through a series of vignettes. 

Through the intricate use of intangible media of 
sound and light, photographic stills are displayed 
in sequence to form a circular succession of 
visuals transporting visitors on multiple journeys. 
The visuals are treated with new techniques 
developed by experimenting with digital 
fabrication, and are synchronized with layers 
of spatial sound to craft a unique experiential 
environment, heighted by the auditory sense.

Duwar will be the Amman Pavilion at Dubai 
Design Week 2018. The instalation is a 
collaboration between architect and designer 
Basel Naouri and fabrication engineer and 
designer Hashem Joucka. Set to take place in 
the next Dubai Design Week 2018 as part of the 
Abwab pavilions.

The installation consists of a round physical 
construction with a floor area of 50sqm, which 
is located in the center between five other 
pavilions. Duwar will incorporate a state of the 
art spatial sound system built into its walls, and 
will encompass 240 three-dimensional animation 
plates that will float throughout the space to 
create looping visual illusions. 

Top view |  F loor plan with mult iple layers .
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Exhibit  Inter ior  space |  Three sculpture glow in the middle of  the spat ia l  sound workshop.
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Summer Architecture School  |  Immersive spaces workshop.

As part of its annual summer architecture school 
workshop, Mawane invited me along with a number 
of other professors to conduct a 10 day workshop of 
light and spatial sound design for immersive spaces.

The workshop aimed to construct an atmosphere 
within a designed exhibition space that provides 
an immersing experience for the visitors and in 
response to the cultural season’s theme [Alter]
Native. Through the spatial experience felt within 
the space the cultural season aimed to expose the 
alternatives of modernity that had never manifested 
in Bahrain and the possibilities these alternatives 
can provide to the future that is yet to be. 

An exploration of the future implies an urgent need 
to understand the new technological developments 
and spatial practices and how they could be 
incorporated in the built environment, and my role 
as an instructor was to conduct lectures on spatial 
sound, engage in feedback sessions and supervise 
the prodution of five different concepts for an 
audiovisual immersive experience.

[Alter]Native 
Summer	Architecture	School 	 (SAS)
Mawane	 init iat ive	2018	 | 	Bahrain	



Structure of the workshop:

15 applicants were chosen based on their 
application; 10 architects or designers who were 
acquainted with certain design softwares, and 5 
sound artists who were acquainted with Ableton 
Live 10 and sound design.
 
The participants were divided into 5 groups.  
Each group included one sound artist.

The participants collectively received tutorials 
that assisted them in broadening their 
knowledge on the topic of spatial sound and 
artificial light. 

Using the knowledge gained they worked in their 
groups towards creating 5 different proposals for 
intangible structures of sound and light.

Schematic  diagram |  The progression of  l ight and sound with t ime.

Inter ior  v isual isat ion |  One of  the submitted proposals .
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Unfamil iar  networks of  analog and digital  forms of  water. 

As water re-invents itself it evaporates into the 
air, connecting the earth to the sky, and falls back 
again as rain that gives us life. Similarly, information 
finds its way to us through various media. 
Information never ceases to flow and transform, 
connecting us across the world through unfamiliar 
networks. We are immersed in infinite streams of 
information, yet often realize no more than the 
ripples that appear on the surface. As individuals, 
we can only influence the direction of the ripples. 
But as unfamiliar networks form, our influence 
gains value and magnitude. 

Central to RE/VOLVE was the concept of the 
Moebius Strip, the geometric figure we recognise 
as shorthand for the infinite: a closed loop, 
twisting in on itself and back in perpetuum. 
Within the scope of the program, it served as 
a fitting metaphor for the constant flux of the 
creative process in our networked age, (and with 
it the conference’s fervent celebration of the 
entrepreneurial spirit): a feedback loop of ideation 
and creation, action and reaction, specialisation 
and cross-pollination, failure and success, decay 
and reinvention, preparation and presentation.

Unfamiliar networks
Immersive	audiovisual 	experience
Tech	Open	Air 	 ( TOA)	2018	 | 	Ber l in



Housed in the cavernous space of the Funkhaus’ 
Sound Chamber, Unfamiliar networks was a 
collaboration between the University of Applied 
Sciences Berlin and Native Instruments. A site-
specific installation and live performance presented 
over the conference’s two days and nights, the 
programme was the culmination of four months of 
intensive conceptual and technical development 
by a group of five students of the UE  masters 
in Expanded Medial Space and Interdisciplinary 
Design, led by Professor Claudia Rohrmoser and 
Research Associate Florian Kühnle. 

Circled by a custom-designed -16point spatial 
sound array, the audience could sit, lie or walk 
around, exploring the experience intuitively as 
sounds swirled around them. Projections pulsed, 
stretched and bubbled across the walls, with a 
long, narrow screen stretching above the space-  a 
physical representation of the Moebius strip- 
functioning as a “video sculpture” designed “to fill 
the verticality of the room, and get people looking 
up as well as around”

Unfamil iar  networks technical  spat ia l  setup.
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Preparing the audiovisual  instal lat ion in the Sound Chamber at  Funkhaus Ber l in .
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Live manipulation of the analog sounds of an 
electric guitar, a trumpet, and the human voice 
through digital effects, then sending them in 
three-dimensional paths across the space. 

An unannounced subtle performance unravels 
when actors mix among the audience and move 
unexpectedly, bringing all the elements of this 
experience together.

Live audiovisual  performance of  unfamil iar  networks at  TOA 2018.



FM Fold |  Wavetable synthesis  sculptural  instal lat ion.
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The making of textures is more commonly 
associated with the visual and haptic fields than 
with sound. Not only do sounds have distinct 
textures that correspond to the mental image 
they create, but sounds also vastly differ when 
represented as physical waveforms. Each waveform 
evokes unique physical and emotional correlations, 
modulating and traversing through which reveals 
changes that are mesmerizing, intricate and subtle.

Tonal Texture is an interactive audiovisual 
installation that explores the representation of 
sound waves through tangible, physical form. 
Inspired by the process of wavetable synthesis, 
this 3D architectural embodiment of interpolating 
waveforms is a real-time translation of sound 
modulation into form and light. It brings the 
emotional effect of sonic texture to light, allowing 
visitors to form an identifiable synesthetic 
connection. 

Tonal Texture
Interact ive	audio-visual 	 instal lat ion	
Venice	Design	2018	 | 	Venice
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Digitally-sampled waveforms are represented in 
an architectural installation, in which each wave 
section, when scanned, produces its corresponding 
sound. Through this installation, the process 
of sound design and concept of sonic texture 
becomes accessible to exhibition visitors that are 
neither synthesizer nor sound design experts.

As visitors approach the sculptural form emerging 
from the wall of the exhibition space, they are met 
with an audiovisual reaction, contingent on their 
location in the room. The main interaction platform 
is a carefully-designated space from which visitors 
can modulate sounds and visuals being projected 
both from and onto the wall. By moving left and 
right, visitors traverse between different waveforms 
and experience their textures. The textures are 
identifiable through corresponding synchronized 
visuals, familiarizing visitors with the actual 
appearance of real-time audio modulation. 

Front v iew |  Interact ive project ion and sound manipulat ion through hand gesture.

Interact iv ity  sketch.



Metal  and wood custom-made pianos |  Inter ior  exhibit ion space.
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Desert Soundscapes is a research collaboration 
with renowned Jordanian architect Ammar 
Khammash that explores the frequencies of flint 
stone found within the Eastern Desert of Jordan.

The project aims to reimagine the known musical 
scales to fit the frequencies emitted by the flint 
stones. Following an analysis of the chromatic 
scale, Khammash and I designed an instrument 
that breaks from the 12 note octave chromatic 
scale and is tuned to the frequencies of the desert.

I constructed of six such keyboards using steel and 
wood, deriving a unique mathematical equation 
for each piece’s tuning and programming them 
using the Ableton software and MakeyMakey 
device.

Desert Soundscapes

Sound	Exhibit ion	/ 	Research	
Darat 	Al 	Funoun	2017	 | 	Amman
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This exhibition took place at Darat Al funoun, 
in Amman, from the 13th of May till the 24th of 
September 2017.

Instead of following a traditional 12 note octave, 
each of the six keyboards consists of a range of 7 
to 14 notes per octave. Constructed from wood 
and steel, they serve as exploratory tools that will 
allow us to undrstand how the new scales would 
sound when played on a keyboard instrument.

The steel finger board, which is the only physical 
mediator that gives access to these notes, is used 
as a conductive tool that sends MIDI signals to 
the preassigned new frequencies, and does so 
through using an electronic invention tool called 
the “Makey Makey“.

Exhibit  Inter ior  space |  s ix  unique instruments displayed along the s ides of  the room.



Opening night interact ion |  V is i tors  explor ing the new instruments . 27 | 28

CNC mil l ing keyboard f ingers  and compil ing them with 
the wood and steel  structures to create s ix  di f ferent hand 
made keyboards keyboards.

Using arduino technology and to create touch senset ive metal  keyboards that  send midi  s ignals .



Exhibit  Inter ior  space |  Fashion sculpture.
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Sounds of Design is a sound exhibition that 
highlights the processes of creation across a 
number of design fields.

An immersive space with a carefully designed 
sound system takes visitors on a journey through 
the sounds of materials, machines, human 
interactions, and other components that go into 
the creation of a design product, whether an item 
of furniture, piece of clothing, or an aesthetically 
pleasing dish. By experiencing familiar creative 
fields through the medium of sound, visitors 
acknowledge the intricacies that go into the 
process of design.

The speakers are specifically designed to fluidly 
interact with the exhibition space and envelop 
visitors with the sounds of the various tools and 
machines used to create products. 

By intimately following and recording each step 
of the design process, I aimed to create a sonic 
experience made purely from sounds emitted by 
the machines and tools used in the workshops of 
food, furniture and fashion designers participating 
in Amman Design Week (ADW) 2017. 

Sounds of Design
Immersive	Sound	Exhibit ion	
Amman	Design	Week	2017	 | 	Amman
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Exhibit  Inter ior  space |  Three sculpture glow in the middle of  the spat ia l  sound workshop.



Exhibit  Inter ior  space |  furniture display zone.
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432 Hz is an attempt to highlight the process of 
creation for non-architects and non-designers. By 
listening to the sounds produced when steel and 
wood furniture is being created, the audience is 
taken on a journey that bridges the gap between 
the individual and the object. 

The objects we purchase and use in our homes 
were carefully put together by people and to 
acknowledge this elaborate process is to break 
down the alienation between us and the material 
world.

To highlight the stark contrast between the harsh 
and industrial yet inevitable process of hammering, 
welding, and cutting raw materials and the elegant 
final result, I selected 25 of my designs to display 
alongside an electronic audio piece composed from 
the sounds of Jordan’s craft workshops.

432 Hz
Furniture	&	Sound	Exhibit ion	
Zara	Gal lery	2017	 | 	Amman
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The way in which this piece combines steel 
framework with delicate pieces of wood to create 
46 small chambers is a testament to the idea that 
furniture is merely small-scale architecture. 

Wine Grid 46
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A pattern of interlocked wooden cube forms taks 
over the design of this table, influencing the behavior 
of the steel frame that holds it.

Dazzle Eye
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Workshop sound studio |  A meditat ive spat ia l  audio environment.
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EQ Table

A work desk that folds to unravel an elegant 
interpretation of musical furniture. Inspired by the 
piano and music equalizer bar, this piece adapts 
to the user’s needs by folding to half its width or 
unfolding into a regular-sized desk. 
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Pieces of reclaimed wood are joined together with a 
thin metal structure to reveal a cupboard of shelves 
that has an old soul.

Moai



The Tail

An	experimental	that	attempts	to	utilise	the	physical	
properties	of	thin	metal	sheets	to	create	a	bending	
chair.
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Stand Up

Inspired	by	Marcel	Breuer‘s	Wassily,	this	minimal	
chair	highlights	the	versatility	and	flexibility	of	steel	
in	furniture	design.	
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Axenometr ic  model  v iew |  Transit ional  zone over looking the desert  zone.
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I was commissioned to transform an existing 
space in the Children’s Museum of Jordan into 
the Biodiversity Exhibit, a multisensory learning 
experience about biodiversity in Jordan. The 
exhibit, a collaboration between the Children’s 
Museum and Royal Society for the Conservation 
of Nature in Jordan, combines science, education, 
design solutions and aesthetics.  

The official purpose of the project was to spread 
awareness about biodiversity in Jordan and the 
shared responsibility to protect our ecosystem. 
For me, it was an opportunity to materialize the 
connection we feel with the natural environment - 
the whiff of a fresh breeze while walking in a forest 
or up a mountain and the heaviness of heat as you 
trek through the desert.
	
One of my priorities in designing the exhibit and 
part of its magic is its ability to communicate with 
all of our senses. Along with a team of educators 
and specialists, I created a design to teach children 
about the relationship between the various 
life forms that make up Jordan’s diverse and 
unique natural environment by taking them on a 
multisensory journey through nature. 

Biodiversity Exhibit

The	Chi ldren	s 	Musuem	| 	 	 Jordan	2015



Axenometr ic  model  v iew |  Transit ional  zone over looking the desert  zone.

Demonstrat ion Zone

Desert  Zone

Transit ional  Zone

Forest  Zone
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My role in the team of four (two educators and 
one exhibit maintenance supervisor) was to 
design the exhibit space, the user experience and 
the individual sections of the exhibit. I was tasked 
with designing a new plan for the space that 
would reuse as much as possible of the existing 
area, define a new circulation route through the 
form of a narrative, and ensure that my design 
reflects the optimal and most strategic use of this 
space.

 Fitting many ideas into a relatively small space 
was definitely a challenge, but it pushed me to 
come up with new ideas on how to combine 
numerous factors into each section. Meanwhile, 
I needed to ensure that this exhibit was suitable 
for children, and thus needed to be childproof 
and child sized.

The exhibit takes visitors on a journey through 
four zones: the forest, which displays the plants 
and animals found in Jordan’s forests; the desert, 
which is composed of the desert’s rich hidden 
treasures; the transitional zone that emphasizes 
the general themes that bind Jordan’s natural 
landscape together; and a demonstration 
area where children learn about certain topics 
through interacting with facilitators from the 
museum. 

The incorporation of sound, light, texture and 
scent throughout the entire exhibit was a main 
driving force behind each separate element from 
within it, providing the children with the chance 
to learn through an interactive and observational 
multisensory experience.

Inter ior  v isual isat ion |  Desert  zone over looking the transit ional  zone.



Desert diorama | desert zone:
Showcases five different desert animals in their natural habitat, 
interacting with the visitors through a touch screen pannel.

Includes: audio, video, light design, casing design and implementation.

Forest	animals	|	forest	zone:
Composed of various taxidermy animals 
in their natural environment as well 
as an organic-shaped board carrying 
memory foam onto which children are 
directed to stamp animal footprints. 

Includes: audio, interactive designed 
games, and casing design and 
implementation.

Life	underground	|	forest	zone:	
Allows children to sit on a rock-like 
bench as a video about underground 
life plays on a screen engrained in the 
ground. The sound of the video comes 
from within the walls. 

Includes: surround audio, video, and 
casing design and implementation.



Render shot |  A v iew on the commercial  str ip featur ing a water  canal .
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The transitional zone incorporates themes that 
are not exclusive to a certain climate, such as 
birds, rocks, topography and terrains. It also 
serves as the main connection between the 
desert and forest zones.

Hence, I designed a large ramp that  is 
surrounded by exhibits on both its right and left 
handsides that providing a smooth wheelchair 
friendly entry way to the desert zone. On one 
side lies a real-size dioarama that includes a large 
tree with around 10-15 different birds and bird 
nests, a nest building station, and a listening 

to listen to the sounds of different birds through 
the use of specially developed sound pipes. 
On the other side of the ramp , visitors will find 
a large wall that resembles a cut through a 
mountain.

On that wall lies three main exhibits, the first 
being an interactive one that adresses the idea 
of the shifting tectonic plates, and the other two 
take a more observational approach of displaying 
different types of rocks and facts about the 
different rock layers beneath the ground.

Inter ior  v isual isat ion |  Forest  zone.



“Listen! Interiors are like large instruments, 
collecting sound, amplifying it, transmitting it 
elsewhere.”
     Peter Zumthor

To design a temple, a spiritual space, a space that 
allows people to feel the power of creation and 
greatness of life, is unlike any other task that can be 
asked of an architect.  

In designing the Mosque and Cultural Center, I 
envisioned a translucent, dome-like hall that was 
pure and white. A space that would welcome 
people at any time of day, in which you could smell 
the rain and feel the sun on your skin. 

Through a play of complex geometry, modular 
spaces, and the unification of finishing materials, 
this temple instills in you a sense of openness while 
simultaneously granting you small enclosures 
that allow you to be alone with your thoughts, 
enhancing your sensation of presence.

	
	
	

Mosque & Cultural 
Center
Space	syntax	studio
GJU	| 	Amman	2011



Inter ior  v isual izat ion |  Modular  roof .

The challenge behind this project was creating a 
mosque and cultural center in a geographically-
sensitive location of Amman, characterized 
by a dichotomy between an old, humble 
neighborhood, and an affluent neighborhood 
newly created right next door. 

My goal was to create a prayer space where these 
differences meant nothing, one that would foster 
connection and discourse between residents of 
the two neighboring areas.  

Using Peter Eisenman’s theories on space syntax 
and computer-aided algorithms, I came up with 
an architectural structural unit that I  infused with 
the contour lines of a steep site to come up with 
a sculptural space that serves as a mosque and 
cultural center. 

The sense of awe that comes from spiritual 
spaces has a lot to do with the sonic behaviour 
of the natural space.  By creating a  modular unit 
that chains to shelter a variety of spaces, I was 
able to shape each space to entertain specific 
acoustical properties that reflect and amplify 
sounds naturally, which allows for the dispense 
of electric amplifiers and empowers the human 
voice.

The presence of such a positive aural landscape 
aims to cultivate strong bonds between the 
people  and the spiritual space they inhabit. It is 
at this intersection of space, sound, and spirit that 
I envisioned this project to prosper.

Conceptual  sect ion sketch |  Over lap of  3D unit  creat ing sonical ly  ampli fy ing spaces.



Parmetr ic  form development through space syntax.
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61 | 62Conceptual  render shot |  Minarets  as  acoust ic  chambers that  f rame the view downhi l l .

I designed a  3D modular unit that would serve 
as the main structural element of this space 
and take on a number of functions, including 
creating small spaces like wudu/bathroom 
facilities, larger spaces such  as  the main prayer 
hall and minarets, and surfaces that serve as 
seating, shading elements, tables, water features, 
separators, walls, roofs, and pedestals.
	
The white concrete of the units and multiple 
sized openings would allow visitors to experience 
nature as part of their meditative rituals. The 
openings in the main prayer area would be free 
of glass coverings - a representation of man’s 
humble attempt to create alongside natural 
creation. 

Approaching the site from its upper side, 
I ensured that regardless of the size of the 
structure, it would not be visible from the street 
level. The view wouldn’t necessarily be blocked, 
but it instead framed between two minarets, 
which would be carved in a way that naturally 
amplifies sound. This would replace the use of 
electronic speakers and give a more natural aura 
to the space. 

Lastly, this project would constitute a pedestrian 
connection between the upper and lower sides 
of the hill. It would act as a green park, mosque, 
library, and cultural center. Underneath the main 
prayer hall would be an educational space and 
library, accompanied by a number of smaller 
spaces that would serve as classrooms, and 
another hall in which to host public and private 
events. 



GJU Urban Campus
Undergraduate	thesis 	project	
GJU	 | 	Amman	2013-2014

I chose to begin the architecture section of my 
portfolio with this project, because it successfully  
embodies what I beleive to be some of the most 
important aspects to architecture.

My proposal for the new GJU Architecture and 
Design School reflects on the idea that buildings 
are  interactive living spaces, rather than static 
physical shelters. This allowed me to create spaces 
that redefine the level of interaction between the 
user, the building, and the natural terrain.

Formed by filling an artificial, man-made gap 
in the hillside, the proposed design aims to 
establish a connective surface for public use 
that lightly houses a number of overlapping and 
interconnected spaces.

Relying on nature to animate the variety of spaces 
that the new campus offers, I aimed to create a 
building that adapts all forms of natural energy to 
its benefit, and gets portrayed as a learning tool for 
future architects and designers.
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As part of an exisiting functioning neighborhood, 
the site incorporates a number of abandoned 
buildings, an elementary school, and a cafeteria, 
all of which are included in the proposed design 
for the new campus. Providing each space with 
a seperate entrance, the concept aims to create 
a social hub where students of all ages can come 
together to learn and create. 

The new layout of spaces includes a public 
library, lecture rooms, a new campus cafeteria 
and the main campus administration. 

Assigning relevant functions to the spaces 
was a multilayered process that addressed the 
specifications and requirements of each function 
in relation to its corresponding space.

In designing a building for future architects and 
designers, my vision was to create spaces that 
would serve as an example on how to transform 
major site challenges, including topography, 
natural light, sound and materials, into assets.

The design  works with instead of against 
weather conditions, avoids artificial ventilation 
and lighting as much as possible, avoids large 
escalators and elevators, fills the large gap in the 
mountain, creates a pedestrian walkway through 
the mountain, and finally proposes a vibrant and 
creative student environment filled with spaces 
that facilitate informal interactions between 
different segments of Jordanian society. 

Urban diagram |  S ite sect ion showing the locat ion of  the bui ldings within the hi l l -s ide.

Conceptual  sketches |  How to f i l l  the gap.



Conceptual  render |  Inter ior  shot of  design studios area.

Inter ior  render |  Design studios over lapping where new spaces meet with the old stone bui lding.

The parametric process on which the form was 
founded is derived from the exisiting physical 
space as well as a mathematically projected 
surface that simulates the former shape of the hill 
side. (as shown in the figure to the left).

That lead to the formation of section A and 
section B, which are connected together through 
the exisiting heritage house.  Walking in from 
the streets, students going throught the main 
doors will descent to a small canyon beneath the 
heritage house. 

This element allows visitors to circulate in, 
under, beside, in front of and behind the 
house, suspending the structure in mid-air and 
celebrating tradition juxtaposed with innovation. 

Conceptual  diagram |  Exploded axenometr ic .
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Conceptual  diagram |  Exter ior  shel l  mater ia ls . 69 | 70

Groundfloor plan showing part  of  the shel l .

Conceptual  diagram |  Exter ior  shel l  mater ia ls .

The idea behind creating the mesh serves a 
number of architectural purposes, some of 
which are providing a single unifying space  
that houses all design studios and promotes 
creativity, allowing the  natural sun light to enter 
through both the southern facade and the roof, 
and  keeping the surrounding area slightly visible  
from all angles, hence strengthing the sense 
of belonging as opposed to the conventional 
approach of isolation.

Dealing with a sever slope as well as a huge cut 
in the hill-side was one of the major challenges I 
faced while designing it, and it became a major 
force 

shaping the interior and exterior spaces. A 
unique staircase system was developed  in order 
to serve as a circulatory network system that 
connects all open design studios, a space that 
promotes informal interaction, and an alternative 
route down the hill-side.

Jury level  where a l l  the main 
presentat ions take place. 
Reachable through both the 
canyon and the adminstrat ion

Adminstrat ion (her i tage house 
beit  Ibrahim Hashim) .  A l iv ing 
bit  of  the jordanian her i tage 
imprinted on a l l  major  parts  of 
the campus

Main access  to the 
adminstrar ion

Canyon passage under 
the adminstrat ion

Cafeter ia/Atr ium,  the main 
informal  interact ion space where 
the natural  terra in is  enveloped 
by the new structure .



Render shot |  Main green park featur ing custom designed wind chambers .  

The Dubai Cultural Village was a competition entry 
I worked on with Dar al-Omran, a middle-eastern 
regional architecture firm.  My responsibility in the 
team of four was coming up with an innovative 
concept that reflects the social behavior and norms 
found in what could be considered one of the 
world“s most rapidly booming cities.

The design philosophy of this project stemmed 
from the culture of the desert. Unlike built 
structures that withstand the forces of nature, 
the desert reshapes itself and adapts to external 
changes.

I proposed an approach that was the opposite of 
the current architectural norm in Dubai, classified 
by a constant power struggle for building 
enormous structures that require an immense 
amount of energy to operate. The approach I 
designed would learn from the context and behave 
in a way that would utilize the culture of the 
desert for its benefit – an ephemeral architectural 
approach.

Dubai Cultural Village
Urban	design	competit ion	
Dar	Al 	Omran	 | 	Amman	2014



Conceptual  sketches |  Urban scale gr id der ived f rom sand dunes formations .

Mood sketch |  B lurr ing the l ines where the land ends and water  begins ,
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Render shot |  Cultural  v i l lage overal l  v iew.

Located in Ras Al Khor, which houses the Ras Al Khor 
Wildlife Sanctuary and is active with water animals 
and birds, it is a major attraction for locals and tourists 
alike. Our task was to create of a cultural village, a 
distinct mixed-use development project that would 
serve as an art hub for the city of Dubai and put it on 
the cultural world map as a significant art landmark. 
	
One of the main aims of the project was sustainability 
in design. The interaction between the natural 
energy sources of water, wind and sun energy 
were taken into consideration during each step of 
the design process. The streets were derived from 
the prevailing wind movement towards the creek 
water in a way that would create wind channels. 
These wind channels would keep the area naturally 
ventilated and enhance natural weather conditions. 



Render shot |Main shopping mal l  that  include sustainabi l i ty  e lements .

75 | 76Informative diagrams |  Urban layers  analys is  and development.



In regards to the element of water, a decision was 
made to pull in the creek water to create sub-channels 
that run throughout the village. These sub-channels 
would facilitate transportation by boat, but their 
primary role would be creating micro-climates that, 
along with the prevailing wind, would naturally cool 
the village. This would serve as a sustainable solution 
to the overwhelmingly harsh heat of the desert. 

An additional step taken to ensure sustainable design 
was creating a green space that runs through the 
center of the village, acting as the main gate into the 
village and providing visitors with cool, fresh air. 
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Render shot |  Connective pedestr ian promonade.

Mood sketch |  A long sect ional  v isual isat ion of  the vi l lage.



Render shot |  A v iew on the commercial  str ip featur ing a water  canal . 79 | 80

The village was designed to incorporate four types 
of residential areas, commercial strips, and hotels. 
Each of these residential types would follow a 
modern and minimalistic white design, taking their 
forms from the overall ephemeral concept. 

Green roofs, water facades and PVC cells were an 
essential part of the proposed designs, to harvest 
a lot of energy through all sorts of natural sources 
and powering all public spaces while creating 
micro-climates that provide an inviting experience.

Render shot |Main shopping mal l  that  include sustainabi l i ty  e lements .
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