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Dream of exoplanets,
Design for Earth.

I started designing buildings at the age of eight. The first ones 
were LEGO, of course. Even so, I could never really accept the pre-
formulated designs and did my own thing instead.

Later, after dabbling in Space Engineering for a while, I changed 
my educational focus to Architecture, and then did my Masters in 
Architectural Design, with the dreams of building on Mars. 

It was 2002, and the Millenium was new.

Two decades in, I have somewhat over 35 buildings, 24 interiors, 
47 exhibition stands and 2 urban-scale designs behind me. Dozens 
of these have been built – none yet on Mars though. Well, c’est la 
vie. I love what I do, and I know I do it well, and at the end of the 
day, I guess that’s what matters. 





There's a gestalt to the universe. A shape, 
made up of an infinite successiton of 
shapes, their interaction governed by 
subtle chains of rules of physics and math.
Indulge me for a moment: let's call this a 
game. 

Depending on your point of reference, 
a game of momentous significance and 
frivolous transience at the same time. 
Conducting architecture, the act of 
designing shapes for human experience 
to take place in, becomes the practice 

of organising and reorganising the rules of 
the game. Using physics and math in novel 
and aesthetic ways, an architect affects the 
human condition. 

This kind of a mission statement could get to 
the head a bit - Make you feel like an Architect, 
with the capital "A". While it's good to have 
a connection, in everything you do, to the 
cosmic scale, it is crucial for us architects, 
at the end of the day, to remember that we 
are just kids playing in the sand. And, boy, oh 
boy, isn't it great fun!

Change the rules of the game,
and you change the human condition.

6 7



My spirit mentors have been, 
amongs others, Antoni Gaudi, 
Lebbeus Woods, Calatrava, Coop 
Himmelblau, Tadao Ando, and 
Hassan Fathi.

In my work, I've tried to focus 
on  parametrica, sustainability, 
accessibility, modularity, genius 
loci, architectonics, organics, 
spatial narrative, smart buildings, 
and the use of local materials and 
vernacular heritage.

My first works were exhibition 
stands. Later came my interior 

architecture phase. A boutique 
hotel project in 2008 was the 
stepping stone into buildings for 
me, where I believe my true calling 
lies. I worked on a few urban scale 
projects, but always from the 
building design standpoint.

Bridging the communication gap 
between the client, the design 
team, and the construction crew 
has always been a challenge I 
needed to overcome through 
my projects, which happen to be 
everything in between - the client, 
the team and the crew.

From the interior to the urban, 
and everything in between.
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Exhibition Stands
Special

A special mention is due for the exhibition 
stand design business which made the 
first three years of my profesional career. 
There's a certain ephemeral enchantment 
to designing a structure that will last only 
for a few days: A stand that you built never 
gets old, living only in photos and videos.

During the three years that I did 
stand designs, I started out as a junior 
architect, and ended up as Bespoke 
Designs Department  Chief. It was a good 
run. I had the chance to travel all over the 
exhibition map of Europe, from Germany 
to Paris and Italy. Here's a very short 
slice of the 47 stands I designed - a few 
of the many that were actually built.



SKILLS AND TALENTS
The project is a fractal representation of 
the capacities of its team in all aspects. 

In today's work environment of smart tools, virtual workplaces and persistent online training, 
the individual skills and talents of individual architects are a function of how well they can access 
information and bring it to function in an integrated team environment. The foundation of singular 
skills and talents I bring to my team can be evaluated through four pillars, outlined on the next page.
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Architectural 
Expression
During my education, AutoCAD R14 was making its 
debut as the industry standart, and most things were 
still done by hand. In time, we all became CAD'ers. 
Except for the idea phase... where nothing beats the 
speed and versatility of pen-and-paper. 

Modeling and 
Visualisation
Back in the day, I used 3DS Max for my models 
and VRay to render them. I found them way too 
cumbersome for architecture, and switched to 
Sketchup. At one point I even used Unity to make 
interactive models of my architectural designs.

Concept Design 
& Communication
Even though I worked every stage of architectural 
design, my impact has always been the most at the 
start of a project - coming up with powerful initial 
concepts. Time and again, I've been called upon 
make the killing design, and deliver it to the client.

Adapted toTeam-Play
To lead is to follow. I've been delegated work, and 
I've delegated. I've led design teams of juniors 
and draftspeople, and I've been a cog in big teams. 
I took my time to realise that I do best in a team 
environment, wherever the placement.
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box is. I can explain everything up to that 
point, and from there to the end result, 
it's best defined as Creative Confluence.

At any point along this line, group work 
is possible. While I generally go into 
this jungle alone, there have been times 
I collaborated with, and sometimes 
directed colleagues and juniors through, 
the process. It's so much fun. Even more, 
when the design team keeps on working 
beyond this point, to produce the technical 
drawings for the idea that they spawned.

Beyond the initial design stage, the way my 
projects come into their presentation form 
depends on the company I am working for. 
It could be a video presentation, or a design 
booklet, models... Whatever. I've worked with 
almost all tools, including game compilers, 
laser cutters and 3D printers.

My modus operandi for coming up with an 
architectural design is like this:

1. Understand the brief.
2. Understand the site.
3. Make a functional diagram.
4. Calculate the spaces we need.
5. Twenty Alternatives Sketching Magic
6. Down from the sketch, and...
7. Up from the space allocation table...
8. Meet in the middle for the Project.

Steps five and forward is where my black 
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Every architect has his or her 
own vastly-personal resources 
for calling upon inspiration. Some 
like to browse architectural 
magazines. Some go for a hike, or 
listen to music. 

My own mana mainly comes in 
the form of science-fiction. On 
one hand, I dabble in producing 
science-fiction myself, in the 
form of stories and games - as a 
hobby. Actually, I'm just coming 
back from the illusion of trying 
to make a business out of that 

endeavour. Even before that, I've 
always delved into the realm of 
science-fiction to come up with 
ideas to juxtapose on paper for 
my buildings. That's my "zone", so 
to speak.

Obviously, the end result is often 
much more down-to-earth. From 
the platonic realm to the 2D 
plane of paper, I have filters to 
condense fantasy into reality. Yet, 
for the careful observer, the kinks 
and nooks are there to see, even 
in the most mundane of my works.

The wellspring for inspiration 
is a personal resource. 
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Career is not necessarily a linear continuum. 
Intrepid ventures into side alleys may abound.

Looking at my resume, you'll notice that my architectural career seems to stop at the year 2014. No, I 
wasn't abducted by aliens. That's the year I began to try to make a business of my game design hobby. 
After coming to Australia in 2016, I started my own business doing just that. It's a long story. 

I now return to my architectural career with the full experience of 5 years in game design added to it.
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