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WHY?

1. This research is based on my professional 
experience in the theme park design industry in 

China (2010-2013). 



DaMing Palace

Xi'An, China

The Daming Palace was the imperial palace complex of the Tang Dynasty, 

located in its capital Chang'an. It served as the royal residence of the Tang 

emperors for more than 220 years. Today, it is designated as a national heritage 

site of China.
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2. Asia and especially China with its growing 
economies and expanding middle class are 
expected to grow in the medium to long term. 
There are an explosive growth in China.(Theme
park and Museum)
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3. Animation is pervasive in video games, advertising, music videos, 
and is increasingly featured in forms of hybrid and blended media. Not 
only does cinematic vision now extend beyond the movie theatre, but 

moving-image culture extends across a large landscape of 
technologies, media influences, and social relationships.

-----Buchan, Suzanne (2011) Tricky spaces: animation, installation and 
spatial politics.

We can see that video installation would gradually replace large 
machinery in theme park.
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Theme Parks are popular design spaces because they 

allow designers to develop complex stories that can 

span more than one attraction or ride.

——Scott, A. Lukas. The immersive worlds handbook: 

designing theme parks and consumer spaces. 

Burlington, MA: Focal Press, 2013.

Theme Parks



The essence of life is not a feeling of being, of existence, but a feeling of 

participation in a flowing onward, necessarily expressed in terms of time, 

and secondarily expressed in terms of space.

——Bachelard, Gaston. The Poetics of Space. Boston: 

Beacon, 1994.

In animated installations meaning emerges from sculptural space. 

——Bond, Rose.

Animated Installations 



The aim is to use this experience to start an academic 

research able to both develop and test a Theory (i.e. a guide 

line for the definition of a creative process) on how to (re)use 

heritage in the design of animated installations for theme 

parks in Asia in order to create knowledge/values driven 

experience subjects (contents) and experience carrier 

systems.

The Aim 
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Through the experience and study of numerous theme 

parks all over the world, my research aims to:

1) Develop a tentative theory for the use of Asian 

heritage in the design of animated installations for 

theme parks in Asia.

2) Test the same theory in a pilot project on the 

fifteenth century Chinese admiral Zheng He's 

Voyages (1400-1433) as a theme with significant 

geographic and cultural characteristics, combing 

both Chinese traditional culture and Southeast Asian 

culture, in their relationship with the Indian Ocean.
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