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11Introduction | Prof. Dipl.-Ing. Nikolaus Zieske

In the university town of Gießen (Germany) a process 
is currently launched for the renewal of the Museum of 
Local History (OHM) to make it more attractive for the 
dwellers and to integrate its place better in the everyday 
urban life. The history of Gießen is closely related to the 
historical development of the over 400 years affiliated 
university, so it seems reasonable to tell and to exhibit 
the history of the city together with the history of the uni-
versity. This process of the renewal is exemplary for a 
number of city museums and museums of local history, 
which can be observed in many German cities. There 
are multiple reasons for that. The aspects of a culture of 
remembrance in a rapidly changing world and the inte-
gration of diverse population groups in the urban society 
are eminent. A museum of local history is the memory 
of a city and a place of cultural identity and (self-) real-
ization. Modern museum concepts make it possible for 
the citizens of a city to contribute their personal horizon 
of experience into the local museum, so that the histo-
ry of the city is told multi-perspective and that a deep 
sense of home can be adjust to the place of residence. 
This participation offer is a good opportunity for citizens 

with immigration background or less-educated citizens 
to share their personal life experiences and thereby be-
coming part of the urban consciousness. There is also 
the tendency that universities want to make their exten-
sive and unique collections available to the public. In 
context of rebuilding a lost building, the aim is to discuss 
architectural issues of museums in more detail and to 
formulate answers during the DAAD international sum-
mer school, which has the working title LUIGI, derived 
from „Locus urbanus identitate Gießen“ or „a place of 
identity, self-knowledge and self-development“.

Main Activities

The DAAD international summer school LUIGI was 
held at the THM (Technische Hochschule Mittelhessen, 
University of Applied Sciences) in Gießen (Germany) 
from the 1st - 14th September 2019. It was structured 
as an intensive program of two working weeks with 
design workshop activities, in which students, coming 
from different countries, were divided into mixed groups 
with design-independent names to develop architectur-

Introduction
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Director of LUIGI
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al projects from the analysis and the concept until the 
construction details. In order to improve the participants 
knowledge about the workshop specific themes, specif-
ic lessons were organized by the Scientific Committee. 
The working groups were constantly followed by tutors. 
Periodical general revisions, in which students had to 
present and discuss their ideas to professors and pro-
fessionals, were organized to check the work evolution 
and suggest technical insights. The main activities of 
the two working weeks were structured as following:

01 Sept | participants arrivals + welcome (*)
02 Sept | opening ceremony + lessons + activities
03 Sept | project ceremony + lessons + activities
04 Sept | design workshop activities + lesson
05 Sept | design workshop activities + general revision 
06 Sept | design workshop activities + lesson
07 Sept | guided tour
08 Sept | guided tour
09 Sept | design workshop activities + lesson
10 Sept | design workshop activities + general revision 
11 Sept | design workshop activities + lesson
12 Sept | design workshop activities + lesson

13 Sept | results presentation and closing ceremony 
14 Sept | participants departures

Participants

The Department of Architecture and Civil Engineering of 
the THM (promoter university) selected 7 students and 
5 tutors to take part in the project. The THM invited 3 
partner universities coming from different countries and 
socio-cultural, economical and religious backgrounds, 
with the aim to develop new design approaches and 
share work experiences. The partner universities are:

- Università di Pavia, Italy
- Universidad Central de Chile, Chile 
- Universidad Politécnica de Madrid, Spain

Each partner university managed the selection of their 
own participants: 5 students and 1 or 2 professors each. 
In order to guarantee detailed projects the participating 
students had to attend the two final years of the degree 
course in architecture and/or building engineering. To-
gether with the universities, the THM called professional 

Fig. 1: Participants during the International Teambuilding Programme 
with R. C. Bastian from the THM | International Buddy Programme

Fig. 2: Participants during a lecture of the Historian Dr. Brake about 
the history of the University of Gießen (JLU)
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architects and engineers and experts coming from dif-
ferent disciplines. They provided specific lessons and 
assistance to the design activities and the general revi-
sions, with the aim to improve the educational offer and 
help students to deepen the projects details, looking at 
sustainable and accessible architectural solutions. The 
participation of different professionals and representa-
tives of different communities improved the training of-
fer about both the technical and the social aspect of the 
theme. The DAAD international summer school LUIGI 
was held at the THM (Technische Hochschule Mittel-
hessen, University of Applied Sciences) in Gießen (Ger-
many) from 1st - 14th September 2019.

Outcomes & Results

LUIGI final results are different architectural projects for 
a contemporary extension of the Museum of Local His-
tory at the Gießen. Each working group, composed of 
one/two students for each participating universities and 
followed by one tutor, developed the design proposal, 
from the idea until the construction details, producing 
sketches, drawings, 3D-models and presentations. To-

gether with the design purposes, LUIGI has improved 
the international quantity and quality of the students and 
teaching-staff mobility, in order to facilitate the develop-
ment of innovative practices in education and increase 
the future designers sensibility on the themes related 
to the current social needs. The results were presented 
to the community during the closing ceremony of the 
workshop and they were organized into this publication, 
containing the final projects and all the scientific con-
tributions by the participating professors and experts. 
The extended communication, enhanced also by the 
dedicated website, constantly updated, had the aim to 
guarantee the visibility of the activities and stress the 
public attention on the themes addressed by the work-
shop. LUIGI can represent the starting point to create a 
system of higher education activities and projects able 
to improve the university internationalization, applied on 
real problems and themes. This working method cre-
ates a strong networking between universities, profes-
sionals and final users coming from different countries 
and cultural backgrounds. Therefore, it was an eminent 
experience for all participants with equally eminent proj-
ect results.

Fig. 4: The self-organized cultural nights offered enriching insights into 
the eating cultures of the international students.

Fig. 3: Participants during their design workshop activities. They were 
divided into five groups with their own names and each with one tutor.

Prof. Dipl.-Ing. Nikolaus Zieske



Fig. 1: © Gießen city archive

15Timeline | The Museum of Local History in Gießen | Dipl.-Ing. Ulrike Wassermann

The Museum of Local History in Gießen (OHM) is es-
tablished in three buildings which are located in the core 
of the city at the Kirchenplatz (church square) and at 
the square called Brandplatz. The distance between the 
three buildings is about 300 meters.

These three buildings are important representatives of 
the founding site of the city Gießen and are therefore 
themselves part of the city‘s history. However, because 
they were never intended as a museum, it is hard to see 
them as a museum. In the course of design seminars 
of the last semester, a number of architectonic propo- 
sals have already been developed on how to refurbish, 
expand and redesign the existing buildings in order to 
enable the houses to accommodate a modern museum. 
The solutions of these drafts should also be included in 
this task. 
The direct urban environment of the museums is very 
heterogeneous and cannot be a link between the three 
buildings that are spatially apart. Also, the special histo-
ry of this place, being the nucleus of the city, cannot be 
identified. This is understood as a deficit of the place. 
For this special urban quarter, however, an urban ar-

chitectural identity is eminent. The various urban frag-
ments in this place, such as the museum building, the 
church tower, the square sequence and the botanical 
garden require a common overarching identity. 

The development of an urban planning concept for this 
museum quarter is the task that the members should 
develop within the summer school. This urban planning 
con- cept also includes the facade development of the 
two buildings, which are to be built visionary in the fu-
ture.
One of the two visionary buildings is the reconstruction 
of a former building which will be built on the footprint 
of the historic building. The socalled Kollegiengebäude 
had been the founding site of the University of Gießen. 
It stood at Brandplatz until the end of the Second World 
War and was not rebuilt afterwards. In this new volume, 
another museum, the Museum of University History, is 
to be established. 
The second new building, which was invented as part 
of a design seminar, will serve as a space limiter for the 
church square and as an entrance building for the two 
museum buildings in the church square.

Timeline: The Museum of Local History 
in Gießen

Dipl.-Ing. Ulrike Wassermann
Vice-Director of LUIGI
Technische Hochschule Mittelhessen | Gießen | Germany
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The cradle of the city of Gießen

Gießen was founded in the 12th century in 1197 in the 
form of a water castle on the site of today‘s church 
square. The successor buildings for this first water cast-
le are Leib‘sche Haus and Wallenfels‘sche Haus, which 
are the two of three locations of the OHM today. 
In the 14th century in 1334, the first church on today‘s 
church square was mentioned for the first time in a 
document. In the 19th century, in 1808, the old Gothic 
church was demolished and instead of its a neoclassical 
church was built according to the plans of Georg Moller, 
an important builder at that time who was mainly wor-
king in Hessen. This church was consecrated in 1821. 
Unfortunately, it was destroyed during the World War II 
and not rebuilt. Only the contours of the neoclassical 
church are recognizable today, having been traced in 
the pavement.

Altes Schloss (Old Castle)

Around the year 1300 a second castle was built which 
has been preserved until now in form of the Altes 

Schloss. It also hauses part of the OHM exibitions. The 
Old Castle originally served as a residential building for 
the noble rulers. In the 19th century, from about 1809, 
the Altes Schloss was used as a town court, later for mi-
litary purposes, as a prison and finally as a warehouse. 
Under this use, the building must have been severely 
damaged. In 1893, the city of Gießen acquired the Altes 
Schloss (Fig. 2) to renovate it in 1903 in the neo-renais-
sance style and to use it as a museum from then on. 
The building was also badly damaged in World War II 
(Fig. 3). It lasted three decades as a ruin until it was 
rebuilt in 1980 and opened again as a museum. Since 
then, the Altes Schloss has been remained in its style 
until now. 

Kollegiengebäude and botanic garden

In 1607, the University of Ludivicanum (now Justus-Lie-
big-Universität) was founded as a counterreaction to 
the founding of the Philipps University in Marburg. The 
Kollegiengebäude (Fig. 4) was built in the same year in 
1607. Two years later, in 1609, the botanic garden was 
founded as „Hortus Medicus“ behind the Kollegienge-

Timeline | The Museum of Local History in Gießen LUIGI | DAAD international summer school 2019

Fig. 3: During World War II the Old Castle was almost completely dest-
royed. It remained a ruin for 35 years, © Gießen city archive

Fig. 2: Historical photography of the Old Castle (Altes Schloss) from 
1893, © Gießen city archive
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bäude. The botanic garden has been enlarged over the 
centuries and is the oldest botanical garden in Germany 
that has never been relocated. The Kollegiengebäude 
experienced a changeful history during the time of its 
existence. It was originally built in the style of its time 
as a Renaissance building. This Renaissance building 
was reduced to the point where the building had to be 
demolished due to the various war turmoils in 1837. 
After the demolition, a direct reconstruction followed in 
a more simple design than the previous building had 
been. This successor building was used as a teaching 
facility by the university until its destruction on Decem-
ber 6th, 1944. 

Brandplatz

In 1560, a lightning strike destroyed large parts of the 
city‘s district by a blaze. Never having been built up 
again, the remaining vacant area has been characte-
rized since then as the square Brandplatz (Fig. 5). The 
Brandplatz was often used as a location for political and 
student demonstrations and all sorts of festivities in the 
past, but also, twice a week, as a market place. This has 

lasted until the present day and is a weekly event for the 
citiziens of Gießen. Currently, the square is used as a 
parking lot if there is no market. However, the parking 
lot should no longer be possible in the future. There are 
other buildings that connect to the Brandplatz. For ex-
ample, the building named Zeughaus and the new cast-
le named Neues Schloss which has been used for the 
university and for the municipal council. All these uses 
distinguished the square Brandplatz as the spiritual and 
political center of the city until World War II. Today, un-
fortunately, the identity of this square is no longer clearly 
defined and seems rather vague. 

Marktlaubenstraße

The Marktlaubenstraße was cut through one dwelling 
block in the time between 1892 and 1894 because the 
market square “Lindenplatz” had become too small. 
This enabled the two market squares Lindenplatz and 
Brandplatz to be connected. The first market arcades 
along the Marktlaubenstraße were created at that time.
A second row of arcades was built in 1928 on the other 
side of Marktlaubenstraße. Both arcades are still in use.

Dipl.-Ing. Ulrike Wassermann

Fig. 4: The Kollegiengebäude at the edge of the botanic garden,
© Gießen city archive

Fig. 5: Historical drawing of the Brandplatz, © Gießen city archive
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19Input: Guest lectures | Museums – International Style | Prof. Dipl.-Ing. N. Hanenberg

Museums – International Style
Mies van der Rohe‘s special understanding 
of the column-free exhibition space

Prof. Dipl.-Ing. Norbert Hanenberg
Guest Speaker
Technische Hochschule Mittelhessen | Gießen | Germany

Ludwig Mies van der Rohe was one of the most im-
portant and influential architects of the 20th century 
worldwide. His professional work is divided into two 30-
year working worlds in Berlin and Chicago. In addition 
to some iconographic works of modern architecture in 
Europe, he developed in the United States an architec-
ture with a strong image, which, with structural order, 
allows for buildings that are as flexible as possible in 
terms of use. He was one of the important actors of the 
modern avantgarde of the 1920s and 30s, who, in their 
work with the possibilities and ideas of a new era after 
the First World War, set out in search of new forms of 
expression, construction possibilities and levels of mea-
ning of architecture. In this Miesian motif of developing 
buildings with structural orders, which in their intended 
neutrality of use pursues more the possibilities than the 
functional fixation of spaces, architectures subsuming 
this attitude were created in the predominantly 50s and 
60s up to the early 70s worldwide. But also, especially 
in the 30s, Mies van der Rohe intensified his preoccu-
pation with space as a free space to use as freely as 
possible. Together with the 4-storey HE-building, his 
own dyeing works for silk industry was built in Krefeld 

from 1930 onwards according to the designs of Lud-
wig Mies van der Rohe. The dyeing plant was given 
the form of a shed hall, which is flooded with daylight 
through its north-facing, unusually high sheds. Ludwig 
Mies van der Rohe developed common design details 
and features for these two buildings. Both buildings rest 
on a base made of five layers of bricks each. On top 
of this, the buildings were given a light-coloured plaster 
flush with the base, which at first sight seems unusual 
for an industrial building. Large dark window openings 
have been cut into the light areas, further increasing 
the amount of daylight in the factory rooms. Through 
these essential similarities, Mies van der Rohe unified 
the very different cubatures of the two buildings.In these 
buildings, he realized all the principles that he set as 
conditions for an office and industrial building: The cla-
rity of form, as few divisions as the organization of such 
an operation allows, as well as the creation of bright, 
clearly arranged and as far as possible column-free 
working spaces. The conditions and necessities of 
the functions led to the essential form of the buildings, 
which for Mies van der Rohe lay in the recognition of the 
task and its inevitability.
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There are several indications that Mies van der Rohe‘s 
involvement in other buildings such as the power station 
and the film printing works is still to be discussed (cur-
rent research project with Prof. Dr. Daniel Lohmann) in 
greater detail. In particular, the knowledge of the power 
station as a planned and developing building during his 
creative period in Krefeld for Verseidag is a further indi-
cation of the idea of structural architecture. 
With its modifications and extensions, which are justi-
fied by technical necessities, the changing power plant 
demonstrates the possibilities of this idea of structure 
and space.This repetitive, self-referential and succes-

sive work, which already anticipates future strategies of 
action from the experiences of the 1920s and 1930s, 
became one of the essential methodological elements 
of the development of projects and buildings in the 
American phase of Mies van der Rohe. In his early days 
as an aspiring architect in Peter Behrens‘ studio, proba-
bly the most influential architect of these early years of 
the twentieth century, he had an insight into the const-
ruction and planning project of the AEG turbine hall in 
Berlin in 1909. Not only this overwhelming spatial idea 
of a large figure, which was completely subordinated to 
its function, occupied him throughout his life, but also 

Fig. 3 (r.): Mies van der Rohe, German pavilion at the world exhibition 
in Barcelona 1929, picture © NH 2018

*The so-called barcelona pavilion was the german pavilion for the 
1929 international exhibition in barcelona. This building is considered 
one of mies van der rohes`greatest masterpieces and one of the most 
important buildings in his european period, the most pertinent work of 
generations of architects in the history of modern architecture. "it was 
the most difficult work which ever confronted me, because i was my 
own client", said Mies van der Rohe. "i could do what i liked." After the 
exhibition, the barcelona pavilion was dismantled and reconstructed 
in 1986, but only with new materials because most original elements 
were lost. *(project text from the exhibition Mies and The Inheritance of 
Modernism”, Heerlen (NL), SCHUNCK* Glaspaleis 1916.)

Fig. 2 (l.): Verseidag Power House with the Clock Tower in the backg-
round, picture © Mies van der Rohe Business Park

*The official list of works of the Mies van der Rohe office from a 1947 
exhibition catalogue mentions not only the Verseidag factory buildings, 
but also the power house in 1932-33. In later lists it disappeared, al-
though the building has been preserved in its full glory until today. Its 
recent documentation and research in the Verseidag plan archives has 
clarified the numerous development stages of its appearance. Amongst 
the archived plans, a small sketch was found, showing the side ele-
vation of the second stage of the building. In direct comparison with 
contemporaneous sketches of Mies van der Rohe for Verseidag, his 
involvement in the design of the power house seems very likely.                                                                                              
*(project text from the exhibition Mies and The Inheritance of Moder-
nism” in Heerlen (NL), SCHUNCK* Glaspaleis 1916.)
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the spatial situation of the Amsterdam stock exchange 
by Hendrik Petrus Berlage from 1903, which he had al-
ready experienced before, was an almost equal starting 
point for his search for a structure open to use, which 
was to be determined by the necessity of the task in the 
application of building technology towards the comple-
tion of an architectural art. Especially in his American 
phase, this search led to a series of projects which, with 
the open, goss-scale space, offered itself as a serving 
space of possibilities. In this context, the theoretical 
preoccupation with a Museum for a Small Town 1942, 
the collage-based idea of a concert hall in a column-free 
industrial hall by Albert Kahn 1942, and the exhibition 
at the Moma in New York 1947, which had previous-
ly been arranged and designed with Philip Johnson in 
1946, led to the slow introduction of some projects to 
column-free space. In 1954, together with his preferred 
structural engineer Kronacher, Mies van der Rohe de-
signed his largest column-free room ever planned, 220 
by 220 meters, with a supporting structure of the roof 9 
meters high, spanning a 26-meter-high hall. After the 
Crown Hall already mentioned above, Mies worked on 
the planning of the museum of fine arts in Houston, his 
first museum in his architectural career. 

Fig. 4: Mies van der Rohe, National Gallery in Berlin 1969, cover 
picture Docomomo Journal 56

Hanenberg, Norbert and Lohmann, Daniel: Master Plans and Devi-
ations, Mies van der Rohe`s involvement in urban development at 
Verseidag Krefeld and IIT Chicago. In: Docomomo Journal 56, „The 
Heritage of Mies“, Lisboa 2017/1, p. 26-33, Architectural History and 
Restoration of a much-neglected Mies van der Rohe Project. In: Doco-
momo (documentation and conservation modern movement) Journal 
56, „The Heritage of Mies“, Lisboa 2017/1, pp. 16-25.

Fig. 5 (r.): Mies van der Rohe, Crown Hall in Chicago 1956, picture © 
NH 2015 

*The Crown Hall has two stories and rises on a footprint of 120 × 220 
feet (36.60 × 67.00 m) at a height of 24 feet (7.40 m). The basement 
floor embedded in the ground protrudes 6 feet (1,85 m) beyond the 
terrain surface and is divided by reinforced concrete columns in a grid 
of 30 × 20 feet (9,25 × 6,17 m). Here, the Institute of Design with its 
seminar rooms, workshops, offices and the library was housed. The 
architecture department had access to the hall above the basement 
level. This hall covers the entire floor space of the building (about 2450 
m²) and is covered with granite slabs. Without supports in the room, it 
is divided only by two ceiling-high installation shafts, some wood-pa-
neled partition walls and the two internal stairs.              
*(project text from the exhibition Mies and The Inheritance of Moder-
nism” in Heerlen (NL), SCHUNCK* Glaspaleis 1916.)
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Intervention in the pre-existing 
architecture: Some initial reflections

Dr. Arq. Jaime Migone Rettig
Visiting Professor
Universidad Central de Chile | Santiago de Chile | Chile

Working with pre-existing architecture means having 
“something” about which I can start my proposal and 
take advantage or discard, part or all, of the object be-
fore me. For which I must then do a preliminary analysis 
and ask myself at least two things:

 - First question: Does this architectural object have any 
value, in itself or for third parties, that make it worthy 
of its total or partial conservation? This basic question 
is a first responsible action regarding the steps we 
must take, about the fate of this pre-existing architec-
tural object.

 - Second question: How can I or not, reuse this pre-ex-
isting architectural object while maintaining its value?

Trying to answer the first question obviously means that 
we need to study our architectural object and its context. 
Study necessary to be able to advance rationally, allow-
ing to establish its possible value to preserve it and the 
following steps to incorporate the architectural object 
into the new project. With this rational, systematic and 
scientific study, we can establish that it has no value for 

anyone, or if it has perhaps for a few, or on the contrary, 
for many. And therefore it is necessary to keep it totally 
or partially, or, definitely discard it in its entirety, when 
nobody is interested. The last scenario, the truth is that, 
neither conceptually nor methodologically, it has more 
interest for our analysis. And we leave your discussion 
here because if it is discarded because it lacks value, 
it is outside our field of study. As for the case, that the 
pre-existing architect object has value for someone or 
for many, how can we establish and measure this con-
dition with its scope? Since, without a doubt, keeping 
part or all of an architectural object, it has many implica-
tions for itself and for the new project that we are going 
to address. And if this is the case and the architectural 
object has value for someone and / or for many, it im-
mediately becomes an „ethical“ condition to ensure its 
preservation and its transfer to the future an imperative, 
for our society and the heirs of our future. Regardless 
of whether this pre-existing architectural object, is or is 
not protected by any heritage legislation. In other words, 
even if it does not have the status of legal protection 
that defines its conservation, we must preserve it as “de 
facto” heritage. Since on the other hand, to the architec-
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tural objects where their value is defined by their legal 
protection, we classify them as “in law”. However, and 
for all this analysis, what matters most to us and is our 
responsibility as architects, are the pre-existing archi-
tectural objects that have a “de facto” value and lack le-
gal protection. On the other hand, those who are legally 
protected already have defined rules of the game and 
technical counterparts, with which to work to establish 
the scope of the new project. Those who lack legal pro-
tection, is where only our actions will define the future 
of the pre-existing architectural object. And therefore its 
possible „value“ goes through knowing the object and 
trying to define its value. And for the definitions that we 
establish and the programmatic and design actions that 
we carry out for its reuse, recycling, rehabilitation, even 
restoration, among others.
And then the second question appears. Can I use the 
architectural object according to a previously estab-
lished need? Or should I focus on their rescue since 
their high and complex value only points to focusing on 
their conservation per se?
Then the value of heritage appears as leitmotif of my 
architectural action:

Do I have to keep all the things I receive from the past 
to move to the future?
What can I take out / modify / delete / move?
What should I keep / keep / rescue / show?
What building / part / object has value? And I must keep.
What building / part / object has no value? And I can 
eliminate.

In order to define the value of a heritage site, it is neces-
sary to know it thoroughly and familiarize yourself with 
all the aspects in which it is inserted and those that com-
prise it. The methodological proposal that is proposed, 
to develop an approach to the knowledge of the heri-
tage site, I have divided it into two fundamental parts, in 

order to specify and simplify its subsequent study:

 - First of all: Collection and analysis of all the “indirect 
information” that we can get, that is, everything that 
someone has said, written, studied, published, pho-
tographed, drawn, among others, on birth, develop-
ment, boom and bust. (if applicable) of the heritage 
site, of the architectural object. We can graph this as 
everything that happened from yesterday to the back 
of our case study, and about which there is some kind 
of document, prepared by a third party, that can illus-
trate that yesterday.

 - Secondly: Collection and analysis of all the “field in-
formation” that we can collect and study, about the 
heritage site, today. Everything that is happening to 
you today and that we can consider as the current 
state of conservation of the heritage object or site.

The subsequent comparative analysis between what 
we managed to understand from the past confronted 
with the current state of conservation of the architectur-
al object, will be the way in which we can understand, at 
least preliminarily, the value it possesses today. Bearing 
in mind that everything is dynamic and things change, 
and values about things also change. These changes 
are also produced not only by external or circumstantial 
factors, but also, and in a very deep way, upon knowing 
the object and the discoveries that can be made on it. 
Every new fact or fact that you discover both in the past, 
and in your current state of conservation, can change 
your valuation today. And these values will then be mod-
ified or re-ranked according to this dynamic constant in 
which we are immersed. Which plotted looks like this 
(Fig. 2). The comparative analysis between past and 
present, will allow us to prepare a diagnosis of our ar-
chitectural object today, and thus be able to establish 
a “value thesis”, on which to base the intervention pro-
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posals on it. The „value thesis“ is circumstantial and 
relevant to this moment of analysis in which we are im-
mersed. And it should be taken into consideration that 
the values that it represents and promotes are dynamic, 
and may in the future vary, modify and even be antago-
nistic to the present moment. Studies, by way of exam-
ple, for indirect information collection and field collection 
can also be plotted in this way (Fig. 3). It is important to 
note that from this past & present comparative analy-
sis, where a diagnosis and values inherent to the archi-
tectural object (thesis) are defined, it will subsequently 
establish what we must keep and what we can discard, 
being an intervention project who, on these same data 
and conclusions, you can take design definitions for its 
value. All this obviously goes through the compatibility 
between these values and the possible new use. If there 
is a new need, of course, that is the case in most cases, 
since that is what the matter is about: how to intervene 
in an architectural pre-existence with a contemporary 
project. Finally, it should be noted that there may be 
multiple intervention responses, for the same architec-
tural object, duly assessed and diagnosed, responding 
to a single “value thesis”. Each intervention has its own 
life and also obeys its own values and hierarchies. And 
where the aesthetic aspects of art shape a fund in mul-
tiple ways and according to each human being decides. 
No intervention in the architectural heritage, both in fact 
and in law, as I noted, is objective. It will try to be meth-
odologically in its analysis and scientific actions, both 
for its knowledge, and for the technical aspects in its in-
tervention. But the hierarchy and vision of the architect 
will always yield a subjective result and his own. A work 
of architecture is unique and unrepeatable, in this case 
represented by an architectural prexistence, which also 
already has this condition, unique and unrepeatable. So 
the final result, whatever it may be, is a unique and sub-
jective work, which in the future will also have to be val-
ued, being able to become an object of heritage value.

Fig. 3: The value of heritage: All those things I receive from the past 
and I must keep to move to the future.

Intervention in the pre-existing architecture | Dr. Arq. J. Migone Rettig
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Museums of Chile: Some contemporary examples

MUSEO FERROVIARIO PABLO NERUDA

Architects: Rodrigo Chauriye, Beatriz Stäger
Location: Av. Barros Arana 565, Temuco, Araucanía 
Region, Chile
Area: 8198 m2 
Year: 2018 
© Photographs: Pablo Casals

An existing building, a Roundahouse to move and park 
locomotives and wagons, is transformed into a site mu-
seum, completing the old building with a new one.

Intervention in the pre-existing architecture | Dr. Arch. J. M. RettigInput: Guest lectures



30

ATACAMA DESERT MUSEUM RUINS OF 
HUANCHACA MONUMENT

Architects: Ramon Coz Rosenfeld, Marco Polidura Al
varez, Eugenia Soto Cellino, I. Volante Negueruela 
Location: Av. Angamos 1307, Antofagasta, Antofa-
gasta Region, Chile 
Year: 2009 
© Photographs: Sergio Pirrone

The remains of the silver foundry, today Ruins of Huan-
chaca, are valued through a contemporary project. The 
new building is buried to guide us visually, highlighting 
and valuing the ruin.

Intervention in the pre-existing architecture | Dr. Arch. J. M. RettigInput: Guest lectures
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REHABILITATION YIERBAS BUENAS MUSEUM

Architects: Cristián Izquierdo, Francisco Adriasola 
Location: Yerbas Buenas, VII Maule Region, Chile 
Graphic Design: Jerónimo Pérez 
Area: 180 m2 
Year: 2011 
© Photographs: Felipe Fontecilla.

A colonial house of Chilean architecture is restored ac-
cording to its original typology, installing inside an exhi-
bition through a contemporary project.
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CARPENTRY MUSEUM WORKSHOP FOR 
CHILDREN

Architects: Felipe Pommerenke 
Location: Root 563, Santiago, Metropolitan Region, C.
Area: 100 m2 
Year: 2016 
© Photographs: Véronique Huyghe

A republican house of Santiago of the 19th century is 
rehabilitated maintaining its original volumetry, to con-
tain a carpentry museum that works as a workshop for 
children. Contributor: Francisco Dittborn

Intervention in the pre-existing architecture | Dr. Arq. J. Migone Rettig
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MUSEUM OF THE IODINE
SALITRE INTERPRETATION CENTER EX 
SALITRERA SANTA LAURA

Architect: Jaime Migone and Associate Architects 
Location: World Heritage Site. Former Salitreras Hum-
berstone and Santa Laura. Atacama Region 
Area: 2.850 m2 
Year: 2016
 
The enhancement of an existing building is manifested 
with the conservation of the ruin, as the main character-
istic of the site. The historic building remains ruined and 
the program is kept indoors. 
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ART MUSEUM OF VIÑA DEL MAR
VERGARA PALACE AND PARK

Architect: Jaime Migone y Asociados Location Quinta 
Vergara Park in Viña del Mar Valparaíso Region Park 
Area: 35.000
Building Area: 3550 m2

Year: 2015

The old building is restored as a site museum and his-
torical gallery. A new contemporary underground build-
ing is added for modern exhibitions. Both buildings are 
connected below ground.
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HISTORICAL AND MILITARY MUSEUM OF CHILE

Architect: Jaime Migone y Asociados 
Location: Former Military School of Chile, Santiago 
Area: 12.500 m2  
Year: 2003
© Photographs: Jaime Migone
 
The old Military School of Chile is destroyed by a fire, 
the perimeter walls remain standing. The project con-
sists in restoring the existing and reconstructing the 
missing, but with contemporary technology. A historical 
image is maintained from afar, as the great urban value 
of the monument, but it is understood that it is a new 
building when approaching it. 

Intervention in the pre-existing architecture | Dr. Arch. J. M. RettigInput: Guest lectures



D.- APPROXIMATION BY SIMILARITIES 

In the development of the projects, at the professional level, we have had extensive 
experience in the field of performances in Built Heritage. In them we have been 
presented with multiple cases of adequacy of public buildings to the current 
regulations. One of the main problems encountered has been to solve the universal 
accessibility of buildings for proper use. 

In the moment of facing the first decisions, always conditioned by the existing 
building, we have found problems indurating the projects. Trying not to read the 
performance as a messy addition, without judgment, is one of the aspects discussed 
in this presentation. 

We have tried to correlate decisions and project solutions with nature. Specifically, 
with animals. Hence this image game, which includes seven solutions adopted in 
projects in the last fifteen years. 

  

The main idea on which we base the projects discussed here was related to these 
seven animals, by various characteristics, both formal and of character: 

• Cat: softness, agility, warmth. 

• Snake: sinuousness, dynamism, color and texture. 

• Royal Eagle: Majesty, wingspan, coverage. 

• Orangutan: roundness, strength, simplicity. 

• Mole: Underground, darkness, introspection. 

• Crocodile: linearity, texture, relationship to water. 

• Elephant: verticality, presence, alivity. 
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Visiting Professor
Universidad Politécnica de Madrid | Madrid | Spain

Questions concerning to intervention on buildings are 
discussed, attempting to define a methodological and 
documental approach to be used in the architectonical 
design. Going to understand the behaviour of the build-
ing, and special needs of the intervention, architects are 
looking for tools to begin this process. In this procedure, 
an important conflict between architectonical, construc-
tive and sculptural dialectics arises.
The methodology aims to define the criteria to perform 
the design tools to intervene on historical buildings to 
support the drafting of accessibility improvement proj-
ects. Facing the study of a surface in an already built 
and consolidated environment, it is necessary to formu-
late a method that allows its analysis and diagnosis on 
an efficient and standardized way.
Another point of view is taken, when our building is a 
Heritage one. Language and technics are main items 
in this game. Work has been done on these ways, to 
present a possibility in which all of the problems can be 
found. An extrapolation is performed with actual exam-
ples of importance, some concrete solutions for a gen-
eral methodology applicable to similar buildings.
Historical buildings are the public space by excel-

lence, the places where a significant part of the city life 
is developed, and should therefore be preserved and 
adapted to the use and enjoyment of its inhabitants and 
visitors, with independence of their capabilities (Juncá 
Ubierna, J.A., 2008), consequently accessibility is par-
ticularly relevant, as projects should protect the environ-
ment and promote social justice (Herazo, B., Lizarralde, 
G., 2016). 
It is important to emphasize that accessibility, togeth-
er with the concepts of equity, legitimacy, participation, 
cultural identity and institutional stability is one of the 
essential conditions to ensure the Social Sustainability 
(Giacometti, V., 2016). Research considering sustain-
ability in the built environment has largely focused on 
technical performance, pollution reduction and energy 
gains, and insufficient attention has been paid to the so-
cial aspects of the sustainable development triad (Hera-
zo, B., Lizarralde, G., 2016).

Universal accessibility covers the areas of buildings, 
roads and public spaces, parks and gardens, natural 
environment, transportation, signalling, communication 
and provision of public services (Juncà Ubierna, 2005). 
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It consists on planning, design, construct, rehabilitate 
and preserve the environment considering the needs 
and requirements of any person regardless of their age, 
circumstances or abilities, given that environmental bar-
riers can effect on a transitional basis to any citizen due 
to certain circumstances.

B. CONCEPTS

The preservation of the Heritage does not simply imply 
the permanence of the matter of the goods that make up 
it, but must first and foremost entail the preservation of 
a set of values which ultimately justify its significance, 
for while some others, such as historical, symbolic or af-
fective, are to a greater or lesser extent immaterial, but 
are no less important when considering them as goods 
of the community.

Any property protection must therefore be based on 
identifying these values, as a step prior to any other ac-
tion. Hence the importance of a research strategy on 
heritage irrespective of the specific interventions that 
need to be carried out at any given time. This effort to 
know must always be open and enriched constantly, 
because with this we increase the very importance of 
good.

This conception of conservation inevitably leads us to 
the need for heritage research from an interdisciplinary 
perspective, which does not involve only the interven-
tion of different professionals with different points of 
view and with applications methodological, but above 
all of a comprehensive and convergent conception to-
wards that common goal of identifying the inherent val-
ues and seeking the means for their preservation. We 
can say that the basis and the guarantee of good pro-
tection of heritage is the proper knowledge of it. We will 
specifically call interventions for any modification to a 

material good, whether object, site or place, building, 
property structure or natural resource.

B.1 DIRECT INTERVENTIONS

We can define as direct interventions those neces-
sary for the value of the heritage or conduct of relevant 
studies. These will be of a certain magnitude and will 
influence the constructive, functional and architectural 
reality of it.

Restoration
Any direct intervention to restore the readability of a 
property, facilitate understanding or enhancing the val-
ue of its historic/artistic contents and preserve for the 
future, from a monument to a historical site.

Rehabilitation
Synonymous terms, regarding one kind of restoration 
that seeks to adapt the asset to an end, which has 
been deprived of its functionality. Measures are taken 
to satisfy the contemporary needs, to achieve is reuse. 
Therefore, it is an intervention which aims the resto-
ration of the building but placing special emphasis in 
the allocation of new uses and its update.

Reconstruction
Intervention that seeks to rebuild the existing proper-
ty after its demolition or disappearance or parts of not 
unitary the same, even correcting defects. They are 
exceptional procedures running in certain historical cir-
cumstances and as a result of traumatic events: fire, 
wars, natural disasters.

Refurbishment
Type of intervention that seeks the suitability of the prop-
erty for other use than housing. It can be associated 
with a restoration, or conservation, in order to prevent 
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degradation processes, even with interior alteration. In 
the latter case it would be a remodelling, reorganizing 
the function and modifying elements of structure.

Urban planning
Intervention in an historical site through general, partial 
or sectorial plans, for their functional restructuring and 
road realignment, making compatible the current uses 
with the ancient.

Urban remodelling
Interventions aimed at transforming an urban organism 
through operations that may lead to a different than the 
previous one. It is an exceptional performance, justified 
to improve the relations of the historical centre with the 
territory or prevent a degrading use of it.

B.2 INDIRECT INTERVENTIONS

We will call indirect ones those, which even if they relate 
to the Good do not imply substantial changes in their 
nature or are only normative in nature.

Conservation
Any measure that does not involve direct work inter-
vention, even where it involves monuments to remain 
unused. It is the minimum intervention and it can range 
from the architectural item to the urban environment, 
in order to extend and maintain if possible, the mate-
rials that constitute it. They are operations that involve 
knowledge and analysis, prevention, control and main-
tenance, and can be applied from an architectural asset 
to an environmental asset.

Protection
It is one of the essential measures for the preventive 
conservation of cultural assets, even if its mechanisms 
are immaterial, in term of legal standards, preparation of 

catalogues and inventories.

C. DEFINITION

According to the RAE (Spanish Royal Academy) the 
two keywords that contain the title of this presentation 
have the following meanings:

Strategy
1. Art of directing military operations
2. Mat. In an adjustable process, a set of rules that al-
ways ensure an optimal decision.

We propose strategies in our projects, obviously, to ob-
tain optimal results, controlling the processes of inven-
tion and development of the work.

Accessibility
1. Accessible quality.
2. Accessible. Easy access or deal.

Accessibility in the Academy is defined as “accessible 
quality”, so we must deepen the definition of accessible. 
The term ease appears intrinsically linked to Accessi-
bility.

D. APPROXIMATION BY SIMILARITIES

In the development of the projects, at the professional 
level, we have had extensive experience in the field of 
performances in Built Heritage. In them we have been 
presented with multiple cases of adequacy of public 
buildings to the current regulations. One of the main 
problems encountered has been to solve the universal 
accessibility of buildings for proper use.
In the moment of facing the first decisions, always con-
ditioned by the existing building, we have found prob-
lems indurating the projects. Trying not to read the per-
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Fig. 1: Snake Fig. 2: Elephant

Fig. 5: MoleFig. 4: Cat

Fig. 6: OrangutanFig. 3: Crocodile Fig. 7: Royal Eagle

43

formance as a messy addition, without judgment, is one 
of the aspects discussed in this presentation.
We have tried to correlate decisions and project solu-
tions with nature. Specifically, with animals. Hence this 
image game, which includes seven solutions adopted in 
projects in the last fifteen years.

The main idea on which we base the projects discussed 
here was related to these seven animals, by various 
characteristics, both formal and of character:

Snake: sinuousness, dynamism, color & texture (Fig. 1)

Elephant: verticality, presence, alivity (Fig. 2)

Crocodile: linearity, texture, relationship water (Fig. 3)

Cat: softness, agility, warmth (Fig. 4)

Mole: Underground, darkness, introspection (Fig. 5)

Orangutan: roundness, strength, simplicity (Fig. 6)

Royal Eagle: Majesty, wingspan, coverage (Fig. 7)

The projects presented in this presentation have differ-
ent scopes and sizes. Some are national or internation-
al competitions, and other government contracts. Three 
of them are developed at the execution level and pend-
ing their construction. The projects chosen have been 
as follows:

1. Adaptation to people with reduced mobility in the 
room “Reproduction of the Altamira Cave”. Museo Ar-
queológico Nacional, Madrid (Fig. 9)

2. Study of normative adequacy of the headquarters of 
the Colegio de Médicos, Madrid (Fig. 11)
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• Competition for the rehabilitation of the Museo “Casa de las Veletas”.-
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• Competition for museum in the Ruins of the Castle of Montiel.-Murcia. 

• Competition for the National Ethnographic Museum. Teruel. 

• Competition for the Museum of the “Baluarte de la bandera”.-Ceuta. 

• Suitable for people with reduced mobility of the House of Culture.-Collado 
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Fig. 8: Baluarte de La Bandera, Ceuta

Fig. 9: Museo Arqueológico Nacional, Madrid
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3. Competition for the rehabilitation of the Museo de 
Cáceres, Cáceres (Fig. 10)

4. Competition for museum in the Ruins of the Castle 
of Montiel, Murcia (Fig. 12)

5. Competition for the National Ethnographic Muse-
um, Teruel (Fig. 14)

6. Competition for the Museum of the Baluarte de La 
Bandera, Ceuta (Fig. 8)

7. Suitable for people with reduced mobility of the 
House of Culture, Collado Villalba, Madrid (Fig. 13)

In all of them a common thread related to the qualities, 
formality or characteristics of the animals mentioned 
above has been carried:
Which is which? (Solusion on page 46-47)

E. CONCLUSION

With the crocodile and the orangutan
Two little snakes and the Royal Eagle
The cat, the mole, the elephant is not missing any
You just don’t see the two picoses.

NO STRATEGY
There is no strategy possible, all this is just a game.

References:
estrategia@museoaccesible.com
E. Martínez Sierra (*), A Sánchez Corrochano (*)
Keywords: strategy, accessibility, cultural heritage, in-
tervention. (*) Universidad Politécnica de Madrid | De-
partamento de Estructuras y Física de la | Edificación 
(Madrid, España) | Corresponding author: enriquemarti-
nezsierra@gmail.com

Fig. 10: Museo de Cáceres, Cáceres

Fig. 11: Colegio de Médicos, Madrid
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national or international competitions, and other government contracts. Three of 
them are developed at the execution level and pending their construction. 

The projects chosen have been as follows: 

• Adaptation to people with reduced mobility in the room "Reproduction of the 
Altamira Cave". National Archaeological Museum of Madrid. Man. 
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Fig. 12: National Archaeológical Museum, Madrid

Fig. 14: National Archaeológical Museum, Madrid

Fig. 13: House of Culture, Collado Villalba, Madrid
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D.- APPROXIMATION BY SIMILARITIES 

In the development of the projects, at the professional level, we have had extensive 
experience in the field of performances in Built Heritage. In them we have been 
presented with multiple cases of adequacy of public buildings to the current 
regulations. One of the main problems encountered has been to solve the universal 
accessibility of buildings for proper use. 

In the moment of facing the first decisions, always conditioned by the existing 
building, we have found problems indurating the projects. Trying not to read the 
performance as a messy addition, without judgment, is one of the aspects discussed 
in this presentation. 

We have tried to correlate decisions and project solutions with nature. Specifically, 
with animals. Hence this image game, which includes seven solutions adopted in 
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Fig. 6: Orangutan Fig. 14: National Archaeológical Museum, Madrid

Fig. 3: Crocodile Fig. 8: Baluarte de La Bandera, Ceuta

Fig. 7: Royal Eagle Fig. 12: National Archaeológical Museum, Madrid

47Museums – Strategy & Accessibility | E. Martinez Sierra | Universidad Politécnica de Madrid | Spain

  

The projects presented in this presentation have different scopes and sizes. Some are 
national or international competitions, and other government contracts. Three of 
them are developed at the execution level and pending their construction. 

The projects chosen have been as follows: 

• Adaptation to people with reduced mobility in the room "Reproduction of the 
Altamira Cave". National Archaeological Museum of Madrid. Man. 

• Study of normative adequacy of the headquarters of the Royal College of 
Medical. Madrid. 

• Competition for the rehabilitation of the Museo “Casa de las Veletas”.-
Cáceres. 

• Competition for museum in the Ruins of the Castle of Montiel.-Murcia. 

• Competition for the National Ethnographic Museum. Teruel. 

• Competition for the Museum of the “Baluarte de la bandera”.-Ceuta. 

• Suitable for people with reduced mobility of the House of Culture.-Collado 
Villalba, Madrid. 

In all of them a common thread related to the qualities, formality or characteristics 
of the animals mentioned above has been carried: 

Which is which? 

  

The projects presented in this presentation have different scopes and sizes. Some are 
national or international competitions, and other government contracts. Three of 
them are developed at the execution level and pending their construction. 

The projects chosen have been as follows: 

• Adaptation to people with reduced mobility in the room "Reproduction of the 
Altamira Cave". National Archaeological Museum of Madrid. Man. 

• Study of normative adequacy of the headquarters of the Royal College of 
Medical. Madrid. 

• Competition for the rehabilitation of the Museo “Casa de las Veletas”.-
Cáceres. 

• Competition for museum in the Ruins of the Castle of Montiel.-Murcia. 

• Competition for the National Ethnographic Museum. Teruel. 

• Competition for the Museum of the “Baluarte de la bandera”.-Ceuta. 

• Suitable for people with reduced mobility of the House of Culture.-Collado 
Villalba, Madrid. 

In all of them a common thread related to the qualities, formality or characteristics 
of the animals mentioned above has been carried: 

Which is which? 

D.- APPROXIMATION BY SIMILARITIES 

In the development of the projects, at the professional level, we have had extensive 
experience in the field of performances in Built Heritage. In them we have been 
presented with multiple cases of adequacy of public buildings to the current 
regulations. One of the main problems encountered has been to solve the universal 
accessibility of buildings for proper use. 

In the moment of facing the first decisions, always conditioned by the existing 
building, we have found problems indurating the projects. Trying not to read the 
performance as a messy addition, without judgment, is one of the aspects discussed 
in this presentation. 

We have tried to correlate decisions and project solutions with nature. Specifically, 
with animals. Hence this image game, which includes seven solutions adopted in 
projects in the last fifteen years. 

  

The main idea on which we base the projects discussed here was related to these 
seven animals, by various characteristics, both formal and of character: 

• Cat: softness, agility, warmth. 

• Snake: sinuousness, dynamism, color and texture. 

• Royal Eagle: Majesty, wingspan, coverage. 

• Orangutan: roundness, strength, simplicity. 

• Mole: Underground, darkness, introspection. 

• Crocodile: linearity, texture, relationship to water. 

• Elephant: verticality, presence, alivity. 
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In the society of the Third Millennium there are some 
topics that have to be faced by architects and engi-
neers: the soil consumption, the use of renewable ener-
gy, the immigration and the security, but there is also the 
big challenge of the inclusion of people with disabilities, 
the “third nation of the world” as the Italian researcher 
Matteo Schianchi (Bicocca University) wrote in 2012.

In 2006 the UN Convention on the Rights of Persons 
with Disabilities was published, defining a new ap-
proach about the “disability”; first of all, in the preamble, 
the Convention defines the disability not as a character 
of a person, but as the result of the interaction between 
a person in a place in a specific moment. This means 
that everybody can become a person with disability if 
the environment, in which he/she lives, moves, studies, 
works, etc., is not designed in order to satisfy the differ-
ent needs.
The UN Convention concerns all the phases of the life 
(childhood, adolescence, mature and old age) and the 
50 articles underline the importance of the indepen-
dence, safety and inclusion in the decision process of 
all the activities that involves persons with disabilities. 

It is not a technical document, there are no solutions or 
dimensions to apply in buildings or in urban spaces, but 
it expresses the new sentiment that has to be applied to 
guarantee the full and real participation in the society.
The Article n. 30 of the Convention is specific about the 
cultural life and not only: Participation in cultural life, 
recreation, leisure and sport. Its subparagraph (c) in-
vites to implement the necessary measures so that peo-
ple with disabilities “enjoy access to places for cultural 
performances or services such as theatres, museums, 
cinemas, libraries and tourism services, and, as far as 
possible, enjoy access to monuments and sites import-
ant for national cultural importance”.

This Convention became a law in Italy and in Germany 
in 2009, in Chile and in Spain in 2008. So the profes-
sionals involved in the design process and in the con-
struction of buildings and towns have to consider the 
Convention when they think about the solutions they 
want to realise in the new constructions and also in the 
restoration or reuse projects: as Oscar Niemeyer says 
“Designers have to realize the best environment for the 
mankind”.
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Through the last 50 years the design approach has 
changed several times:

 -  before the Seventies of the XX Century no attention 
was payed to realize projects accessible and usable 
by everybody;

 -  between the Seventies and the Eighties there was a 
new attention in order to overcome barriers in the built 
environment (with a large attention for persons with 
physical impairments but ignoring sensorial and men-
tal disabilities);

 -  in the Nineties the principles of the Universal Design 
(one solution for all) were applied, especially in new 
constructions;

 -  at the beginning of the XXI Century, a new approach 
started, defined by the International Classification of 
Functioning - ICF model, that underlines for the first 
time the concept of “activity” instead of the “impair-
ments”, highlighting the strict dependence of disability 
on the contextual factors in which the person lives. 
This “bio-psycho-social” approach is remarked in the 
UN Convention on the Rights of Persons with Disabil-
ities (2006), underlining that the “health conditions” of 
any person, at any time of life, can turn into “disabling 
conditions” if contextualized in an unfavourable envi-
ronment. This means that it is time to realize “inclu-
sive” environments, able to respect and valorise the 
environment and the different abilities of the persons.

Inclusive Design: a new approach to satisfy the dif-
ferent needs of the users

We are living in a world characterized by the “globaliza-
tion”, that means a lot of things, i.e. the idea to buy or 
to eat in the same way we do in our country also when 
we are far thousands kms from home; but the most im-
portant thing is the opportunity to move from a coun-
try to another in a short time and simply. The low-cost 

air companies, the high-speed trains and several new 
transportation systems allow millions persons to visit, 
to work and to live in different countries. The result is a 
multicultural society, with persons with different back-
ground living together, sharing the same places.
So the inclusive design is an approach that architects 
and engineers have to follow in order to realize build-
ings and urban spaces where persons can satisfy their 
needs, safely and independently. When a new project 
starts it is important to put the requests of accessibility 
and usability on the same level of the structural, dis-
tributive and facilities purposes in order to improve the 
social integration and to answer to the complex society 
of the third millennium. The inclusive design enables 
people with dissimilar characteristics to use the building 
(or the urban environment) in a variety of different set-
tings. It is important to create different ways for people 
to participate in an experience and to use a space.
The principles of the inclusive design are:

 -  provide comparable experience – ensure that the in-
terface provides a comparable experience for all, so 
people can accomplish tasks in a way that suits their 
needs without undermining the quality of the content;

 -  consider situation – people use the interface in dif-
ferent situation; make sure chosen interface delivers 
a valuable experience to people regardless of their 
circumstances;

 -  be consistent – use familiar conventions and apply 
them consistently;

 -  give control – ensure people are in control. People 
should be able to access and interact with content in 
their preferred way;

 -  offer choice – consider providing different ways for 
people to complete tasks, especially those that are 
complex or not standard;

 -  prioritise content – help users focus on core task, fea-
tures and information by prioritising them within the 
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content and lay-out;
 -  add value – consider the value of features and how 

they improve the experience for different users.

Thinking about a museum, the inclusive design ap-
proach asks to make sure that the building (and its en-
vironment around) and the content can reach every per-
son, in its entirely and without exceptions. It means that 
the museum and the collections have to be enjoyed by 
visitors, whether in a wheelchair or on foot, with visual 
impairment or whether suffering from neurological dis-
order. Inclusive design must bear in mind of such vari-
ables as age, cultural knowledge and traditions, which 
will be different for every visitor. It is easy to understand 
that an 8-year old child does not share the same needs 
of a 75-year old woman, but an inclusive museum must 
speak to both equally.
It is possible to divide the topic for the design of an inclu-
sive museum in two different categories, one concern-
ing the building (and its environment) and one the exhi-
bition and the preserved collections. About the building 
it has to be considered:

 -  how to reach the building;
 -  the entrances;
 -  the wayfinding system and maps;
 -  horizontal distribution;
 -  vertical distribution.

Considering the collections, it is important to design aids 
able to enrich the experience of visiting the museum:

 -  touching models;
 -  braille guides and books;
 -  multimedia technologies.

Every topic named above may be examined and de-
scribed with pages and examples; in this paper, the 

purpose is to show the main aspects of each element 
that has to be considered in order to realize an inclusive 
museum and some solutions adopted by the University 
of Pavia for its Museums. Later the reader can study the 
most important subject for his project, also considering 
the different type of collections and the different cultural 
aim of the museum.

The Building

An “inclusive” Museum works only if it can be easily and 
safely reached by the visitors. This does not mean that 
the environment around the museum has to be a park-
ing or that it has to be plan and paved with asphalt: if 
the museum is an historical building located in the city 
centre, the original pavement has to be preserved to 
maintain the memory of the old town. It is important to 
insert all the aids that can help people to understand 
that they are arriving to the Museum: signs (vertical and 
horizontal), lights, maps have to be set guiding the per-
sons to the entrance of the Museum, giving information 
also about the building and its history, as in the culture 
of the Third Millennium often the ancient construction 
is virtuous. It can be useful to realize tactile maps in 
order to describe the building and the neighbourhood to 
explain the relationship between the Museum and the 
town; it is important to realize pavement with different 
materials to underline slopes and steps, creating differ-
ent path that people can use according to their abilities 
and forces. The entrances (with automatic doors) have 
to be identified clearly, without steps and with the right 
lights in order to understand well the difference between 
outdoor and indoor, so that the persons can have the 
right feeling about where they are. The ticket office, the 
coatroom, the restrooms, the cafeteria and the shop (if 
the last two are included) have to be identified immedi-
ately so that people can organize their approach to visit, 
considering their needs.

Cultural Heritage and Museum | Prof. A. Greco
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To help people to understand the Museum can be useful 
to put in the entrance a 3D map, that can be read effort-
lessly from persons of different ages and abilities. The 
University of Pavia applied two different type of tactile 
maps for its Museums:

 - in the Main Building of the University (a XIII Century 
construction in the downtown) where there is History 
Museum of the University, a tactile map (40 x 50 cm) 
is located close to the entrance to the Museum; it is 
made by aluminum, strictly on scale, showing the ge-
ometry and the morphology of the interior; it is set at 
90 cm from the floor and this height is not arbitrary but 
allows also children to observe and touch the maps; 
the fact that it is on an inclined plane not only facili-
tates the touch by blind people, but also the frontal 
approach by a person on the wheelchair. The map 
shows the fixed furniture inside the Museum and is 
completed by a key in Braille characters and letters 
in relief;

 - for the Museum of Electrical Technologies (a XX Cen-
tury building near the Scientific Campus of the Uni-
versity, in the north-western district of Pavia) a map 
in scale 1:200 was realized with a 3D printer with the 
FDM Technology that involves the use of thermoplas-
tic filaments, pushed through a heated extruder and a 
small nozzle by tractor wheels and deployed following 
a path that designs each slice of the 3D virtual model. 
The map (59.4 x 57.6 cm) is composed by 16 tiles, 
perfectly matched and fixed on a uniform base; it is 
put on a steel inclined lectern, with minimum height 
80 cm and maximum height 95 cm. Again, this select-
ed inclined position allows its easy tactile fruition for 
everybody.

The first map was realized in 2013 while the second one 
was set in 2017. The new technology can be applied 

for indoor maps, it is cheaper but, more than anything, 
guarantees flexibility in the future because each tile can 
be reprinted and replaced if something changes in the 
Museum, while in the other case the whole map has to 
be remodeled. Dealing with the distribution, both hori-
zon

Fig. 1: The Tactile Map for the History Museum of the University of 
Pavia, designed by the Research Group of the Department of Civil En-
gineering and Architecture of the University of Pavia with the support 
by Federico Zonca (blind since he was twenty years old), CEO of Hap-
pyvision a company that produces tactile maps. (Photo by Alessandro 
Greco)
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zontal and vertical, some principles have to be con-
sidered in order to realize an inclusive Museum: every 
height changes of the floor must be undoubtedly identi-
fied and different solutions to overcome them have to be 
arranged so that the users can cherry-pick the best for 
their abilities; mechanical aids have to put only when it 
is strictly needed; in very large Museum, seats and aids 
to rest have to be placed in order to offer a chance to 
stop and relax during the visit.

The Collections

It is important to guarantee to all visitors a great experi-
ence during their staying in a Museum. Obviously, this 
depends by the type of collections, the mission of the 
Museum and the kind of visitors. Nowadays there are 
a lot of technologies that can be applied in order to en-
large the experience in a Museum: architects and engi-
neers have to explore all the chance that the innovative 
tools offer, considering that an inclusive experience is 
required in our multicultural and complex society. There 
are a lot of examples that can be used as reference:

 - the “Elizabeth Morse Touch Gallery” at the Modern 
Wing of the Art Institute of Chicago (USA), specifically 
designed for visually impaired visitors but available to 
all; the Touch Gallery exhibits several sculptures from 
different time periods and places of origin accompa-
nied by text panels and labels presented in both large 
type and Braille. Labels were written with the assis-
tance of a blind consultant; through touch visitors can 
discover the facial expression, accessories, and style 
of dress as well as discern an artwork’s form, scale, 
temperature and texture in ways that sight cannot 
provide;

 - the Natural History Museum in London (England) of-
fers a lot of touch screen and videos to make the visi-

Cultural Heritage and Museum | Prof. A. Greco

Fig. 2: The Tactile Map for the Museum of Electrical Technologies of 
the University of Pavia, designed by the Research Group of the Depart-
ment of Civil Engineering and Architecture of the University of Pavia; 
in this case the consultation was by Nicola Stilla, regional President of 
the UICI (National Association of Blind Persons). (Photo by Valentina 
Giacometti)
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tors immersing themselves in the wildlife, hearing the 
animals’ call and watching how they move in their nat-
ural setting; these technologies are spread in different 
rooms to create an inclusive route and there is also a 
space with a large collections of pieces that personas 
are invited to touch, to understand the morphological 
characters of skulls and fossils;

 - the Victoria and Albert Museum in London (England) 
has some braille books to explains a part of the col-
lection, such as the Architectural one, where there 
are monumental plaster carts, large scale architec-
tural fragments and entire historic rooms, as well as 
models, drawings and sketchbooks by British and 
international architects, from the XV Century to the 
present day;

 - the Lavazza Museum in Torino (Italy), dedicated to 
the history of coffee and of the prestigious Italian 
Company shows a mix of multimedia and interactive 
aids and a taste of coffee before to end the visit so 
that all the senses are involved, not only sight, hear-
ing, smell and touch.

These are only some examples, but they show how 
many chances there are to create an inclusive environ-
ment where the visitors can live a full experience in the 
culture. It is important to remember that the collections 
have to be supported by additional spaces and services 
(cafeteria, shop, restrooms, green areas, etc.) in which 
the principles of inclusive design have to be applied in 
the same way and with materials that can help persons 
to move safe and independent. To reach a real inclusive 
project it is important to maintain a full vision of all the 
areas of the Museum, considering all the spaces and 
the functions as tile of a complex “machine” able to pro-
duce and share culture and knowledge.

Fig. 3: A ramp and a stair in the same place to overcome a different 
height in the Modern Wing of the Art Institute in Chicago: visitors can 
choose the solution they prefer in order to move. (Photo by Alessandro 
Greco)

Fig. 4: One of the multiumedia aids in the Natural History Museum: the 
dimension and the shape are designed in a way that allow an inclusive 
use. (Photo by Alessandro Greco)
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Conclusion

To apply the principles of the inclusive design may be 
simple when a new museum has to be created, but it 
may be not so easy if the aim is to insert a museum 
in an existing building, where the needs of realizing an 
inclusive environments have to be related with the in-
stances of conservation and valorization of the cultural 
heritage represented by an historical building. It can be 
undoubtedly understood that not all the technologies 
and solutions can be applied for not destroying the cul-
tural meaning of the building and its environment, but 
architects and engineers have to work hard to reach the 
right balance between inclusion and enhancement of 
the historical site. In any case, some principles have to 
be respected:

 - awareness of the mission we have and of the value of 
the existing building; as engineers and architects, we 
have a responsibility towards the society we live in: 
we have to improve the quality and the safety of the 
environment, finding the right answers to the needs 
that people express; moreover we have to know the 
value of the building we are working on, choosing ma-
terial, distributive and technological solutions as final 
synthesis of a knowledge and design process;

 - reversibility of the solutions; this means that solutions 
to overcome different heights must be removed if the 
route changes or new technologies can help to live 
the spatial experience in a different way. At the same 
time, tactile maps and braille books can be removed 
if an app can guide blind persons to discover the col-
lections in the museum;

 - honest design, declaring the new solutions and aids 
inserted in the building, using material different from 
the local ones or applying them with new technologies 

in order to underline they are not original; the respect 
of the construction is important to preserve the cultur-
al value and the memory;

 - new technologies have to be applied to make the cul-
tural experience in the museum authentic inclusive to 
all visitors, helping them to find the best way to enjoy 
the building and the collections

But the most important rule is to apply the inclusive ap-
proach at the beginning of the design process, involving 
different expertise to face all the focuses that have to 
be solved. If this does not happen the risk is to make 
some horrible mistakes where design solutions are not 
checked and become difficulties that can be dangerous 
for weak users.
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About the concept

The Outdoor Museum of Gießen is a new way 
to live the museum: it is an open museum and 
it includes the Oberhessiches Museum. 
OMG is an experience, it is not just following 
a path, it is a walk that no one will forget. The 
streets and the squares become part of the 
museum itself, the corridors and the rooms. 
But they are not only what we understand as 
simple corridors or rooms, they are alive, they 
are full of senses, knowledge, history and art. 
The OMG route is composed by a path with 
rooms where you can live different experien-
ces and emotions. 

Why the colour orange?

Orange is warming, relaxing and friendly. It 
transmits energy for celebration and popular 
events. Moreover, it promotes adventure and 
social communication and enhances stimulati-
on for children learning.

OHM interactive info point

The OHM info-point element (r.) is a small 
structure designed for people to interact with 
it. It has different heights for different forms of 
using it. There is a medium height where mo-
dels of the city are placed and where wheel-
chairs can access from the sides.
It also has a higher part that provides a cover 
from the rain and under which people can en-
ter and read the show information. 
The element is movable and made by sheet of 
orange colored light concrete. 

Fig. 1: Sideplan of the OMG-concept
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OMG route

1      OMG Square
2      The History Passage
3-4   Altes Schloss for everybody
5      MM Square
6      The Arcade Passage
7      Kids Museum at Lindenplatz

Fig. 2: Sideplan of the OMG-concept with the seven stations.

Fig. 3: Kids Museum at LindenplatzSection Kids Museum

Plan Kids Museum
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The OMG square is the main historical square, it is the  
core of the city and shows its history.
The square is the first stop of the route. From there, you 
can start the route by going into the Oberhessiches Mu-
seum buildings and getting to know the history of Gie-
ßen. It is an open space for meeting, chilling and also 
for events, as the sitting elements are moveable.
The OMG path follows the footprint of the old church 
that occupied the place in the past guiding the way to-
wards the next room of the outdoor museum.

Section Entrace Museum Plant Entrade Museum

E n t r a c e M u s e u m

Fig. 5: Floor plan of the Oberhessiches Museum

Fig. 4: Section | Entrance to the Oberhessisches Museum

The OMG Square

Section Entrace Museum Plant Entrade Museum

E n t r a c e M u s e u m
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Fig. 4: Section | Entrance to the Oberhessisches Museum
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The axes that connects the two main existing buildings 
of the Oberhessisches Museum is the seed of the pro-
ject. It represents the passage of the history of Gießen, 
showing along the way pictures, objects and stories of 
the city. These elements are placed in the buried boxes 
that the walker follows from above while walking.
The path is composed by the OMG paving that combi-
nes sitting space, walking space and vegetation.

P r i n c i p a l  A x i s

Section Principal Axis Plant Principal Axis

The History Passage

OMG
Outdoor Museum Gieβen

Danke / Gracias / Grazie
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Fig. 6: Sideplan of the OMG-concept | Focus: The History Passage
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P r i n c i p a l  A x i s

Section Principal Axis Plant Principal Axis

Fig. 8: Section Arcade Passage

Fig. 7: Longitudinal Section 

Longitudinal Section

Plan Altes Schloss for everybody

OMG - Outdoor Museum Gießen | Group Rhyme
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The space in front of the Altes Schloss is trasformed. 
The floor goes fluently up to the entrance door of the 
Altes Schloss and down towards the new Altes Schloss 
park in the side. The OMG milestone shows the location 
of the user and information about the spaces around. 
A green space provides a place for laying down, rela-
xing, doing picnic or just feeling the nature.
The MM square is the Market-Museum square. The 
market becomes part of the museum, but not only the 

outdoor market days when the food trucks can place 
their stands along the square, but also with the new 
Market-Museum building.
The ex-dead space at the side of the Altes Schloss suf-
fers a revival. It becomes a new meeting place, a social 
area where space for exhibition is  also provided. 
Together with the bar in front of it and with the entrance 
to the botanical garden, the park becomes a cozy res-
ting space of the route.

Altes Schloss for everybody
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Longitudinal Section

Plan Altes Schloss for everybody

Section Entrace Museum

Plan Entrade Museum

Section Entrace Museum

Plan Entrade Museum

Fig. 9: Section Entrance Museum

Fig. 10: Floor plan of the museum

Fig. 11: Floorplan of the Altes Schloss

OMG - Outdoor Museum Gießen | Group Rhyme
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Marktlaubenstraße becomes alive as a room of the Out-
door Museum of Gießen. The underused arcade space 
becomes a marvelous exhibition place for temporal ex-
positions. Artworks are placed through the arcade that 
can be crossed inside and also seen from the street as 
a cultural walk. In the other side of the street the old 
pictures of the city give an image of how it was in the 
past while you walk along the path. The path is also 
combined with showcase boxed that can be seen from 

above. The pavement take the green along the street 
and provides sitting spaces for resting which can be mo-
ved if necessary. 
The old Lindenplatz becomes a new room of the Out-
door Museum, the museum for children. It is an inter-
active space with cultural content directed to kids. The 
space is created by a circular element that changes 
height in order to provide spots for exhibiting, learning, 
sitting, playing or laying down. The Arcade passage

The Arcade Passage
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Fig. 12: The Arcade Passage
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Section Arcade Passage Plant Arcade Passage

P r i n c i p a l  A x i s

Fig. 14: Section Arcade Passage

Fig. 13: Sideplan of the OMG-concept | Focus: The Arcade Passage

The Arcade passage

OMG - Outdoor Museum Gießen | Group Rhyme
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The concept of group Cozy is based on the idea of cor-
ridors, which connect the three different locations of 
the Oberhessisches Museum in Gießen. In addition to 
that, the corridors are characterized by forming a spiral, 
which starts at the Kirchenplatz as the highest point and 
then going down to Altes Schloss before it starts going 
up and back again through Marktlaubenstraße to Kirch-
enplatz. So, a circular museums path is formed which 
leads through the historical city center of Gießen. There 

are six stations along the museums way: Firstly, the 
Oberhessisches Museum with its new underground ex-
tension on the Kirchenplatz, which can be seen through 
a glass bottom. Then the Monument on the way to the 
Altes Schloss, which also has been extended by a new 
entrance. The next station is the Museum for Modern 
Farming, which is located right next to the Altes Schloss 
and Brandplatz. And finally there is the permanent mar-
ketplace with the food square at the end.

About the concept

Burggraben

AU
F

GOOD IDEA?
WE GOT TWO.

Fig. 1: Sideplan
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CORRIDORS

SPIRAL

Fig. 2 & 3: Spiral pictogram | Urban Section of the Cultural Corridor 

The Growing City | Group Cozy
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Fig. 4: Sideplan of the Kirchenplatz
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EXTENSION
OF
KIRCHENPLATZ
BUILDING COMPLEX

Fig. 6: Floor plan of the Oberhessisches Museum and the Kirchenplatz 

Fig. 5: Sections through the Oberhessisches Museum building and the Kirchenplatz extension

The Growing City | Group Cozy



74 Teamwork & Results The Growing City | Group Cozy

Fig. 7: Floor plan of the Altes Schloss and the Museum of Modern Farming
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Fig. 10: Section 2 | Museum of Modern Farming

Fig 9: Section 1 | Museum of Modern Farming

Fig. 8: West View (Brandplatz) | Museum of Modern Farming and the Altes Schloss
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Fig. 12: The Food Square

Fig. 11: Sideplan of the permanent Marketplace in the Marktlaubenstraße

The Growing City | Group Cozy

THE
PERMANENT
MARKETPLACE

AUF
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ROTER TEPPICH

SCALE 1:500

1 Oberhessisches Museum
2 Kirchenplatz
3 Kunststraße
4 Altes Schloss

5 Botanischer Garten
6 Kulturzentrum
7 Markthalle
8 Lindenplatz

LEGENDE
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Roter Teppich
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ROTER TEPPICH

SCALE 1:500

1 Oberhessisches Museum
2 Kirchenplatz
3 Kunststraße
4 Altes Schloss

5 Botanischer Garten
6 Kulturzentrum
7 Markthalle
8 Lindenplatz
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1  Oberhessisches Museum

2  Kirchenplatz

3  Art Axis

4  Altes Schloss

6  Covered Market Hall

Cultural Center    7

 Lindenplatz    5

Fig. 1: Sideplan showing the different stations of the concept

About the concept
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The concept of group Llama provides for a connection 
between the three locations of the Oberhessisches Mu-
seum (OHM) by a visible red axis, which can be inter-
preted as a welcoming red carpet or respectively as a 
Roter Teppich. These axis connects the two buildings at 
the Kirchenplatz (Leib’sches Haus & Wallenfels’sches 
Haus) with the Altes Schloss at the Brandplatz. 
Moreover, the group transforms the whole historical 
city center by redesigning existing squares or planning 

building extensions to offer visitors a wide range of ac-
tivities beyond the actual museum visit.
Basically, there are seven stations you can visit during 
your stay: Firstly, the OHM at the Kirchenplatz, then the 
Kirchenplatz itself, the Art Axis as a connecting element, 
the Altes Schloss, the Lindenplatz with the Covered 
Market Hall, which once had been the Marktlauben-
straße, and finally the Cultural Center at the edge of the 
old botanic garden.
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Fig. 2: Longitudinal section

Roter Teppich | Group Llama

New entrance situations

The entrance of the OHM (Fig. 4-6) 
and the Altes Schloss (Fig. 11-12) are 
located right in the line of sight of each 
other, connected by the Art Axis. Their 
entrances stand out through the res-
pective redish colour boxes, which lead 
right into the buildings. So, the boxes 
differ strongly from the existing archi-
tecture. The interiors of the OHM and 
the Altes Schloss have been restructu-
red, so that the ground floors now provi-
de a representative entrance area with 
cash desks, cloakrooms, shops with 
cafés and outdoor seating areas in the 
historical ambience.

Fig. 3: Pictogram of the connection between the OHM and the Altes Schloss Fig. 4: Entrance of the OHM, Kirchenplatz
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Figure 3: Axonometric view

Teamwork & Results Roter Teppich | Group Llama

1  Oberhessisches Museum

Groundfloor

Fig. 5: Floor plan of the OHM Fig. 6: Pictogram
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3  Art Axis

Longitudinal section

3  Art Axis

Longitudinal section
Fig. 8: Longitudinal section of the Art Axis

Fig. 7: Sideplan of the Art Axis
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Fig. 9: Art Axis | Examples for different types of use

Fig. 10: Art Axis | Examples for different types of use

Roter Teppich | Group Llama
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Altes Schloss  4 

Longitudinal section
Fig. 11: Section | Entrance of the Altes Schloss
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Fig. 12: Cultural center (l.) and Altes Schloss (r.)
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Fig. 13: Floor plan | Altes Schloss with its new entrance

Roter Teppich | Group Llama
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Fig. 15: Floor plan | Cultural Center at the Brandplatz

Teamwork & Results LUIGI | DAAD international summer school 2019

Fig. 14: Longitudinal Section | Cultural Center

89Roter Teppich | Group Llama

Fig. 17: Floor Plan | Covered Market Hall & Lindenplatz

Fig. 16: Longitudinal Section | Covered Market Hall & Lindenplatz
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Group Maze started their project with a detailed analy-
sis of the planning area (Fig. 2-5). They worked with the 
SWOT analysis (or SWOT matrix), which is a strategic 
planning technique to identify strengths, weaknesses, 
opportunities and threats of a project. Their results look 
as follows:

Strengths: 
• Function of the Brandplatz 
• Presence of the botanic garden
• Attractiveness of the botanical garden, castle and 

museums

Weakness: 
• Access for disabled people
• Parking lot at Brandplatz
• Existence of museums

Opportunities: 
• Connection between two museums and castle
• New unique urban space with box
• Transport connection

Threats: 
• Homeless people
• Parking lot

From the results obtained, the group developed the fol-
lowing concept: The whole planning area will be paved 
in a uniform way to show the connection between the 
buildings distributed in the historical city center. More-
over, they would offer seating facilities, likes benches, 
on the streets to the museums (Fig. 1).
For the buildings themselves there are new, connecting  
entry-boxes planned: They are transparent and thus of-
fer an unrestricted view of the historical facades behind 
them. You can find them right in front of the OHM and in 
front of the Altes Schloss.

Fig. 1: Schlossgasse showing the new concept of the pavement 

About the concept
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Fig. 2: Analysis | Urban furniture Fig. 3: Analysis | Surrounding uses

Fig. 5: Analysis | Traffic routesFig. 4: Analysis | Green and free spaces

Box[es] – Gießen in Schachteln | Group Maze
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Fig. 8: Section 2 | OHM Fig. 9: The new OHM-Entrance from the Kirchenplatz

Fig. 7: Section 1 | OHM

LUIGI | DAAD international summer school 2019Teamwork & Results

Fig. 6: Sideplan
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Fig. 11: View | The new OHM-Entrance from the Kirchenplatz

Fig. 10: Floor Plan | OHM

Box[es] – Gießen in Schachteln | Group Maze
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Fig. 12: First Floor | Old Castle extension

Fig. 14: Ground Floor | Old Castle extension

Fig. 13: Second Floor | Old Castle extension
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Fig 16: View | Altes Schloss and new museums extension at the Brandplatz

Fig. 15: Altes Schloss and entrance to the new museums extension at the Brandplatz

Box[es] – Gießen in Schachteln | Group Maze
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Historical Line
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About the concept 

The Historical Line wants to connect the three squares  
of the historical city center in a clear and transparent 
way by creating a cyclic path. It wants to involve visitors 
and citizens to walk around  in the center and to live 
it following a line marked by a different pavement and 
which creates well-defined directions. 

The path is reinforced by two new buildings, one that 
wants to give the two museums a new front and a new 
identity at the Kirchenplatz (Fig. 7) and one that accom-
panies the castle (Fig. 9-11) with new features such as 
a large auditorium, space for exhibitions, libraries and 
much more.
 
From this the project evolved according to three import-
ant keywords, which are: OLD, FILTER/CONNECTION 
and NEW. In order to connect and create larger connec-
tions between the new and the old buildings, the group 
has placed suspension and crossing filters between the 
two. The filters are recognizable by the use of glass and 
represent the passage from one to the other. 
The three squares are recognizable as they have a dif-
ferent flooring than the rest and each square includes 
the history line. Every square and every line tells a story 
and wants to remember the past and also include ele-
ments that are not entirely defined in it.
Kirchenplatz wants to include the forgotten tower and 
remember the traces of the old church.
Brandplatz wants to create a great connection between 
the castle, the new building and the botanical garden. 
Lindenplatz instead becomes the square of the water 
that thanks to the fountain gives birth to a water line that 
goes to connect to the real river placed in the botanical 
garden. 
All the rest is instead marked by the presence of seats 
and arcades that create the cyclic path.

Fig. 2: Perspektive of the Marktlaubenstraße

Fig. 1: Perspektive of the Marktlaubenstraße
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Fig. 4: Sideplan of the OHM-concept

Fig. 3: Pictograms showing the OHM-concept

Historical Line | Group Jail



102

Fig. 5: Floor plan of the OHM

Fig. 6: Perspektive of the Kirchenplatz
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Fig. 7: New entrance of the OHM at the Kirchenplatz

Fig. 8: Section of the new OHM entrance

Historical Line | Group Jail
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Fig. 9: Perspective of the new castle extension

Fig. 10: Altes Schloss with its extension
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Fig. 11: Floor plan of the Altes Schloss and its extension

Fig. 12: Pictograms

Historical Line | Group Jail
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