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 lat .  Deus ex Machina 

Engl ish ‘god from the machine’)  is  a plot 
device whereby a seemingly unsolvable 
problem in a story is suddenly and abrupt ly 
resolved by an unexpected and unl ikely 
occurrence.

I ts funct ion can be to resolve an otherwise 
i r resolvable plot  s i tuat ion,  to surpr ise the 
audience, to br ing the tale to a happy ending, 
or act  as a comedic device.

 
Deus ex Ma(s)china

Wordplay of  machina and dt .  Maschine 
(=engl .  machine)

A machine (or mechanical  device) is a 
mechanical  structure that  uses power to apply 
forces and control  movement to perform an 
intended act ion.

Given this occurrence a div ine character, 
what i f  th is occurrence l i teral ly were to be 
a machine? Or rather machines? Machines 
and the related possible large-scale job 
automat ion could potent ia l ly  resolve many 
social  and environmental  issues i f  i t  causes 
some major changes in pol i t ical  systems. 

When presuming so, what would l i fe look 
l ike for  people once they work s igni f icant ly 
less? And how could Archi tecture behave 
and change in order to uphold the posi t ive 
outcomes of  th is possible occurrence?
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In the anthropogenic wor ld c iv i l izat ion 
l ives in,  fu l l  of  advanced technologies and 
fascinat ing possibi l i t ies and advances, i t  has 
been possible for  humans to shape their  own 
world.  Qui te l i teral ly,  as shows the example 
of  the art i f ic ia l  is lands in the UEA, as an 
example.  But humanity doesn‘ t  a lways use i ts 
technologies to improve the wor ld and with 
the goal  of  the common wealth.  Technologies 
have of ten lead to destruct ion and sel f ish 
personal  interests.
But is the human populat ion also capable 
of  reducing global  warming and other major 
issues the planet and humanity are facing 
today? They certainly have the tools and 
machines to do so. But what i f  they also had 
the mindset? 

First ly,  th is work analyses current tendencies 
of  human populat ion and the planet Earth 
i tsel f ,  and -  by doing so -  argues on why a 
big work reduct ion might take place in the 
(near)  future – present ing di fferent major 
changes for human populat ion that have 
been considered “possible” and maybe less 
delusional  and hence can be considered 
“real ist ic” .  Then, a manifesto is presented, 
based on #ACCELERATE MANIFESTO for 
an Accelerat ionist  Pol i t ics,  f rom Srnicek 
and Wil l iams (2013) – in order to narrow 
down how this future should and could work, 
in order to create more speci f ic  concepts 
rather than just  a very open ideas for 
innumerous possible futures wi th more free 
t ime. Furthermore, i t  analyses how this could 
possibly affect  archi tecture,  society and l i fe 
in general .  I t  then presents archi tectural 
concepts for  th is k ind of  future wi th major 
focus on food product ion and how to make 
i t  more sustainable.  Nature should also play 
a major role in the work as i t  should be a 
sustainable and green vis ion for speci f ic 
future societ ies.  The concepts presented in 
th is work are not to be seen as a predict ion or 
v is ion for  the future but rather as hyperbol ical 
representat ions of  archi tectural  solut ions for 
future societ ies and possibly inspirat ions 
for  some sort  of  set t ing for  sci- f i  or  fantasy 
narrat ives or f i lms. 

The idea of  the work is to set  up a scenar io 
in which th is wor ld could be seen through the 
eyes of  a machine and beforehand created by 
th is same machine in seek of  a new world for 
a new society;  and to f ind out what tools th is 
machine could use in order to understand, 
create and develop this wor ld.

image: 

INTRODUCTION0

Figure:  Edward Burtynsky,  Oi l  Field 
Nr.27, Cal i fornia (2004)
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CURRENT 
ANTHROPOGENIC 
S ITUATION

Humanity l ives in a wor ld consist ing of  a 
populat ion of  a lmost 8 bi l l ion people wi th the 
tendency of  rapidly increasing even more. 
The seemingly uncontrol lable growth rate 
of  human populat ion seems to br ing many 
environmental  and social  issues with i tsel f . 

But what exact ly are the tendencies? Where 
is i t  heading? And what are the major possible 
changes in a foreseeable future?

Humanity has developed many new and qui te 
advanced technologies in the past,  is  doing 
so in the present and wi l l  cont inue doing 
so in the future.  These new technologies 
that  humanity has developed over the last 
centur ies have fai led to br ing out something 
posi t ive.  They have been used more for 
destruct ive and sel f ish reasons. And rather 
than connect ing,  helping and interact ing 
wi th humans, the exist ing automat ion has 
oppressed and somewhat even worsened 
l i fe and work condi t ions for  many people. 
Working on a product ion l ine,  for  example, 
has led to damaging and frankly even sad 
l i fe condi t ions in many places for mi l l ions of 
human beings al l  over the wor ld.  This issue of 
exploi tat ion in working environments leading 
to unenjoyable l i fe is tackled qui te comical ly 
and dramat ical ly by Char l ie Chapl in ’s movie 
Modern Times (1936),  where Char l ie Chapl in 
plays a product ion l ine worker whose work 
rout ine is heavi ly graved into his everyday 
l i fe,  making i t  unable for  h im to l ive normal ly.

1

Figure:  Edward Burtynsky,  Water, 
Spain (2013)
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humans started shaping the outcomes, the 
negat ive but also the posi t ive ones. 

Archi tecture is one tool  to manipulate,  to 
change nature and the wor ld.  The current 
progression and development of  choices 
is br inging us pol lut ion,  natural  d isasters 
and other problems of  new dimensions. But 
th is is the Anthropocene: The Age in which 
humankind holds the tools to change the 
wor ld.  For the better or for  the worse. I t ’s 
only a matter of  how the tools are used! One 
must ask themselves: Can humanity l ive in a 
technological  wor ld in harmony with nature? 
What is nature af ter  a l l? Is there a di fference 
between Nature and Man-Made? What does 
natural  mean? Humans l ive in a wor ld in which 
even the animals and plants cohabi t ing wi th 
are products of  human choices – mankind 
created new breeds in order to opt imize them 
for their  own interests.  Are these breeds 
natural  or  man-made? In his Book ‘Af ter 
Nature’ (2015),  Jededaiah Purdy analyses 
the Anthropocene, addresses i ts problems 
and tr ies to come up with possible solut ions 
to restore a harmonic l i fe between humanity 

In order to create a concept for  the future one 
must f i rst  understand the current s i tuat ion 
of  the planet and the possible and probable 
tendencies i t  is  turning to.  What are the main 
issues of  today? Wil l  these issues be solved 
and i f  so,  how? How wi l l  these issues and/
or their  solut ions affect  humanity and the 
planet?

Over thousands of  years,  humanity existed 
in harmony with nature,  in the so-cal led 
Holocene. The Holocene was the era of 
human existence in c l imate stabi l i ty  – the 
perfect  condi t ions for  c iv i l izat ions to grow 
and f lour ish.  But at  a certain point  af ter 
industr ia l izat ion – or maybe af ter  the invent ion 
of  the hydro bomb - the Anthropocene was 
formed. In th is chronological  epoch of 
c l imate instabi l i ty,  humans started to shape 
and change the wor ld.  Rat ional ism has taken 
over.  Progress was started to be portrayed 
as being the r ight  way of  l iv ing.  Even gett ing 
in touch with nature has become more of  a 
cul tural  exper ience with for  example parks 
etc.  def ined through and by law. Human 
choices started def in ing the state of  nature: 

Figure:  Scene from Charl ie Chapl ins Modern Times (1936). 
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and nature.

In the age of  the Anthropocene, humanity 
has immense power as i ts disposal  – in 
almost every area. But unt i l  today humanity 
has seemed to fa i l  to control  i ts  power.  With 
almost every s ingle one of  human creat ions 
that required new dimensions of  power,  a lso 
seemingly new dimensions of  destruct ion 
and disaster have been unleashed. The more 
human technological ly advances, the more 
i t  seems to pol lute and harm the planet. 
And the planet reacts in i ts own way with, 
for  example,  c l imate change. New storms, 
earthquakes and other natural  hazards of 
previously unthinkable magnitude have been 
the consequences of  human advances. And 
every t ime humanity seems to become more 
in control  through new technologies – the 
natural  d isasters seemingly become more 
uncontrol lable and harmful .  Humanity is 
responsible for  Cl imate Change.

The cl imate instabi l i ty  humanity establ ished 
creates problems not only in an ecological 
way, but also social ly and economical ly.  The 
relat ionship between society and cl imate 
stabi l i ty  is  v isual ized in fo l lowing short  fable: 

The eagle and the rabbi t  v i l lage: a fable 
about the relat ionship between cl imate 
stabi l i ty  and social  equal i ty.

Under a big big chestnut in a beaut i fu l 
forest  l ived a breed of  rabbi ts in a v i l lage 
of  tunnels and br idges of  roots.  One 
beaut i fu l  summer ’s day the l i t t le ones 

would hop around and play!  They would 
chase each other and laugh and giggle, 
they would dance and sing and run just  to 
have fun, as they enjoyed playing in the 
shadow of the big big t ree,  protected from 
the st ing of  the sun. But on that same day, 
an eagle f lew by and landed on the tree. 
He started chopping on the branches 
and r ipping off  the leaves. Slowly but 
aggressively,  the sunbeams would burn 
straight to the ground. One of  the older 
rabbi ts would storm out of  h is hole,  look 
up to the eagle and shout:  “What are you 
doing up there,  Mr.  Feathery Eagle??”

The eagle repl ied:  “ I ’m col lect ing some 
branches for my nest up in the mountains. 
I ’m col lect ing the best branches that I 
can possibly f ind.”

The rabbi t  responded in fury and anger: 
“Can’ t  you see that we l ive here under the 
t ree? We need the shadow, the refreshing 
to l ive.  Please leave the branches or else 
we’ l l  have to move out and leave! Can’ t 
you choose another t ree to chop off  the 
branches? There are so many other t rees 
wi thout any vi l lages of  rabbi ts!”

The eagle repl ied in very cold fashion: “ I 
l ike these branches the most.  I f  you want 
to stop me, come up here!  Oh, you can’ t?! 
Too bad, because i t ’s  going to happen!”
So, the eagle went on and stole even 
more branches. He even chopped off 
some just  for  fun,  upsett ing the rabbi ts!

Figure:  The Eagle and the Rabbit  Vi l lage. Col lage Lorenz Foth
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and natural ly,  i t  must bui ld and preserved. 
Stabi l i ty  won’ t  come from alone. And this can 
happen through pol i t ics – wi th less sel f ish 
pol i t ics,  the ecological  and economic cr is is 
wi l l  both decrease.

Furthermore, the rapidly growing global 
populat ion seems to become more and more 
of  a problem, as increasingly more people 
struggle to f ind jobs and the unemployment 
rate r ises constant ly.  And with t ime passing, 
humanity makes new technological  advances. 
Machines, intel l igent systems and computers 
become more rel iable,  more powerful  and 
more eff ic ient  every day. And i t  ra ises 
the quest ion for  many people.  When wi l l  a 
machine be better sui ted for  my job than me? 
Or is i t  a l ready? When wi l l  I  lose my job to a 
machine? And what wi l l  happen to me once 
this day comes? People start  fear ing for  their 
futures.  Fear ing that the unemployment rate 
wi l l  s igni f icant ly r ise even more. They become 
afraid of  losing their  jobs and consequent ly 
their  “ l i fe” .  Their  money.  Because without 
money there is no place to l ive,  there is no 
food and ul t imately there is no l i fe.  That ’s the 
current s i tuat ion of  the wor ld.  The Neol iberal 
Capi ta l ism. One goes to work to make money 
to spend money to l ive an enjoyable and 
“happy” l i fe.  That ’s why everyone needs a job. 
Humanity l ives in a very work-or iented world. 
Work is undoubtably the most “ important”  part 
of  one’s l ives.  People educate themselves 
for their  work – work always has pr ior i ty over 
anything else. 

When someone asks:  “What do you do?” the 
answer wi l l  a lmost always be job-related. 
Not about hobbies or customs. Most social 
contacts and even fr iendships are made 
in some sorts of  work or educat ion- ( for 
work) -environments,  people spend hours 
of  every day working and work is v iewed as 
a necessi ty in l i fe.  Unemployed people are 
regarded as “ incomplete” and are urged to 
f ind a job.  But i t  can’ t  stay l ike that  wi th job 
automat ion knocking on the door.  Many of  the 
rout ine- job workers in industry could already 
be replaced by machines. And i t  is  only a 
matter of  t ime for i t  to happen. An est imate 
of  about 40% of al l  jobs on a global  scale 
could already be replaced by machines. 77% 
in China and even 85% in Ethiopia.  This is a 
big problem and could potent ia l ly  lead to a 
disaster.  Possibly – in order not to col lapse 
– Capi ta l ism is holding back the automat ion 
of  jobs,  according to Srnicek and Wil l iams 
(2015).  Technologies shal l  not  replace 
human workers,  because otherwise these 
unemployed humans wouldn’ t  make money 
and couldn’ t  consume, creat ing chaos.

And so, the summer went on and most of 
the v i l lage dr ied out!  I t  was horr ib le for 
a l l  the rabbi ts,  i t  was a horr ib le drought. 
But they refused to leave the place that 
they loved. The place they have always 
been in and where they grew up.

Their  mood would worsen by every 
passing day. There would be less hopping 
around and the l i t t le ones would rarely 
play.  As t ime passed the rabbi ts would 
become more sol i tary and hateful .  The 
stronger rabbi ts would go to the weaker 
ones and steal  their  holes.  Many rabbi ts 
would have to leave, and no one knows 
where they went on to.  They were never 
again seen.

And then came the winter wi th scarci ty 
of  food! Every rabbi t  would protect  her 
or his rat ions in a very paranoid mood. 
The snow and ice would reach direct ly 
the roots and the holes.  I t  was the worst 
winter ever;  i t  was terr ib ly cold! 

Steal ing the food of  other rabbi ts, 
seemingly was the only way to survive 
– the only th ing that mattered. The once 
happy harmony this v i l lage was used to 
was now gone and past.  Many rabbi ts 
would starve and only the strongest ones 
with al l  the food would last . 

According to Purdy (2015, p.  18),  the 
Anthropocene begins amid a threefold cr is is. 
Economical ,  Ecological  and Pol i t ical .  The 
ecological  cr is is l ies on the fact  that  humans 
are the ones shaping the survival  of  the 
wor ld ’s ecosystems ( i t  they survive at  a l l ) . 
I t  depends on human choices and at  current 
state is cr i t ical .  Economy is the dominant 
social  science. Supply and demand should 
aim for more balance. The ecological  cr is is 
begins wi th the fa i lure of  economic harmony. 
The harms are created by the invis ib le hand. 
Wealth and greenhouse emissions grow 
simultaneously wi th social  inequal i ty.  And the 
thi rd and f inal  cr is is is the only unavoidably 
art i f ic ia l  one: The pol i t ical  cr is is.  Certain 
people are elected to make choices about 
economics and ecology for ent i re societ ies. 
However,  unt i l  today, pol i t ics have mainly 
been used for sel f ish intent ions rather than 
the commonwealth.  This is the main reason 
for the huge gap in social  equal i ty humanity 
faces today. Pol i t ical  power is used as 
power over economics.  I t  is  weal th.  Wealth 
is resistance against  d iseases or natural 
d isasters (medicine, vaccines, more secure 
housing etc.) .  The wealthy ones are better 
prepared for catastrophes. I f  humanity 
wants a sel f -sustaining wor ld,  both social ly 
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One of  the main causes for the environmental 
problems, that  the wor ld is facing -  and 
of ten v iewed as the “most problemat ic”  – is 
considered to be the (unsustainable) food 
product ion.  Current ly,  the food industry 
is causing many environmental  issues. 
Large scale monocul tures in l ivestock and 
agr icul ture resul t  in destroyed soi ls,  deserted 
ecosystems, tor tured animals,  h igh CO2 and 
Greenhouse Gas emissions, far  t ransportat ion 
and relat ive ambiental  hazards and ul t imately 
th is is part ly responsible for  g lobal  warming 
as a whole. 

And the food produced is largely wasted. 
An est imate of  about 80% of al l  Food alone 
in Germany is wasted, according to Quarks 
(2019).  Many st i l l  consumable products 
are considered “unsel lable” because of 
val idat ion date laws, and many products 
are even aesthet ical ly sorted out.  The food 
waste causes more toxic gas emissions as 
wel l  as spat ia l  and logist ics problems in 
urban and rural  areas. Meanwhi le,  mi l l ions of 
people are dying of  famine… Maybe even a 
s imple logist ics change could solve mult ip le 
problems at  once.

Even though there are obviously many 
except ions,  these environmental  hazards are 
largely caused by the food industry and must 
be fought against .  Br inging awareness and 
responsibi l i ty  in terms of  food consumption to 

the average person’s mindset would be one 
of  the biggest steps towards a sustainable 
future.

As of  now -  wi th populat ion cont inuing to 
grow; social ,  ecological  and pol i t ical  issues 
intensi fy ing,  automat ion on the r ise and 
mass unemployment and underemployment 
threatening; food waste,  food product ion 
(sustainabi l i ty)  and food distr ibut ion/access 
problems -  most people wi l l  agree that 
something wi l l  change in a near future. 
Something must change. But how could i t 
change? What are the l ikely futures?

‘Climate Change makes global atmosphere, chemistry and 
weather into Frankenstein’s monster ’

-  Jedediah Purdy (2015, After Nature,  p.  15)
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With AI and other technologies on an 
inevi table r ise,  work automat ion seems to 
be only a matter of  t ime. Many “unattract ive” 
rout ine jobs could obviously already be 
automized. But even creat ive works such 
as arts,  music or archi tecture seem to 
be becoming automatable.  In medicine, 
machines seem to be more precise and safer 
and technology seems to inevi tably be taking 
over most human jobs in the future.  So, some 
social  and pol i t ical  changes must happen in 
future.

The inevi table changes ment ioned previously 
wi l l  shape human future.  But aren’ t  there 
inf in i te possibi l i t ies of  changes? Yes. And can 
they be predicted? No. But one can assume 
them. And one can judge how probable they 
seem to be. This work has analyzed three 
major broad future scenar ios,  being as 
fo l lows:  the col lapse of  the current system of 
neol iberal  capi ta l ism – which would possibly 
ul t imately lead to a delayed transi t ion  into 
one of  the other two possibi l i t ies;   or  a new 
form of democracy in which work ethics 
is reduced, pol i t ics are more transparent 
and sovereign  and where a big change in 
peoples mental i ty takes place, making them 
more responsible,  sustainabi l i ty-aware and 
more car ing for other humans and the planet 
Earth;  and f inal ly a future in which human 
populat ion decreases indef in i te ly wi thout any 
kind of  d isaster or catastrophe as t r igger - just 
natural ly.  Obviously,  there is the possibi l i ty  of 
sort  of  a mixture future between these three 
or even something completely di fferent.   The 
analysis of  these three dist inct  possibi l i t ies 
was made in order to determine whether or 
not there are any common aspects that  one 
might consider inevi table features of  the 
future of  humanity.  As fo l lows, the work wi l l 
short ly analyze each of  the three previously 
ment ioned possibi l i t ies.

POSSIBLE 
MAJOR CHANGES 
FOR HUMAN 
POPULATION

2

Figure:  Pindar Van Arman/AI 
Cloudpainter.  Can AI create Art?. 
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2.1 Neoliberal Capital ism Collapse

The f i rst  case scenar io would be unchanged 
pol i t ics.  According to Purdy (2015),  the 
exist ing social  inequal i ty would be ampl i f ied, 
other exist ing problems such as the c l imate 
change would cont inue to worsen and the 
planet would become a man-made, unequal 
landscape, a dispersed and interconnected 
version of  the feudal  manor (Middle-Age 
sovereignty).  One can see how this k ind 
of  future is becoming a real i ty in Israel , 
where people can enjoy unl imited running 
water,  whi le their  palest in ian neighbours are 
struggl ing to f ind any water at  a l l .  Wealthy 
c i t ies such as Los Angeles or Las Vegas, 
where droughts are a f requent problem, are 
being suppl ied wi th the help of  extensive 
pipe systems by water sources coming from 
other regions in the US. Wast ing potable 
water for  luxur ious needs such as i r r igat ion 
of  the lawn, swimming pools and water 
fountains.  In the long run, these kinds of 
examples would only worsen and ampl i fy the 
problems humans are already facing today. 
And sooner or later,  no matter the pol i t ics, 
automat ion wi l l  happen. And in th is scenar io, 
i t  would provoke mass unemployment leading 
to mass poverty,  ampl i f ied social  inequal i ty, 
more environmental  issues and ul t imately to 
the col lapse of  neol iberal  Capi ta l ism. Ei ther 
through some kind of  war or through famine 
and capi ta l isms breakdown due to a lack 
of  consumers caused by the mass poverty. 
Ul t imately,  th is would lead to one of  the 
other two scenar ios.  I t  would only delay the 
t ransi t ion and br ing destruct ion.  But i t  would 
lead us to one of  the other two scenar ios.

2.2 New form of Democracy

Purdy (2015) cal ls out for  a new form of 
democracy suggest ing that humanity needs to 
f ix  i t ,  where i t  fa i led in the past!  Humans need 
to t reat  their  p lanet wi th more responsibi l i ty. 
Ecological  problems have to be regarded as 
big issues that need to be f ixed. Purdy sees 
food product ion as one of  the main issues. 
Because of  i ts  environmental  impacts.  But he 
ident i f ies people’s ignorance towards food 
product ion and i ts impacts as the main issue. 
Food consumption must be more responsible. 
People have to care more. Food product ion 
has to work in a more peaceful  re lat ionship 
wi th nature.  I t  has to be more transparent, 
more preserving and less exhaust ing. 
The human populat ion is in need of  a new 
imaginary towards nature.  Nature has to be 
brought to the forefront of  pol i t ical  economy. 
And most important ly,  humans mustn’ t  be 
afraid of  change. And the “humane” part  must 
be found, and a mental i ty change must occur 
– as a col lect ive!

But the problem of automat ion leading to 
mass unemployment remains.  There would 
be the need for a solut ion for  i t  wi th in the new 
pol i t ics.  In their  works ‘ Invent ing the Future 
Post capi ta l ism and a World wi thout Work’ 
(2015) and #ACCELERATE MANIFESTO 
for an Accelerat ionist  Pol i t ics (2013),  Nick 
Srnicek and Alex Wi l l iams come up with ideas 
for possible al ternat ive pol i t ics for  a future 
wi th automated jobs.

‘Learning a musical instrument,  reading l i terature, 
social izing with fr iends and playing sports al l  involve 

varying degrees of effort  – but these are things that we 
freely choose to do. A post-work world is therefore not a 

world of idleness; rather,  i t  is a world in which people are 
no longer bound to their jobs, but free to create their own 

l ives.’ 

(Srnicek and Wil l iams 2015, p.  85)
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Work doesn’ t  have to remain a necessi ty 
in l i fe.  Maybe the future is one in which 
only very few works.  Srnicek and Wil l iams 
(2015, p.  88) suggest a reduct ion of  weekly 
working hours to about 15 hours,  a l lowing 
more people al ter ing to work on one job – 
creat ing more jobs.  But st i l l ,  there would be 
many unemployed people and less qual i f ied 
workers wouldn’ t  f ind any jobs af ter  the 
industr ia l  automat ion. But these kinds of  jobs 
are not very popular ly l iked anyway. They are 
considered terr ib le and painful  and people 
only work on them for the sake of  making 
money. But that  doesn’ t  need to remain the 
case. The job automat ion would el iminate 
these terr ib le jobs and people would need 
to be better qual i f ied in order to get an 
exist ing job anyhow. Therefore,  the average 
educat ion level  could possibly r ise,  wi th 
people seeking to retain the possibi l i ty  of 
working a job – even i f  a job isn’ t  necessary. 
People wi l l  a lways seek for an occupat ion. 
This occupat ion,  though, doesn’ t  necessar i ly 
have to be a job.  Weather i t ’d be a hobby or 
taking care of  other people,  people wi l l  s tay 
occupied.

Furthermore, a reduct ion of  the working week 
via a 3-day weekend could possibly reduce 
cl imate change with one day less work 
t raff ic  and fabr ics running. I f  only 60% of the 
populat ion effect ively went to work and only 
for  hal f  the t ime they work today, more t ime 
and effor t  could be put in by society to help 
the ambient and try to f ight  c l imate change 
– helping the ecology as wel l .  But how wi l l 
people l ive wi thout working? How wi l l  they 
pay for their  needs?
In a most recent study -  as part  of  i ts  “Work-
Li fe Choice Chal lenge” – Microsoft  found that 
implement ing a four-day workweek led to a 
40% boost in product iv i ty.  The project  – in 
which Microsoft  ‘s  Japan subsidiary c losed 
every Fr iday in August of  2019 – examined 
work- l i fe balance and i ts effect  on product iv i ty 
and creat iv i ty and found that i t  benef i ted both 
employees and the company. 

Successful  tests l ike th is one wi l l  u l t imately 
lead to a reduced workweek being 
implemented on a larger scale. 
The answer Srnicek and Wil l iams (2015, p. 
118) give us is very s imple:  Universal  Basic 
Income (UBI).  This would give the unemployed 
and underemployed the chance to use their 
f ree t ime in a more enjoyable way.

The idea to implement a universal  basic 
income has been up for vote in di fferent 

countr ies such as Austr ia and I ta ly,  and – 
al though only having fai led for  now – seems 
to be unavoidable in the future.  

There are,  of  course, already simi lar  income 
sources to a universal  basic income. The 
Permanent Fund of  Alaska in the Uni ted 
States provides a k ind of  basic income based 
on the oi l  and gas revenues of  the state to 
almost al l  state residents,  but  the payment is 
not high enough to cover basic expenses and 
is not a f ixed, guaranteed amount.  For these 
reasons i t  is  not  considered a basic income. 
Guaranteed minimum Income in countr ies 
such as Germany, Austr ia,  France or the UK - 
despi te the name - di ffers f rom a Basic Income 
in that  i t  is  restr icted only to those in search 
of  work.  Bolsa Famil ia in Brazi l  is  re lated 
to basic income, but has more condi t ions, 
such as the receivers keeping their  chi ldren 
in school  unt i l  graduat ion.  Nevertheless,  a l l 
these UBI-simi lar  examples have benef i ted 
society and their  countr ies,  and one could 
suggest that  UBI would do so too.

The idea of  UBI,  where every person receives 
enough money to l ive an enjoyable l i fe off  of 
seems to be the perfect  solut ion to the mass 
unemployment threat that  humanity is facing. 
Work would become a choice rather than a 
necessi ty – giv ing people more freedom, t ime 
and possibly joy.  Apart  f rom that,  UBI would 
work as a very effect ive tool  to reduce social 
inequal i ty.  But where would the money come 
from? A possible solut ion would be to raise 
taxes for the very r ich and for big companies 
who have barely paid any taxes over the 
past.  But UBI has never been tested and no 
one could know what the outcomes could 
possibly be. 

2.3 Population decrease

This work has now analyzed futures of 
increasing human populat ion.  And in most 
people’s bel iefs,  human populat ion is 
current ly growing and wi l l  cont inue growing 
unt i l  necessary resources run out and 
people die of  famine. Some sort  of  d isaster, 
catastrophe, war or reason for people to move 
to another planet are of ten seen as “ the only 
possibi l i ty”  for  a decl ine in global  populat ion. 
But Br icker and Ibbi tson (2019) suggest the 
contrary – that  humanity is on the br ink of  a 
massive populat ion reduct ion.  Not because of 
any near ing catastrophe, but because i t  has 
already started. The global  fer t i l i ty  and bir th 
rates are supposedly already decreasing and 
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wil l  cont inue to do so for ever,  according to 
Br icker and Ibbi tson.
In their  book Empty Planet:  The Shock of 
Global  Populat ion decl ine (2019),  Darrel l 
Br icker & John Ibbi tson predict  that  in a near 
future (wi th in the next 50 years),  a never-
ending global  populat ion decl ine wi l l  occur. 
Br icker and Ibbi tson (2019) suggest that  i t 
would help humanity and the wor ld in a social 
and ecological  way. As smal ler  populat ion 
means fewer workers,  meaning higher 
wages. I t  would also br ing environmental 
improvements suggest ing that populat ion 
reduct ion would make i t  “easier”  to care 
for  the environment – sustainable opt ions 
and l i festy les wi l l  be avai lable for  a higher 
percentage of  the populat ion and the damage 
a smal ler  populat ion is considerably smal ler. 
They also suggest that  a decreased fert i l i ty 
and bir th rate would br ing greater aff luence 
and autonomy for women in developing 
countr ies and a populat ion decl ine would 
general ly reduce famine r isk.

But th is would also come with a problem. 
Aging populat ion.  Leading to a lower work 
rate in society.  First ly,  th is would lead to 
immigrat ion and consequent ly global izat ion. 
But immigrants would not keep coming 
forever,  long-term affect ing the social  and 
heal th systems as wel l  as the economy – that 
somehow would have to take care of  ever 
more elder people.  Necessar i ly,  near ly al l 
work sectors would need to be automized, 

leading to even less workers.

2.4 Common aspect: Work reduct ion

In summary,  in the case of  a wor ld of 
growing populat ion wi th many people already 
struggl ing to f ind work and possibly wi th 
industr ia l  automat ion r ight  around the corner, 
the unemployment rate wi l l  tend to increase 
even more. In order to avoid mass poverty and 
famine as consequences, ei ther more jobs 
must be created (possibly through a reduced 
work week) and/or an income regardless of 
work (e.g.  universal  basic income) wi l l  have 
to be introduced – extending the average 
person’s f ree t ime. In the scenar io of  a 
foreseeable decrease in global  populat ion 
an increase in the average person’s f ree 
t ime would also happen, though – because 
of  the aging populat ion.  The aging populat ion 
would create opportuni ty for  more jobs but 
would ul t imately force mass job automat ion 
to happen. Resul t ing in a scenar io wi th less 
work for  everyone.

Ult imately,  i t  seems as i f  a s igni f icant 
increase in global  f ree t ime wi l l  necessar i ly 
happen. How can wi l l  people l ive in a society 
wi th much more free t ime? What wi l l  have to 
change archi tecture-wise?

‘The underemployed, for instance, have plenty of free 
t ime but lack the means to enjoy it .  Underemployed, i t 
turns out,  is really just a euphemism for under-waged. 

This is why an essential  demand in a post-work society is 
for a universal basic income (UBI),  giving every cit izen a 

l iveable amount of money without any means-testing’

(Srnicek and Wil l iams 2015, p.  118)
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Figure:  Constant Nieuwenhuys: After Us, Liberty (1949).
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„We see incredible opportuni ty to solve some of the biggest 
social  chal lenges we have by combining high-performance 

comput ing and AI -  such as c l imate change and more.“

-  L isa Su,  CEO Advanced Micro Devices

Figure:  Robot Arm Wrest l ing
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Figure:  Book Cover #ACCELERATE
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MANIFESTO3

Suggest ing solely that  a work reduct ion 
wi l l  take place would not be narrowing i t 
down suff ic ient ly in order to create a new 
archi tecture.  Therefore,  th is work wi l l  make 
use of  an exist ing manifesto on how pol i t ics 
and society should look l ike in the future th is 
work is set  to work on. The chosen manifesto 
used in th is work is the #ACCELERATE 
MANIFESTO for an Accelerat ionist  Pol i t ics, 
f rom Srnicek and Wil l iams (2013).  Not because 
i t  considers i t  to be the most l ikely or the 
best out of  the previously presented works. 
But rather because i t  considers the work 
reduct ion to be more present and stronger 
in i t .  Therefore,  i t  a l lows the creat ion of  a 
more extreme and exaggerated speculat ive 
archi tecture.   This Manifesto seeks to 
change the wor ld rather than interpret ing i t . 
I t  cal ls out for  lef t is ts to take advantage of 
every technological  and scient i f ic  advance 
made possible by capi ta l is t  society to c la im, 
“ the mater ia l is t  p lat form of neol iberal ism” 
as a “spr ingboard to launch towards post-
capi ta l ism.”

I t  suggests that  the only radical  response 
to neol iberal  capi ta l ism is to ‘accelerate i ts 
uproot ing,  a l ienat ing,  decoding, abstract ive 
tendencies’ ,  whi le adopt ing a ‘pol i t ical ly and 
theoret ical ly progressive at t i tude towards 
i ts const i tuent elements’ .The basic concept 
of  the Manifesto is to reduce the work ethic 
af ter  labor automat ion, so that work doesn’ t 
have to remain a necessi ty in l i fe;  and in 
order for  that  to work:  reducing the weekly 
working hours and implement ing some sort 
of  a l ternat ive income, such as the Universal 
Basic Income.

The main aspects of  th is al ternat ive would 
be that l iv ing out of  creat iv i ty and exercise 
should be of  h igher importance than “work”. 
And the society should be more responsible 
and more aware in terms of  sustainabi l i ty  and 
food consumption and food waste – forc ing 
the food product ion and the wor ld i tsel f  to 
become more sustainable. In th is “new world” 
there should st i l l  be count ies but merely for 
administrat ive reasons (e.  g.  to take care of 
taxes).  Al l  borders should be open, making a 
global  community sense more possible.

And the extent of  job automat ion in th is case 
should al low for the existence of  creator 
of  environments,  a DEUS (god),  a machine 
capable and responsible for  creat ing a new 
archi tecture and a new world for  th is new 
society.
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ANALYSIS OF A 
CONCEPT OF A 
SOCIETY WITHOUT 
WORK: 
CONSTANTS NEW 
BABYLON

As a main reference for i ts main concepts, 
the work intends to use the concepts of  New 
Babylon from Constant Nieuwenhuys, a very 
s imi lar  work to th is one.

The Dutch visual art ist ,  Constant Nieuwenhuys, 
also known as Constant,  invented a wor ld 
wi th a di fferent society and archi tecture 
between 1956-1974, a posi t ive out look on 
an ant i -capi ta l is t  wor ld.  He had the dream 
of a post-Marxist  and post-revolut ionary 
society,  wi th archi tecture intended for people 
wi thout hierarchy, v io lence and exclusion. In 
th is society,  people should be focusing on 
art ,  creat ing,  invent ing new art ,  rather than 
sacr i f ic ing their  t ime for labor.  With labor work 
disappear ing, col lect ive t imekeeping has no 
more raison d’être;  the inhabi tants wi l l ,  on 
the other hand, have a considerable amount 
of  f ree t ime. In addi t ion,  col lect ive ownership 
of  the land and the means of  product ion,  and 
rat ional izat ion of  the product ion of  consumer 
goods, faci l i tates the t ransformat ion of  th is 
energy into creat ive act iv i ty.

The t i t le New Babylon explained by Henr i 
Lefebre as „a New Babylon --  a provocat ive 
name, s ince in the Protestant t radi t ion 
Babylon is a f igure of  evi l .  New Babylon was 
to be the f igure of  good that took the name 
of the cursed ci ty and transformed i tsel f  into 
the c i ty of  the future.  “  Constant wanted to 
portray his New Babylon as an “ ideal  wor ld” . 
A “wor ldwide ci ty for  the future” for  homo 
ludens, which can be translated as people 
of  p lay.  The ci t izens should focus on sel f -
fu l f i l lment and sel f -sat isfact ion through 
creat ion and being to roam freely in a wor ld 
wi thout work.  Society no longer is a “ora et 
labora” l ike i t  used to be for centur ies.  The 
motto of  th is ant i -capi ta l is t  approach would 
rather have been “be playful  and creat ive”.

4

Figure:  Constant Nieuwenhuys 
New Babylon
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Constant was inf luenced by the Dutch art 
movement De St i j l .  De St i j l  can be expressed 
as the rel ig ion of  l ines.  Through analysis on 
l ines and basic shapes and colors,  not  only 
has this sty le of  ar t  become of importance for 
De St i j l ,  but  a lso for  Constant ’s take on his 
approach to the archi tecture of  New Babylon. 
In New Babylon, l i fe represents a succession 
of  moments,  not  a cont inui ty.  These moments 
are in constant change, new ones erase the 
previous ones, leaving l i fe and the l iv ing 
environment being a non-f ixed sett lement, 
but  a non-stop evolut ion throughout t ime.

Automat ion is recognized as the second 
industr ia l  revolut ion in New Babylon and is 
the important aspect to the society.  Norbert 
Wiener,  the pioneer of  automat ion, wrote a 
study on possible social  consequences. In 
a wor ld wi thout work,  t ime wi l l  be v iewed 
di fferent ly than usual .  “The intensi ty wi th 
which t ime is spent wi l l  take on a more 

cont inuous character” .  With people becoming 
more act ive rather than l iv ing a sedentary 
l i fe wi th work being the focus, they no longer 
need f ixed residences for dormitory needs. 
Time and energy are spent di fferent ly in the 
wor ld of  New Babylon. 

New Babylon is a web, a network cover ing 
the ent i re wor ld.  I t ’s  not  a c i ty in a t radi t ional 
sense, l ike back than in the Middle-
Age funct ioning as a for t i f icat ion,  in the 
Renaissance act ing as a t rading sphere and 
in the Industr ia l  era a funct ioning ci ty.  I t ’s 
no long a “ut i l i ty”  c i ty.  For Constant,  New 
Babylon is a network,  a wor ld wi th count less 
rooms for people to stay at ,  as mankind no 
longer has to set t le down to a speci f ic  p lace, 
he now is able to roam the world f reely,  as 
labor isn’ t  keeping him behind anymore.

I t  is  one large structure spread across the 
ent i re globe as a megastructure,  formed 

Figure:  Theo van Doesburg -  Contra-Construct ion Project  (Axonometr ic)
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with only the most basic archi tecture 
elements needed for the c i t izens. The goal 
of  th is minimal environment is to enable 
to cont inuously change and create a new 
space for the needs of  every indiv idual . 
New Babylonians are nomads, who roam 
freely around the ci ty wi th the goal  to create 
a revolut ionary archi tecture wi th a sui table 
society for  th is constant ly changing world, 
f ree of  work.

The concept was of  a c i ty in a ser ies 
of  interconnected plat forms that would 
host di fferent environments for  l iv ing in a 
decentered, mult i - layered space for l iv ing, 
wi th underground and ground levels,  as 
wel l  as numerous layers above ground with 
air  t raff ic  and related landing plat forms, 
sport ing f ie lds and green spaces. Automated 
factor ies and working machines would be 
held underground. 
The network New Babylon would be an 
environment cover ing the ent i re globe, wi th 

no borders,  countr ies etc.  This network 
would be div ided into di fferent sectors wi th 
di fferent colors.  The di fferent colors would be 
associated with di fferent moods and di fferent 
emot ional  states and would be reserved for 
people in these respect ive moods. This way, 
Constant t r ied to give people the possibi l i ty 
to spend t ime in the v isual ly ideal  spaces for 
their  current moods.

Space in New Babylon is a psychogeographic 
one, which means that i ts ambience has a 
psychological  inf luence on the indiv iduals.  I t 
is  an art i f ic ia l  landscape that is in constant 
movement.  The inhabi tants are able to 
change the mood of  their  environment and 
enable new forms of  behaviors wi th in these 
spaces.
 
New Babylon is portrayed as a revolut ion in 
archi tecture.  One could say that i t ’s  an ant i -
archi tecture.  But at  the same t ime, i t ’s  an 
ent i re network of  archi tecture.  Constant was 

Figure:  Constant ‘s New Babylon Model
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a bel iever of  technology, which was a crucial 
aspect in New Babylon. Back then, i t  was the 
radio which fused people together.  People 
were no longer separated by space. The 
radio was a revolut ion,  making shar ing news, 
music and ideas between everyone possible. 
For Constant,  the evolut ion in technology 
makes l ives easier.  That is why the creat ion 
of  A. I .  and robots taking over the working 
wor ld is such an impactful  change in the way 
of  l iv ing,  making enjoying l i fe in i ts absolute 
completeness possible.

New Babylon is probably one of  the largest 
scaled projects in the archi tectural  wor ld,  as 
archi tects would cal l  i t  a “megastructure”,  yet 
i t  was never real ized. For Constant,  i t  was 
more important to put the idea of  th is k ind 
of  a society of  sel f -sat isfact ion and sel f -
fu l f i l lment into the heads of  people,  but  he 
didn’ t  want to te l l  them how to l ive their  l ives. 
This is something which everyone must f igure 
out on their  own. However,  i f  people changed 
their  point  of  v iew on l i fe,  then i t  would be 
possible for  the society to change. Space 
in his v is ion is the social  space created 
through archi tecture.  I t ’s  the meet ing point 
of  d i fferent ideas and concepts to create 
something super ior,  but  a lso a space where 
humans share the planet,  the economy and 
informat ion.

Constant ’s work is st i l l  of  important relevance 
today. As humankind are approaching the 
era of  A. I . ,  possible solut ions are needed 
for a new funct ioning society.  Despi te his 
20-year long research of  th is concept wi th 
plenty of  models,  paint ings and drawings, i t 

a lso causes many quest ions to contemporary 
issues which remain unanswered. In which 
ways can archi tecture change social  and 
pol i t ical  aspects? How can an archi tect 
contr ibute to th is change? Is i t  possible for 
design to change the wor ld? There are plenty 
of  quest ions which wi l l  have to be f igured 
out over t ime. Nonetheless,  New Babylon is 
a great start ing point  and inspirat ion for  a 
post-capi ta l is t  society. 

Nowadays, humanity is l iv ing in an age with 
social  media being plat forms for expressing 
themselves creat ively in the best possible 
ways. Plat forms such as Instagram and 
Youtube have ful f i l led the abi l i t ies for 
people to exper iment wi th new medias,  l ike 
photography, v ideography, entertainment, 
graphic and fashion design etc.  in such a way 
that hobbies can become their  jobs. 

Some archi tectural  features of  New Babylon 
are t imeless and can wel l  be integrated in 
contemporary concepts.  In New Babylon, 
Constant introduces the concept of  mult i -
layered, changing spaces and paths through 
labyr inth- l ike lat ter  paths that could be 
arranged according to people’s needs and 
desires.  The idea to have these mult i level , 
over lapping, interconnected and changing 
spaces is a t imeless feature which would 
always make a space or environment more 
interest ing.  With the possibi l i ty  of  mult ip le 
di fferent arrangements,  explor ing i t  to i ts 
very last  corner remains exci t ing.  The world 
should be transformed into an adventurous 
playground for al l  age groups. A place that 
can be explored at  a l l  t imes.

‘The project of New Babylon only intends to give the 
minimum condit ions for a behaviour that must remain 
as free as possible.  Any restriction of the freedom of 

movement,  any l imitation with regard to the creation of 
mood and atmosphere, has to be avoided. Everything has 
to remain possible,  al l  is to happen, the environment has 

to be created by the activity of l i fe,  and not inversely’ . 

– Constant Nieuwenhuys
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Figure:  Constant ‘s New Babylon Ladders



30 Figure:  Constant Nieuwenhuys.Drawing
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The t imeless archi tectural  features are 
the constant ly changing and transforming 
spaces; as wel l  as the labyr inth- l ike complex 
contorted paths connect ing mult ip le levels 
in complex systems: A space hard to fu l ly 
understand -  that  wakes cur iosi ty and 
exci tement -  and funct ions as a space to be 
explored and (re)discovered at  a l l  t ime; As 
wel l  as the interconnected plat forms that 
host di fferent environments for  l iv ing in a 
decentered, mult i - layered space for l iv ing – 
in a mult i level  and inter laced, interconnected 
and entangled system.

New Babylon was never real ized, though. 
For di fferent reasons. Unfortunately,  instead 
of  the r ise in automat ion in society f reeing 
t ime for people to use on le isure act iv i t ies,  i t 
has led to more violence and has been used 
for the purpose of  destruct ion and assert ing 
powers.  And work reduct ion has not happened 
at  a l l  – much for the contrary.  But wi th the 
tendency of  that  changing soon. 

The project  New Babylon is utopian in 
i ts ideals of  l iberat ion,  i ts project ion of  a 
harmonious society f reed from ut i l i tar ianism, 
and the obsolescence of  human labor.  I t  is 
a lso utopian in i ts bel ief  in the possibi l i ty  of 
absolute col lect iv i ty and i ts imaginary where 
pleasure and imaginat ion become the pr imary 
forces in humanity.  I t  is  a lso very opt imist ic 
in bel ieving that society could ent i re ly be 
dr iven by automat ion.

Therefore,  our work,  unl ike New Babylon, is 
di rected towards a society in which human 
labor does st i l l  exist ,  but  in a very reduced 
way. I t  is  not  to be seen so much a global 
megastructure,  but  rather as an urban 
concept appl icable over the globe.

Another notable aspect about New Babylon is 
the absence of  nature in any of  i ts  concepts. 
Our concepts should include nature as one 
of  the main and most important aspects.  I t 
should be a sustainable and green vis ion for 
previously speci f ied societ ies.
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Figure: Constant Nieuwenhuys: Symbolische voorstel l ing van New Babylon (detai l )   (1969)
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„Exploration is really the essence
 of the human spirit“

-  Frank Bormann, US-american astronaut

Figure: Constant Drawing
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As another main reference, th is work uses 
the work Work,  Body, Leisure by Otero 
Verzier and Axel  (2018).  Work,  Body, Leisure 
explores the spat ia l  conf igurat ions,  l iv ing 
condi t ions,  and not ions of  the human body 
engendered by disrupt ive changes in labor, 
i ts  ethos, and i ts condi t ions.

The work was publ ished in conjunct ion wi th 
the Dutch Pavi l ion at  the Biennale Archi tet tura 
2018 and i t  tackles Constants New Babylon, 
t ry ing to refresh i t  for  the present (of  2018) 
as wel l  as studying var ious other research 
topics.

The book presents a ser ies of  d i fferent 
archi tectures in the Nether lands and 
elsewhere in which bodies are categor ized 
and transformed: These spaces include 
beds, off ices,  farms, windows, factor ies, 
p laygrounds, v i r tual  spaces, and doors. 
These are supposedly fami l iar- looking but 
st i l l  important for  the t ransformat ion of  labor.
I t  seeks to create new forms of  creat iv i ty and 
responsibi l i ty  wi th in the archi tectural  f ie ld 
related to new technologies of  automat ion. 
The work features mainly research and 
innovat ion and has been manifested in 
var ious publ icat ions,  podcasts etc. 

The work suggests that  the Nether lands have 
been and cont inue to be a test ing ground 
and pioneers for  the future of  labor when 
reimagined.

This was the case – for  example -  before and 
af ter  the legal izat ion of  prost i tut ion,  when 
new archi tectural  typologies (such as many 
garages at  e.g.  docks) started appear ing. 
This new form of labor created new spaces 
and typologies as wel l  as new customs.

A more recent example would be the massive 
areas covered by hundreds of  greenhouses 
in the Nether lands. This is a “newer”,  more 

WORK, BODY, 
LE ISURE (2018): 

ARCHITECTURE AND 
SOCIETY AFTER 
D ISRUPTIVE CHANGES 
IN LABOR

5

Figure: Gallery 
of Dutch Pavil ion 
at 2018 Venice 
Bienale
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control led food product ion method, where 
outside condi t ions no longer inf luence the 
success rate and where automated harvest ing 
is easier. 

The book quest ions current work ethics, 
c la iming that work is the most important 
factor in human l i fe ’s today. People or ient 
their  whole l ives towards work and try to f ind 
a lovable work.  People ei ther l ive to work or 
work to l ive,  wi th many lesser weal thy people 
t ry ing to survive and avoid famine through 
inhumane jobs.

The book also urges new jobs to be created, 
wi th more ordinary funct ions being paid – 
such as housework.  Especial ly for  lesser 
weal thy women who have no choice other 
than housework – and should be rewarded 
and paid for  their  work and commitment. 
In th is context ,  the book ci tes examples of 
automat ion innovat ions for homes such as 
the f i rst  “ fu l ly  automated” k i tchen by Hasso 
Gehrmann cal led Elektra-Technovis ion 
(1970).

I t  a lso c i tes the s lave abol i t ion to show the 
complexi ty and di ff icul ty of  real  f reedom and 
le isure.  The no more owned slaves weren’ t 
f ree af ter  the abol i t ion and had to go through 
arguably even worse t imes af terwards, as 
they suffered with a lot  of  prejudice and 
without any educat ion were forced into 
almost s lave- l ike working condi t ions.  So, 
what is t rue le isure?

According to Axel  and Otero Verzier (2018), 
t rue le isure is the highest exper ience i f 
intel lectual  f reedom and requires a space 
outside i f  need and r i tual .  So, in order to 
exper ience true le isure,  one must explore 
new spaces and try new act iv i t ies.

Furthermore, the book cal ls at tent ion to the 
importance of  the human body for everything. 
The comfort  of  the human body is essent ia l 
for  product iv i ty,  happiness etc.  Playing and 
rest ing areas in e.  g.  educat ional  or  working 
spaces are regarded as essent ia l .  And Axel 
and Otero Verzier (2018) c la im that the 

Figure: Frank Hagens: Aerial  of greenhouses /  glasshouses 
in the Westland area in The Netherlands
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automat ion and technological  advances of 
the past have been harmful  to the human 
body. Advances such as the introduct ion of 
the product ion l ine in industry have worked 
against  the human body, worsening heal th 
and psychological  condi t ions for  many 
people.  The authors cal l  out  for  that  to change 
and for machines to start  being helpful  and 
spar ing to the human body. Machines should 
not force us into s i tuat ions or point  us to 
the wrong direct ion.  They should rather help 
humanity to get where i t  wants to get to.

Figure: Hasso Gehrmann: Elektra-Technovision
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41 Figure: The women of wages for houswork.
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A future work reduct ion would ul t imately 
resul t  in people having more free t ime to 
spend on “ fun” act iv i t ies and enjoy their  l i fe ’s. 
In a future of  work reduct ion,  people wi l l 
spend more t ime with their  le isure act iv i t ies. 
And even though there are already inf in i te 
possibi l i t ies,  more spaces for common le isure 
act iv i t ies must be bui l t .  And with more free 
t ime to spend, people wi l l  t ravel ,  strol l  and 
explore more, including in their  home habi tat . 
Therefore,  every human habi tat  must be (re)
designed/kept in a way that explor ing i t  to i ts 
very last  corner remains exci t ing.  The world 
must be transformed into an adventurous 
playground for al l  age groups, where people 
can l ive out their  creat iv i ty to the very last .

Obviously,  many hobbies and le isure 
act iv i t ies that  were common in the 1950s 
to 1970s st i l l  remain popular as they have 
for centur ies.  Such as var ious forms of  ar t , 
music,  t ravel ing,  sports,  strol l ing,  sunbathing 
etc.  These types of  le isure act iv i t ies wi l l 
a lways endure. 

But s ince Constant ’s work,  foreseeably 
technology has progressed signi f icant ly. 
Creat ing new possibi l i t ies on how people 
can spend their  f ree t ime. From mult ip le – 
to Constant ’s t ime unavai lable/ inexistent – 
gaming consoles and smart  mobi le devices 
people carry wi th us at  a l l  t imes to future 
t rends in technology with computat ional 
intel l igence and machine learning progressing 
rapidly as wel l  as the v i r tual  and augmented 
real i ty devices seemingly unavoidably being 
integrated in peoples every-day l i fe in future. 

When Constant started his work New Babylon 
in the 1950s, not even cel lphones, let  a lone 
smartphones, had been invented. Today, 
almost every person possesses a smart 
phone, which they carry around almost at 
a l l  t ime. Carry ing around devices -  that 
help us make everyday choices,  understand 

FUTURE WORK 
REDUCTION: 

CONSEQUENCES
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Figure: Picasso‘s Portrait  de 
Marie Therese Walter with 
21st century gadgets.
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everyday issues and that give us informat ion 
about almost whatever people want to know 
independent ly of  th i r  locat ion and t ime – was 
– al though foreseeable – very unthinkable at 
the t ime.

Nowadays, people spend much more t ime 
with technology than even two decades back. 
One can see people using smartphones and 
simi lar  devices almost everywhere at  any 
t ime.  And with AI and robot ics constant ly 
making progress,  i t  only seems to be a 
matter of  t ime unt i l  f r iendships wi th robots or 

intel l igent systems can be made. 

Honda‘s ASIMO (created in 2000 but 
constant ly being further developed) is one of 
many examples of  humanoid robots,  that  can 
communicate wi th humans and even seem to 
develop more and more social  ski l ls .  And with 
other robots such as the Spotmini  (a robot 
that  qui te accurately imitates movements 
of  cheetahs) being and act ing s imi lar ly to 
animals,  i t  seems as i f  humanity could soon 
see robot ic pets.  Wi l l  i t  at  some point  be 
normal to have robot ic fami ly members? And 
what else could be whiteness soon? 

Figure: Honda‘s Asimo
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Figure: Sorayamas sexy robot from Genesis 3
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Figure: The AT-ATs. Inspired by Dali ‘s Elephants
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6.1 AR and VR as the “missing p iece”

The devices people carry around tend to 
become smal ler,  more pract ical  and more 
advanced. With v i r tual  real i ty,  d iv ing into a 
computer generated, imaginary wor ld has 
become possible.  Through technology, one 
can dive into whatever environment one wants 
to (at  least  v isual ly and audio),  regardless of 
locat ion.  This is how Vir tual  Real i ty goggles 
work.
The f i lm Ready Player One (2018),  a science-
f ict ion adventure f i lm, envis ions a future 
where most people l ive s igni f icant parts of 
their  l i fe ’s in a v i r tual  real i ty,  where they make 
money they can spend in the physical  real i ty 
as wel l .   The vir tual  real i ty,  cal led “Oasis” 
is  a universe where every character/person 
can look,  l ive and be however and wherever 
the person in control  wants to.  One can play 
sports,  musical  instruments etc.  and i t  a l l 
feels “real”  as a resul t  of  special  sui ts and 
treadmil ls as game control lers.  Every person 
can l ive their  creat iv i ty and imaginat ion and 
even have jobs in the “Oasis” .  Society l ives 
in a global  hobby, where they make money 
and l ive as the characters and in the way 
they would enjoy the most.  This feature of 
having a global  hobby universe hidden in 
v i r tual  real i ty is a very interest ing factor in 
order to create a wor ld where creat iv i ty can 
be l ived out to the very last  and everything 
can be changed and adjusted to ones wi l l .

And with augmented real i ty – such as the 
HoloLens -  progressing equal ly rapidly,  i t 
seems to be only a matter of  t ime unt i l  most 
people walk around with goggles or glasses 
that funct ion the way that smartphones do. 
These augmented real i ty devices wi l l  be 
able to give people v isual  informat ion about 
everything in their  s ight  range ( i f  requested 
so) and can change their  percept ion on their 
surroundings – possibly adjust ing them for 
their  needs. Through augmented real i ty, 
some spaces may not have to be equipped 
according to their  funct ion.  Mult i funct ional 
spaces can be adjusted by augmented real i ty 
in order for  them to funct ion the way one 
needs them to.  AR and VR also al low these 
funct ions to be located to whatever space 
one wants them to happen in.   E.g.  a school 
c lassroom can be an augmented real i ty 
v is ion almost everywhere. This wi l l  a lso give 
people the possibi l i ty  to have eye to eye 
conversat ions and meet ings wi thout actual ly 
being next to each other locat ion-wise. 

And with technology and machines becoming 
more intel l igent by every day, the idea of 
f r iendships between human and art i f ic ia l 
becomes more and more real ist ic.

These changes wi l l  not  only change the 
le isure t ime, but also the work – and every 
other aspect of  l i fe.  So, how drast ic wi l l  these 
changes be? And how do they affect  f ree t ime 

Figure: People in Ready Player One (2018)
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and what special /archi tectural  adjustments 
wi l l  they require?

In New Babylon, c i t izens themselves 
would determine the extension and uses 
of  the spaces they inhabi t .  The idea was 
to have a t ransformable spat ia l  labyr inth 
in which macro-structures would support 
t ransformable inter ior  environments whereas 
micro-ambiences would conf igure the v isual , 
hapt ic and audio condi t ions according to the 
occupant ’s desires.

Creat ing mechanisms in order for  th is 
to happen, is qui te unimaginable and 
compl icated, though, consider ing that not two 
di fferent desires could be ful f i l led at  once 
when two ci t izens occupied the same space. 
But,  thorough the technology of  AR and VR, 
spaces could be adjusted to occupant ’s 
desires at  wi l l  at  any t ime in mult ip le di fferent 
ways at  once – for  each occupant to have the 
exact special  condi t ions that they are looking 
for.  Everyone could shape, color and l ight 
space according to their  personal  desires.

There even is an exist ing business enterpr ise, 
cal led “ the VOID”,  where one can enter a 
v i r tual  real i ty inside a room designed for 
th is v i r tual  real i ty,  making i t  feel  “ real” .  The 
space in th is room is designed with the same 
character ist ics,  obstacles etc.  as the VR so 
that one can move around and actual ly feel 
what they are seeing. This very elaborate 
concept could possibly be seen as a mixture 
between AR and VR, as one exper iences a 
VR that is completely adjusted to the physical 
real i ty.  Or in th is case, the other way around.

Furthermore, wi th Machine Learning 
(appl icat ion of  AI  that  provides systems the 
abi l i ty  to automat ical ly learn and improve 
from exper ience without being expl ic i t ly 
programmed) making huge progress as t ime 
passes, VR and AR could be used in order 
for  machines to learn more about human 
behavior,  human preferences and human l i fe 
– in case these technologies become global ly 
used a lot  by people.  This could potent ia l ly  be 
an important tool  for  a machine responsible 
for  designing and creat ing a new world:  The 
Deus ex Ma(s)china.

Figure: The Void
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As the works research establ ished changes 
in the food product ion as one of  the more 
important factors in order to move towards 
a sustainable future,  th is work sets i ts focus 
on an archi tecture of  food product ion as the 
most detai led and hyperbol ical ly speculat ive 
part  of  th is work. 

What could the Deus ex Ma(s)china ident i fy 
as important and relevant possibi l i t ies? I f  the 
machine were to ident i fy rural  agr icul ture as 
a major hazard source, how could i t  t ransfer 
food product ion inside urban areas? 

The f i rst  and most obvious solut ion that 
comes to one’s mind is Biodiversi ty 
in Farming replacing the problemat ic 
monocul ture spread over the globe. In 
the f i lm Our Biggest Li t t le Farm from John 
Chester (2019),  a couple moves from LA to 
the countryside of  Cal i fornia to a dr ied out 
former monocul ture-based orange farm and 
they successful ly restore an ecosystem 
through biodiverse farming and end up l iv ing 
in harmony with nature.  The outcome is a 
restored ecosystem in which every species 
has a funct ion and nature balances i tsel f 
out ,  natural ly prevent ing plagues or s imi lar 
– making the use of  pest ic ides or chemicals 
unnecessary.  Al though the f i lm is more of  a 
more of  a splendid commercial  -  as opposed 
to an argument,  i t  g ives us hope. And 
shows, that  one can accelerate a process of 
restor ing ecosystems as wel l  as showing that 
biodiverse farming could end the issues of 
destroyed soi l  and with the proximity between 
animal l ivestock and agr icul tural  p lants,  e.g. 
t ransportat ion and soi l  fer t i l izat ion would 
become cheaper and more pract ical .  And 
less chemicals and pest ic ides would have 
to be used, as e.g.  animal manure or highly 
r ich soi ls such as the Amazonian Terra Preta 
could be used as fer t i l izers.  Biodiverse 
farming does not exist  on a real ly large scale, 
though, and is hardly imaginable.  I t  cannot 

A SUSTAINABLE 
FUTURE OF FOOD 
PRODUCTION
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Figure: Squareroot urban farming 
container
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ful ly replace al l  monocul ture food product ion. 
But wi th a more biodiverse approach towards 
farming, no matter where,  local  farmers would 
produce a great var iety in products and less 
foreign products would have to be shipped in.
And in terms of  low transportat ion costs and 
related pol lut ion and GHG emissions, the 
possibi l i t ies for  urban farming are current ly 
being researched a lot .  I t  can be pract iced 
ei ther through hort icul ture ( the growing 
of  f lowers,  f ru i ts and vegetables,  and of 
p lants for  ornament) ;  or  through tradi t ional 
cul t ivat ion systems (occurs in smal l  growing 
beds, and i t  is  widely diversi f ied,  ranging 
from leafy vegetables and others to grains, 
ornamentals,  herbs,  and frui t  t rees);  or 
through innovat ive cropping systems (mainly 
s impl i f ied hydroponic systems: wi thout 
use of  the soi l ,  instead the root system is 
supported using an inert  medium such as 
per l i te,  rockwool,  c lay pel lets,  peat moss, or 
vermicul i te)  such as vert ical  farming or e.g. 
Kimbal Musks Square Roots Containers (New 
York 2017) -  containers that  produce a vast 
amount of  leafy greens such as let tuce or 
arugula and  can be placed around ci t ies and 
are capable of  producing as much food as a 
2-acre large outdoor f ie ld would,  wi th the use 
of  only 5% of necessary water compared to 
convent ional  f ie lds wi thout the need of  soi l 

(which only works on a smal l  scale,  though)  
-  as indoor farming methods. The pract ice of 
urban farming must be further developed in 
order to become a real  a l ternat ive to current 
food product ion,  but in the modern wor ld 
every progress is rapid.

The next opt ion would be meat produced in 
the lab.  I t  seems to be the next big th ing 
in meat product ion history af ter  hunt ing, 
domest icat ion and industr ia l izat ion,  a l though 
i t  is  st i l l  being opt imized, researched and 
developed. But i t  is  in the coming. How does 
i t  work? In order to produce animal meat, 
Smal l  amount of  animal t issue is f i l tered and 
isolated so the cel ls they can grow. They are 
provided with warmth, oxygen, sal t ,  sugar, 
proteins,  “ t r ick ing” the cel ls into th inking they 
are inside their  “owner”.  They consequent ly 
natural ly repl icate l ike in the body producing 
muscle,  fat  and connected t issue. The 
benef i ts accompanied by th is are that 
cul tured meat could del iver reduced water 
use, greenhouse gas emissions, and less 
land use compared to convent ional  l ivestock 
meat product ion (approximately 78–96% less 
greenhouse gas emissions, 99% less land 
use, 82–96% less water use, and 7–45% 
less energy use, according to Stephens N. 
et  a l l  (2018).  Addi t ional ly,  cul tured meat 

Figure: Alternative Food. Collage Lorenz Foth
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could be less prone to biological  r isk and 
disease through standardized product ion 
methods, and through tai lored product ion i t 
could contr ibute to improved nutr i t ion,  heal th 
and wel lbeing. I t  a ims to use considerably 
fewer animals than convent ional  agr icul ture 
and when consider ing food waste,  cul tured 
meat provides a new opportuni ty,  whereby 
the pr ime cut alone is produced for 
consumption or processing rather than the 
whole carcass. There is also opportuni ty for 
each producer to create their  own version of 
the product therefore giv ing them diversi ty 
and compet i t iveness in the market.  Overal l , 
cul t ivated meat embodies a much more 
sustainable and more ethical  way of  food 
product ion than the convent ional  l ivestock 
product ion. 

And f inal ly,  an already -  in parts of  the wor ld 
– widely spread costume, is eat ing insects. 
Insects are a highly nutr i t ious and heal thy 
food source for humans, wi th high fat , 
protein,  v i tamin,  f iber and mineral  content. 
Al though viewed with qui te some skept ic ism 
in the western wor ld,  insects are considered 
to be del ic ious and enjoyable.  Insects are 
portrayed as one of  the possible solut ions in 
order to f ight  food scarci ty,  excessive food 
waste and to reduce greenhouse gas and 
ammonia emissions in food product ion and 
consumption. 

According to Durst  P.  B. et  a l l  (2010) 
the volume of  water required to raise an 
equivalent weight of  edible insects is 
considerably lower than for other l ivestock. 
The greenhouse gas and ammonia emissions 
are also very much lower,  and most insects 
do not even produce CH4 at  a l l .  Next,  there 
is the fact  that  insects occupy considerably 
less space and hence take up a much smal ler 
area for their  harvest ing.  Addi t ional ly,  insects 
have a very high fert i l i ty  and reproduct ion 
rate,  reducing the magnitude of  potent ia l 
d iseases and epidemies, as they can restore 
their  or ig inal  populat ion s ize rapidly.  This, 
and the fact  they take up l i t t le space, makes 
them less of  a workload than other l ivestock. 
Furthermore, insects are extremely effect ive 
in convert ing what they eat into t issue that 
can be consumed by others,  compared to 
other l ivestock.  And one can even assume 
that insects are the missing l ink in the food 
cycle.  By feeding them peoples food wastes 
and lef tovers (which they wi l l  happi ly eat) ,  and 
later on consuming the insects themselves, 
the food waste could possibly be solved, 
as wel l  as the “ food scarci ty “problems, 
s imultaneously.  Furthermore, farming 
insects presents i tsel f  as an opportuni ty to 
create many jobs (possibly for  machines), 

especial ly in lesser developed countr ies 
( for  humans).  But one must be careful  wi th 
harvest ing insects in the wi ld.  Insects play 
important roles in their  ecosystems and their 
wi ld populat ions must be preserved. There is 
not yet  any large-scale insect harvest ing yet. 
But many archi tectural  concepts for  insect 
farming have been developed and even bui l t , 
such as Terreforms Cricket Shel ter  (New York 
2016). 

A big problem in var ious parts of  the wor ld are 
insect plagues. Insects destroy the agr icul ture 
and lands, forc ing farmers to use chemicals 
and pest ic ides to combat the plagues. The 
fact  that  many of  these insects are edible can 
actual ly be seen as an opportuni ty.  Ki l l ing 
and eat ing these insects would decrease 
their  populat ion s igni f icant ly (part ly or even 
ful ly solv ing the plague problem) as wel l  as 
preserving the environment f rom chemicals 
( that  would otherwise be used in order 
to combat the plague) and providing the 
populat ion wi th food. 

Below, a l i t t le short  story about insect 
consumption as solut ion for  p lague hazards: 
The Legend of  Pr ins Eon: A short  story on 
how insect consumption can combat plagues.

In a smal l  peaceful  Afr ican vi l lage on a 
colorful  b looming hi l l  wi th a v iew to the 
widest hor izon humanity has ever seen, 
crowned by an Afr ican Baobab Tree as 
old as 15 generat ions of  Elephants,  l ived 
53 strong men, 56 beaut i fu l  women, 102 
playful  happy chi ldren and one very wise 
old man. He went by the name of St i l 
Arend. The si lent  eagle.  St i l  was known 
for his quiet  ways and for looking into 
natures’ soul .  He would speak to the spir i ts 
of  the fa l len animals seeking to establ ish 
a spir i tual  harmony between the vi l lage 
and nature.  But one cold rainy,  very dark 
night,  the v i l lage was at tacked by golden 
armored white soldiers possessed by 
blood lust  and evi l .  And even though the 
strong men from the vi l lage managed 
to keep everyone safe and protected, 
unharmed and heal thy,  the big Boabab 
would stand in f lames, cry ing tears of 
resin and screaming sparks of  anger. 
For the f i rst  t ime in 25 ful l  moons, St i l 
Arend opened his mouth for  the v i l lage. 
He said in a shiver ing voice fu l l  of  horror 
and fear:

“The Boabab is screaming for revenge on 
humanity!  There are dark days in f ront  of 
us!  Only the act ions of  an innocent pr ince 
can help us now!”
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And so, the t ree burned down to i ts very 
last  ashes, leaving the vi l lage in sadness 
and tears.  And on the fol lowing day 
already, a dark c loud would approach 
from the hor izon in unmatchable speed. 
But i t  was not a c loud, i t  was an endless 
swarm of grasshoppers who were 
searching for food. They would eat al l 
the grass and the f lowers and the frui ts 
and the leaves. They would even eat the 
roofs’ straw; the people’s hats’ and they 
would even eat the l ight  of  the day. The 
grasshoppers wouldn’ t  stop coming for 
days, for  weeks. No one knew how much 
t ime had passed, they only knew that the 
night of  the grasshoppers blocking the 
shine of  the sun, was a night that  was 
longer than the wide wide hor izon. With 
no food to eat and no sun to enjoy,  the 
v i l lagers became weak and feared they 
would starve. Every s ingle v i l lager had 
lost  weight,  strength and hope. Every 
s ingle one except for  young Pr ins Eon, 
the 3-year-old wi th the shiny golden 
eyes. Eon had a big heal thy bel ly and 
would wear a beaut i fu l  smi le that  covered 
his ent i re l i t t le face! He would run around 

and chase the grasshoppers and play 
and have fun, but he was the very very 
only one…. 

St i l  Arend, though, couldn’ t  help but 
not ice the heal thy happy l i t t le Pr ins Eon 
f i l led wi th energy and joy.  So, he observed 
what Eon was doing in hope of  f inding the 
sunl ight  and l i fe of  the v i l lage that needed 
to be restored. And what he saw was 
br i l l iant  -  Eon would pick grasshoppers 
f rom the ground, f rom the air  and from 
the wal ls.  He would eat them and giggle 
and cont inue playing and running before 
grabbing more grasshoppers and eat ing 
some more. So St i l  Arend shouted in 
exci tement,  hope and del ight !

“Natures’ revenge was a plague and i t 
brought darkness and hunger,  but  the 
path out of  the dark cave is the same 
path that  brought us inside. The plague 
is the solut ion to the plague i tsel f .  We 
need to feast  on the plague and f i l l  our 
bel l ies.  We need to feast  on the gi f t  that 
nature provides for us.”

Figure: Boabab Vil lage. Collage Lorenz Foth
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And so every v i l lager started eat ing the 
grasshoppers,  f i l l ing their  bel l ies wi th 
food and their  hearts wi th the hope and 
joy that  the grasshoppers had taken. And 
with every passing day more and more 
joy,  strength and hope were restored, and 
less grasshoppers would endarken the 
days. More and more plants would start 
growing and blooming and eventual ly,  on 
the day now known as the day of  Pr ins 
Eon, the plague was gone and from the 
ashes of  the burnt  down ancient Boabab 
a new l i t t le Boabab leaf  would peek out of 
the dark past reaching for the sun.

And al though insects could part ly help reduce 
the food waste problem, people must take 
care of  i t  themselves! The YouTube Video 
„Lebensmit te lverschwendung vermeiden“ 
f rom Quarks (2019) presents a sustainable 
cant ina -  that  buys unwanted food and reuses 
lef tovers for  more food and as combust ive 
for  b iogas powerplants,  generat ing power 
-  as example to be fol lowed to change this 
excessive food waste humans are producing. 
I t  shows that wi th discipl ine and the r ight 
approach, th is issue can be reduced.

Figure: Peter Menzel:  Tha Meb 2
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Figure: Hansel and Gretel
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7.1 Food as Architecture?

Obviously,  archi tectural  solut ions must 
be provided for insect harvest ing,  meat 
cul t ivat ion,  urban farming etc.  But in a more 
audacious, hyperbol ical  approach of  food 
product ion related archi tecture,  what i f  food 
becomes archi tecture? The idea of  edible 
archi tecture,  l iv ing inside of  food – is one 
that has been present in for  centur ies and 
can be seen al l  the way back in the Brothers 
Grimm Fairytale Hansel  & Gretel  wi th the 
Gingerbread House of  the evi l  wi tch.  But what 
i f  i t  becomes common? What i f  food becomes 
archi tecture?

If  Deus ex Ma(s)china were to analyze the 
behavior of  other l iv ing species,  could i t 
possibly ident i fy parasi t ic  behaviors as 
benef ic ia l  for  humans? Could i t  come up with 
ideas and solut ions for  people to inhabi t  their 
food sources? 

There have, obviously been numerous 
projects and “ jokes”,  where houses simi lar 
to the Gingerbread house have been 
constructed. But using food as construct ion 
mater ia l  seems to be wasteful ,  extra work 
and not very effect ive… But what i f  one 
could grow archi tecture? What i f  humans 
l ived inside of  growing food? What i f 
people become the parasi tes of  their  own 
archi tecture/biotecture?

Figure: Bridges in Khasi and Jaintia 
Hil ls
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Of course, growing/ l iv ing archi tecture is 
something that exists already and has 
existed for centur ies (e.g.  br idges in Khasi 
and Jaint ia Hi l ls  ( India) being over 500years 
old) but the idea of  th is l iv ing archi tecture 
being edible is fa i r ly  recent.

A concept by Archi tect  Mitchel l  Joachim from 
Terreform – Fab Tree Hab (2006) -  suggests 
that  people could grow their  own consumable 
houses out of  growth-direct ion-manipulated 
trees f rom which they could consume the 
frui ts,  leaves and possibly animal and fungi 
inhabi tants or cohabi tants. 

As opposed to many concepts of  “green 
archi tecture”,  such as vert ical  farming, 
where archi tecture is bui l t  and nature is 
subsequent ly added, th is biotecture concept 
of  using nature as archi tecture is a much 
more nature-preserving and ecosystem-
aware approach to green archi tecture.

Biotecture could also be part  of  the urban 
archi tecture in future.  Parks are regarded as 
essent ia l  for  c i t ies and in a society of  much 
le isure t ime must necessar i ly  cont inue being 
so. But parks are most ly uninhabi ted by 
humans and work as empty spaces (Housing 
wise) in c i t ies.  But i f  people can grow their 
habi tats,  they could make parks inhabi table. 
Whole forests could become urban distr icts 
giv ing c i t ies more var iety in aesthet ics and 
atmosphere – creat ing more opportuni t ies for 
explorat ion in le isure t ime. And making the 
ci ty greener and more sustainable.

And with gene manipulat ion i t  has also 
become possible to grow plants carry ing 
up to 40 di fferent f ru i t  types. I f  humanity 
develops these technologies fur ther,  i t  might 
become possible to have a great var iety of 
edible housing opportuni t ies by only growing 
one anthropogenic plant “species” (created 
by humanity) . 

Growing archi tecture means that spaces wi l l 
change and transform constant ly according 
to th is growth.  Therefore,  one of  the t imeless 
features of  Constants New Babylon – the 
t ransforming and changing spaces -  is 
automat ical ly integrated in the concept of 
these edible urban biotecture forest  d istr icts.  
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Figure: Terreform: Tree Fab Hab



62 Figure: AR/VR Picasso
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With the way things have been going, humans 
must seemingly create some drast ical ly new 
archi tectures.  With the increasing number of 
the populat ion an accelerat ing destruct ion 
of  the wor ld,  new typologies of  l iv ing might 
have to be created. These are 3 examples 
how archi tecture could change over the 
next century.  In China, wi th the massive 
amount of  inhabi tants,  i t  has become the 
center of  futur ist ic archi tecture.  They are 
cont inuously researching and looking for 
solut ions on how to accommodate their  10 
mi l l ion and more inhabi tants per c i ty.  More 
and more megastructures are appear ing with 
solut ions of  having a c losed ecosystem and 
an ent i re indoor infrastructure system. Other 
examples in case of  massive f looding would 
be underwater or aer ia l  archi tecture.  But 
these are only concepts on a wor ld i f  human 
populat ion cont inues l ike i t  is  current ly doing.

As this work envis ions a change in societ ies 
mental i ty ( in the Manifesto) and sustainabi l i ty 
th is doesn’ t  remain a necessi ty for  people. 
This concept does not need to be bui l t  in any 
new typology of  l iv ing.  But i t  must include 
special /archi tectural  solut ions for  society 
highly act ive in AR and VR and also include 
special  features related to these technologies. 
I t  must also include playground- l ike “ fun” 
environments integrated into the archi tecture 
and there must be biotecture distr icts in 
these urban areas. As fol lows, the work (and 
consequent ly also Deus ex Ma(s)china) wi l l 
analyze and determine how exact ly each of 
these features may work and look l ike:  

8.1 AR and VR related Architecture

The technology of  VR is the s imulat ion of  an 
environment which is exper ienced through a 
human-machine interface, where one ei ther 
interacts wi th i t  through an immersive or a 
non- immersive way. I t ’s  a tool  which could 
be used in many areas, especial ly af ter  th is 

ARCHITECTURAL
CONCEPT

8

Figure: AR/VR Picasso
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engine has improved over t ime, t ransforming 
the current VR world into a more real ist ic 
approach to real  l i fe wi th a high level 
of  detai l .  I t  can be used for educat ional 
purposes, where people can e.g.  re l ive a 
histor ic event wi th al l  of  i ts  detai ls and near ly 
authent ic atmosphere. Users could enjoy 
strol l ing around Rome dur ing the Roman 
empire,  exper iencing gladiator f ights in the 
colosseum, or they could discover how l i fe 
was in the 19th century in the UK dur ing 
the Industr ia l  Revolut ion.  Not only do users 
prof i t  f rom these possibi l i t ies to broaden 
their  knowledge in history,  but  a lso those 
who are recreat ing these scener ies.  I t ’s 
a job opportuni ty for  anyone interested in 
archi tecture,  h istory and gaming design. 

Being engul fed by the surrounding room 
can have a very powerful  impact on the 
psychology of  the exper iencer.  Seeing 
something on a screen cannot be compared 
to being completely part  of  something. Being 
part  of  something is certainly more inf luent ia l 
than only being an observer of  v ideo. This 
is where the spat ia l  aspect of  archi tecture 
comes into play.  An archi tect ’s task is to 
create a space for a user where they can feel 
at  ease or admire the beauty of  a bui ld ing,  a 
room. The play of  shapes, l ight  and shadow, 
the acoust ics and size of  a space wi l l  have 
di fferent effects wi th each modif icat ion to the 
user. 

For that  reason, exper iencing history or any 
scenar io through the spat ia l  sensat ion wi l l 
be certainly more memorable and exci t ing 
compared to a history c lass through a 
passive,  one-sided way of  teaching facts.
But of  course, VR is a major tool  for 
exper iencing any kind of  adventure,  to 
each of  their  own. Like in Ready Player 
One (2018),  anyone can escape into an 

imaginat ive wor ld which can be more or less 
real ist ic.  You could be explor ing the deepest 
al leys in a cyberpunk skyscraper jungle or 
f ight  on a post-apocalypt ic batt le ground and 
just  basical ly anything else possible through 
imaginat ion.   Through these uses of  VR, the 
creat ion of  landscapes is unl imited. I t  is  a 
way of  fusing the spat ia l  exper ience of  real-
l i fe archi tecture wi th game design, where 
creat iv i ty has no l imi ts,  into an interact ive 
new world.  I t  is  a plat form where creators 
work together on an interdiscipl inary level , 
making imaginary landscapes which you can 
explore f reely just  a c l ick away.

In the real- l i fe bui l t  environment,  VR, but also 
AR, can not only be used as a tool  to v isual ize 
ideas for archi tectural ,  landscape and urban 
design, but also to analyze construct ion, 
faci l i ty  management and to test  the l i fecycle 
of  a bui ld ing.  I t  can also radical ly improve 
the communicat ion and visual izat ion of  a 
concept,  which resul ts in making everyone 
able to part ic ipate in the design process.

I t  opt imizes management and product iv i ty 
of  the bui ld ing process, enabl ing a smooth 
procedure of  the actual  construct ion on si te. 
With the AR invent ions such as Microsoft ’s 
HoloLens, Morphol io ’s AR Sketchwalk and 
DAQRI’s Smart  Helmet,  on-si te analysis 
become easier.  3D models in AR are portrayed 
as immersive large-scale 3D environment. 
This way, the workers can compare work- in-
progress wi th the or ig inal  design and keep 
the construct ion procedure in sync with 
an al l -d ig i ta l  workf low. Everything can be 
fol lowed through lenses, goggles and tablets. 

Augmented Real i ty can be used not only by 
professionals,  but  by l i teral ly anyone. For the 
concept,  AR is used as a tool  where everyone 
can customize their  surroundings to their 

“I observed people in tears after both immersive 
experiences, with a longing to explore the topic further.  I t 
demonstrates how virtual reality can blur the boundaries 

between real and imaginary worlds and forge a strong 
emotional bond between people and the content they 
are exposed to.  This magic of being present changes 

everything.”

-  Gordian Overschmidt,  Zenvis ion.
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current needs. Through lenses, a space is 
being adjusted through l ight ing,  ambience, 
sounds and anything else which one fancies 
for  the moment being. This way a group of 
people could be physical ly in the same room, 
but through AR everyone can exper ience 
i t  in a di fferent way, making meet ups with 
f r iends and col leagues even more exci t ing 
and special .  The spat ia l  sensat ion could be 
improved to these technologies.

AR would al low people to exper ience the 
environment,  objects and their  surroundings 
in a di fferent way and possibly in a more 
detai led way. People could examine objects, 
turn them around vir tual ly and hence 
understand things better and easier by solely 
using AR.

VR and AR, al though only fa i r ly  recent ly 
developed to a stage near where science 
f ict ion foresaw i t  to be, is a very old concept 
and has featured in many l i terature works as 
wel l  as in f i lmography – e.g.  in Back to the 
future 2 (1989).

Interest ingly,  even though these technologies 
seemed to be qui te distant back in 1989, the 
f i rst  v i r tual  real i ty device had already been 
released decades before,  for  example in 
1962: The “Sensorama”.  I t  was a machine 
that is one of  the ear l iest  known examples of 
immersive,  mult i -sensory technology. I t  was 

introduced by Morton Hei l ig and is considered 
as one of  the ear l iest  v i r tual  real i ty systems. 
This device was very big and not movable, 
though. One could only move their  head and 
eyes, exper iencing this v i r tual  environment.

And even in archi tecture there have been 
famous simi lar  ideas. Between 1968 and 
1970, Archigram designed the “Holographic 
Scene Setter”  as part  of  the project  “ Instant 
c i ty” .  And with no technology yet invented 
that could successful ly create an accurate 
hologram without any dust,  water or other 
part ic les in the air,  AR seems to be the only 
current possibi l i ty  to real ize th is idea. With 
AR one could successful ly create holograms 
(which could be switched off  and only seen 
by those who want to see them). 

And i t  embodies the perfect  machine learning 
tool  in order for  Deus ex Ma(s)china to learn 
about and analyze human behavior.  Today, 
onl ine plat forms such as Google or Facebook 
are already capable of  using machine 
learning and AI in order to decide on which 
Ads to display for  every person – based on 
their  onl ine act iv i t ies and even locat ion.  With 
AR and VR technologies,  p lat forms (such 
as Deus ex Ma(s)china) could potent ia l ly 
fo l low a persons every move, recording even 
their  subconscious customs and act ions. 
The machine could potent ia l ly  record and 
remember v isual ,  audio and even hapt ic 
exper iences a person makes.

Figure: Ready Player One (2018)
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Figure: Scene from Back to the Future 2 (1989) 
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Figure: Archigram: Holographic scene seller



70 Figure: Sensorama (1962)
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8.2 Playground- l ike  urban envi ronments

As ment ioned before,  the intent ion (of 
th is work and of  Deus ex Ma(s)china) is to 
create archi tecture that  one can explore and 
enjoy to the very last .  Playful  environments 
and spaces that t ransmit  their  p layfulness 
onto people.  Somewhat of  adventurous 
playgrounds for al l  age groups. Everywhere. 
Urban environments as huge playgrounds in 
which people l ive.

Many studies show that -  for  chi ldren - 
moving and playing several  t imes a day is 
very important in order to raise product iv i ty, 
learning capaci ty and concentrat ion capaci ty. 
And for adul ts i t ’s  no di fferent.  Many 
companies have started opt ing for  “corporate 
playground off ices” wi th s l ides,  table tennis 
and more, to give their  workers the possibi l i ty 
of  having fun, moving and playing dur ing 
smal l  breaks. The resul ts presented are 
most ly higher product iv i ty,  innovat ion power 
and heal thy and happy workers.  This would 
Playing and moving wi l l  be a dai ly habi t 
again.

These indoor playgrounds in working 
environments are something this work seeks 
to include in i ts concepts.  But in a wor ld 
where many people don’ t  work,  where wi l l 
they have their  possibi l i t ies of  fun and playing 
on a dai ly basis? The goal  must be to create 
playground- l ike archi tecture accessible for 
everyone – at  a l l  t imes.

Obviously,  these playground- l ike 
environments can easi ly exist  in a v i r tual 
real ty wor ld in which people could possibly 
spend much of  their  t ime in.  But the real 
wor ld should remain of  great importance for 
humanity,  as the goal  would be to make i t 
more sustainable and l ikable and loveable to 
l ive on. I t  should be appreciated and wake 
joy and happiness in people wi th al l  of  i ts 
dai ly features.  But what exact ly does i t  mean 
to have playground- l ike features in “normal” 
urban environments? 

Wel l ,  one example would be to add sl ides 
and ladders as addi t ional  a l ternat ives to 
staircases e.g.  Creat ing more possibi l i t ies on 
how to get to di fferent vert ical  levels.  Sl ides 
in part icular are a fast  way to get to lower 
vert ical  levels and are always regarded as 
“ fun”,  as they feature on most playgrounds 
as wel l  as in most amusement parks.
 
One example of  a s l ide would be the 
“Parabelrutsche” in Munich from Brunner-Ri tz 
(2002) at  the universi ty TUM. A sl ide f rom 
the 3rd f loor to the ground f loor.  The sl ide 

Figure: Sensorama (1962)
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networks.  This would be a more fun three- 
dimensional  vert ical  path solut ion and 
wouldn’ t  necessar i ly  require any changes or 
movements.  By s imply remaining in one same 
state i t  could st i l l  offer  unimaginably many 
di fferent possibi l i t ies of  path choices.

These previously ment ioned opt ions could 
of  course feature almost everywhere but 
are mainly reasonable for  indoor solut ions 
replacing or complement ing e.g.  staircases. A 
good example for  such an indoor playground 
would be the “Spiel turm” in the Kr istal lwel ten 
in Wattens (Tyrol)  f rom Snohetta (2013-
2015).  Al though this is a playground tower 
for  chi ldren, wi thout any other funct ion,  i t  st i l l 
embodies a great example on how sl ides and 
str ing nets/webs can work as al ternat ives 
to staircases and elevators.  And how i t 
successful ly raises the joy level . 

Sl ides,  webs and ladders can also feature in 
outdoor environments,  but  i t  doesn’ t  make 
as much sense as indoors,  as they might 
take away big areas. So, what can outdoor 
playground- l ike solut ions look l ike? I t  could 
be labyr inths.  And what better labyr inth 

is an absolute success, as many students 
use their  breaks to go for a s l ide,  meaning 
that they move and have fun, rais ing their 
concentrat ion capaci ty for  later lectures.  I t 
can also be used to get f rom the 3rd f loor 
outside faster,  when in a hurry.  And the effect 
the s l ide has on students,  professors etc.  is 
instant ly not iceable.  The bui ld ing has a much 
happier atmosphere, there are more smi l ing 
faces than in other universi ty bui ld ings and i t 
not iceably raises the joy level . 

Having playgrounds for chi ldren to increase 
their  learning progress and have more fun 
and joy on a dai ly basis is v iewed as very 
important.  So why should i t  not  be the case 
for adul ts too?

Much l ike in Constants New Babylon there 
could also be a network of  moveable ladders 
in order to create a changeable path network 
according to where a person wants to head 
to.

Another idea would be to have net structures 
– s imi lar  to three-dimensional  spider webs – 
instead of  and/or addi t ional ly to the ladder 

Figure: Brunner-Ritz:  Parabelrutsche
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than one where paths change and become 
unrecognizable? Travel l ing through these 
labyr inths could be adventurous! But how 
would i t  work?  

Basical ly,  through changing archi tecture. 
Bui ld ings that rearrange and adjust 
themselves. Di fferent arrangements for  more 
diversi ty and more interest ing environments.
Changing archi tecture is a rather old concept 
that  has been addressed a lot  in the past. 

One example would be the “Walking City” 
by Ron Herron (1966).  In th is part icular 
example,  a c i ty would no longer be f ixed to 
one locat ion,  but rather move around. People 
would not fu l ly  become nomads, as they could 
cont inue having f ixed homes inside urban 
environments.  But the c i t ies would move and 
hence the environments around the ci t ies 
would be in constant change.

Another example would be the “Plug in Ci ty” 
by Peter Cook (1964) where a massive 
f ramework would support  many rearrangeable 
smal ler  uni ts.  These uni ts could hence be 

arranged according to personal  preferences 
and needs of  the moment.  This would al low 
a great diversi ty in urban conf igurat ions and 
could be logist ical ly great for  s i tuat ions or 
events that  require new conf igurat ions.

The idea creat ing mult ip le smal l  uni ts and 
assembl ing them into one big structure has 
been qui te popular,  especial ly in Japan with, 
for  example the capsule tower in Tokyo, by 
Kisho Kurokawa (1972) – where many smal l 
capsules (uni ts)  make for the big tower.

This is an Idea that has also been used 
by MVRDV for their  compet i t ion entrance 
KoolKiel  (2018).  Simi lar ly,  th is project 
consists This project  consists of  several 
rearrangeable smal l  uni ts and makes use of 
a f lexible design system, rather than some 
unchangeable and f ixed plan. The design can 
be adjusted and adapt to needs and desires 
of  the community.  I t  consists of  var ious 
cubic blocks topping an exist ing bui ld ing. 
The number and sizes of  cant i levers can be 
adjusted according to needs and desires.

Figure: Constant Nieuwenhuys: Labyrinth of Ladders (1967)
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Figure: Archigram: 
Walking City
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Figure: Archigram: 
Plug-in City
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Figure: Kisho Kurokawa: 
Capsule Tower
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Figure: MVRDV: KoolKiel
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Figure: The Interlace, Ole Scheeren
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The idea to have mult ip le s imi lar  uni ts is 
of  many advantages when i t  comes to the 
construct ion and product ion.  Even though 
terrace houses and mass product ion/
construct ion in archi tecture (af ter  the 
pr inciples of  the Taylor ism and Fordism) 
have been massively cr i t ic ized for being 
monotonous, repet i t ious,  bor ing and seeming 
very far,  b ig and inf in i te – and hence being 
frustrat ing,  i t  is  undeniable that  their 
product ion and construct ion is logist ical ly 
much easier,  faster and more eff ic ient . 

I f  these construct ions were to be changeable 
and consisted of  rearrangeable uni ts,  th is 
monotony could be removed and mult ip le 
di fferent arrangements and changing 
arrangements could possibly even make for 
an exci t ing labyr inth- l ike environment.

But giv ing terraced houses var iety in color has 
been tested and done a lot  “unsuccessful ly” , 
wi th the monotony and bor ing aesthet ics 
remaining. Al though var iety in color could 

st i l l  be used, in order to get r id of  there 
unwanted character ist ics,  one would have 
to create changeable archi tecture that  could 
change drast ical ly and hence form mult ip le 
very dist inct  arrangements.

Di fferent ly-arrangeable archi tecture could 
potent ia l ly  induce people to logical  th inking 
and training their  ski l ls  in logical  induct ion.  I t 
would basical ly be archi tecture as educat ional 
tool  in a person’s dai ly l i fe.  Archi tecture that 
induces creat iv i ty and logic th inking. 

The great diversi ty al lowed within the 
same design, by s imply using di fferent 
combinat ions/arrangements.  even with many 
“equal”  bui ld ings br ings great diversi ty and 
great adjustabi l i ty  and changeabi l i ty  to the 
urban environment,  the archi tecture is located 
in.  So basical ly,  what would be created are 
adjustable spaces without or ig inal ly def ined 
funct ions.  Funct ional i ty could be adjusted to 
whatever is needed in the moment. 
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„the Interlace was a redefinit ion of a building as 
something that was no longer just an object,  but a 

connective t issue that would form a huge community. 
The way the building blocks are stacked up forms huge 

gardens and courtyards, so it  was about defining the 
space to l ive in that would al low you an incredible degree 

of freedom to decide for yourself .  I  think that’s what 
ult imately makes for an incredible quality of l i fe in that 

place.“
-  Ole Scheeren

Figure: 3 Mirror Cube Combinations. 
Collage Lorenz Foth
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Figure: Mountain Dwell ings, Bjarke Ingels
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with you and my mom and my brothers… 
Except for  Tim. Tim is always annoying 
me.”
After a short  moment of  s i lence, Jonny 
asked: “Do you want to t ry i t?”

So the two went on and tr ied many 
di fferent th ings. Rotat ing pieces; spr ings 
that could make smal l  uni ts jump, mobi le 
uni ts changing spots etc.  Whether they 
succeeded or not,  no one knows. But 
they did t ry to come up with something 
br i l l iant .  They tr ied out many var iants 
and used their  logic and math ski l ls  in 
order to f ind a solut ion.  Their  improving 
of  logical  problems solv ing ski l ls  was 
guaranteed, i r re levant of  their  success.

And even though i t  is  somewhat di fferent 
when a machine learns something, 
Deus ex Ma(s)china could potent ia l ly 
go through a s imi lar  learning process 
in order to learn how bui ld ings could 
potent ia l ly  be changeable and how i t 
would be most benef ic ia l  for  the var iety 
of  possible funct ional i t ies assigned to 
given archi tecture.

In order to v isual ize better how changeable 
archi tecture can induce people to logical 
th inking, a short  story about a l i t t le k id 
playing with LEGOs: 

Jerry the bui lder of  LEGOs.

Jerry Sanchez was a l i t t le 8-year-old boy 
l iv ing in the suburbs of  Columbus, Ohio. 
The Sanchez fami ly – a s ingle mother 
and her 5 sons -  or ig inal ly came from 
Puerto Rico and l ived a rather modest 
l i fe in the US. Every once in a whi le, 
they would be presented with toys f rom 
wealthier chi ldren with no further use 
for them. Jerry was a dreamy l i t t le boy, 
dreaming of  becoming an innovat ive 
archi tect  bui ld ing shi f t ing structures that 
could al low people to move between 
social  condi t ions.  The other chi ldren in 
school  would make fun of  h is i r rat ional 
and i l logical  th inking and would te l l  h im to 
give up on his dream and rather become 
a marine. But Jerry was wi l l ing to take 
his chances and to prove them al l  wrong.

One day, the Sanchez’ received a huge 
set of  LEGOs as sorted out toys f rom 
wealthier chi ldren. Jerry immediately 
started playing with the LEGOs, playing 
his dream of an archi tect .  He would start 
bui ld ing whole c i t ies,  amusement parks 
etc.  f i l l ing the ent i re l iv ing room with 
LEGOs – to the horror of  h is mother.

Once, his c lassmate Jonny would come 
by to play.  Jonny was a skinny and short 
Car ibbean-descendent orphan chi ld who 
would of ten s leep at  the Sanchez’ house. 
He was almost part  of  the fami ly and could 
even f luent ly speak Spanish. Solely f rom 
spending t ime with the Sanchez’ .

Jonny jumped and yel led in exci tement 
when he f i rst  saw the LEGO col lect ion! 
With absolute fascinat ion the two would 
spend hours and hours almost everyday 
playing together wi th the LEGOs.

One day Jonny hesi tated and ref lected 
for a whi le.  Before asking:
“Say Jerry… Didn’ t  you want to bui ld 
something for people to jump between 
being r ich and being poor?”
“No Jonny. That doesn’ t  make sense. I 
wanted to bui ld something for a wor ld 
where no one is r ich or poor.”  Jerry 
repl ied.  “But where people can transi t 
between big and smal l  homes, between 
the way we l ive and the way the r ich k ids 
do… Sometimes I  want to be l ike the 
r ich k ids.  And sometimes I  love my l i fe 

8.3 Biotecture Districts

Using biotecture and integrat ing growing 
archi tecture to urban environments could 
create greater urban var iety in aesthet ics and 
atmosphere. Something Deus ex Ma(s)china 
might consider in i ts design. Furthermore, 
the ma(s)chine could potent ia l ly  analyze the 
behavior of  other l iv ing organisms, l iv ing 
inside other organisms (e.  g.  Squirrels in 
t rees) in order to ident i fy and evaluate 
new possibi l i t ies for  humanity.  Possibly 
concluding that in the r ight  scale s imi lar 
behaviors for  humans would make sense. 
Deus ex Ma(s)china – imagined as a div inely 
powerful  being -  could also manipulate genes 
in order to create a f i t t ing biotecture host.

I t  is  the idea to grow archi tecture in which 
humans could potent ia l ly  l ive dur ing plants 
growth and/or af ter  the host or hosts has or 
have already died. Manipulat ing the growth 
al lows the possibi l i ty  to braid branches and 
create intertwined strand networks that form 
inhabi table archi tecture.  This can be done 
with more than one plant and smal ler  p lants 
can be used for i t . 

An example here for  would be the works 
“Sanfte Strukturen” f rom Marcel  Kalberer, 
where both dead and l iv ing branches are 
bent and twisted and braided in a way that 
pavi l ions and arches are formed.
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The other opt ion would be to hol low out plants 
and create archi tecture/ infrastructure inside 
the dead plant,  potent ia l ly  saving histor ical ly 
or beaut i fu l  special  specimen from col lapsing 
and decomposing. 

A great example for  hol lowed out plants 
as archi tecture would be the compet i t ion 
entrance “Tr ibute.  The Monument of  Giant” 
f rom the Korean archi tects Ko Jinhyeuk, 
Cheong Changwon, Cho Kyuhyung, Choi 
Sunwoong. In th is example,  archi tecture 
becomes act ive as an art i f ic ia l  organ to 
replace the trunks rot ten away, preserving 
the beaut i fu l  landscape. In South Afr ica and 
also in other countr ies,  there are var ious 
cases of  natural ly (af ter  e.  g.  a l ightning 
stroke) and art i f ic ia l ly  hol lowed out massive 
Boabab trees that were t ransformed into 
bars/restaurants and even housing solut ions.
There are obviously other opt ions on how to 
combine man-made archi tecture and growing 
nature in a way that,  aesthet ical ly,  the 
natural  part  seems to overtrump. Trees could 
be used as columns, wal ls etc.  or  branches 
as roofs etc.  And there is also the possibi l i ty 
to create a universal  ar t i f ic ia l  archi tecture as 
support  and growth manipulator for  speci f ic 
p lants.  This is the case of  the Fab Tree Hab 

Figure: Marcel Kalberer: Sanfte Strukturen

f rom Mitchel l  Joachim and Terreform (2006), 
where an art i f ic ia l  exoskeleton forces t rees 
to grow in certain direct ions and ul t imately 
creat ing smal l  b iotecture bui ld ings.  This 
part icular example also suggests that  these 
biotecture bui ld ings could grow food and 
hence help in the food product ion.  Making 
i t  a food product ion and a housing solut ion 
both at  once.

The type or possibi l i ty  of  b iotecture creatable 
depends on region, the c l imate and the 
ecosystem. For example,  in a rainforest  the 
biotecture could be denser and potent ia l ly 
easier to create wi th e.  g.  hanging roots and 
massive t rees.

But wi th gene manipulat ion being further 
developed, one could see plant s ize and 
shape becoming extremely control lable al l 
over the ent i re globe.
The main goal  wi th the biotecture distr icts 
would be to create archi tecture inside “wi ld” 
nature.  For c i t ies.  So even caves, wholes 
or regular t reehouses could also work for 
these distr icts.  The idea would be to create 
inhabi table archi tecture inside of  urban 
parks. 
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Figure: Tribute.  The Monument of Giant
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This would give inhabi tants the choice of 
where to l ive -  whether they want to l ive in 
common urban archi tecture,  or  in nature – 
wi thout leaving the ci ty.  I t  would also create 
the opportuni ty to connect more with nature 
and for humans to feel  l ike part  of  nature 
and the planet i tsel f  rather than feel ing l ike 
parasi tes that  aren’ t  real ly useful  or  wanted/
needed. Which is qui te i ronic,  because in 
the case of  humans inhabi t ing other l iv ing 
organisms, humans would actual ly become 
parasi t ic  l iv ing organisms.

I t  would also al low ci t ies to become greener 
wi th large green areas without reducing the 
populat ion densi ty.

And as ment ioned ear l ier,  i t  could be 
combined with food product ion as wel l . 
Biotecture could be shared with l ivestock 
which could then later on be harvested. And 
as these biotecture distr icts would be located 
in forests or other “natural”  ecosystems, there 
could be wi ld animals and edible f ru i ts that 
could be harvested on a smal l  and control led 
scale – preserving the ecosystems.

These biotecture distr icts would be in 
constant change, as they would exist  among 
“real  natural”  matters that  would move and 
grow and change – just  the way they do in the 
wi ld.  These changes would most ly be rather 
s low but yet  very present.  And once again, 
th is would make these environments much 
more exci t ing and adventurous and worthy of 
explor ing.  And, obviously,  i t  would give the 
c i ty as a hole more var iety and diversi ty.

But where would these biotecture distr icts be 
located? Most ly in per ipher ic distr icts around 
ci t ies most ly and in exist ing urban parks in 
exist ing c i t ies.  In new ci t ies they could be 
everywhere and spread al l  over the c i t ies.
 
The creat ion of  such distr icts would obviously 
be very cost ly and compl icated but would 
ul t imately add something new and posi t ive as 
wel l  as sustainable to a c i ty!

Fol lowing short  story should help to 
understand how l iv ing inside l iv ing organisms 
could potent ia l ly  work:

Lost in the Forest .

A weird man inside a weird story would 
once travel  over weird is lands in a weird 
Paci f ic  ocean, f ly ing in a weird f ly ing 
mini-Zeppel in.  Alone. Weird.  And in a 
weird turn of  events,  h is weird Zeppel in 
crashed on one of  the weird is lands. 
Weirdly,  the weird man survived. 

On the uninhabi ted weird is land, the 
weird man saw that a weird dark storm 
was approaching.

The weird man thought to himsel f :
“Weird”
He even spoke i t  out  loud:
“Weird!”

And as weird as the weird man was, he 
thought what k ind of  weird th ing he could 
do to survive the weird storm. He started 
observing the weird animals on the weird 
is land. He spotted a weird and possibly 
retarded crab, storming into his hole 
ahead of  the storm.

The weird man thought to himsel f :
“The crab storms away from the storm…”
Then he said:
“Weird”

The he spotted a bird,  f ly ing l ike a 
Zeppel in. 
“Weird”

And then he saw a squirrel  h id ing inside 
a weird hole in a t ree.

Next to that  t ree he spotted another t ree 
of  weirdly gigant ic s ize.  With a weird hole 
the s ize and shape of  a Zeppel in.  Did he 
possibly crash into that  t ree? Weird… 
But the weirdest th ing was: How could 
he possibly not have not iced the gigant ic 
weird t ree before?

He thought to himsel f :
“Weird”

He took shel ter  in the weird hole in the 
weird t ree.  And the weird man survived.

But the real  quest ion is:  Why did he not 
take shel ter  in his crashed Zeppel in? 
Weird…

No one knows where the weird man is 
today. A weird legend says that he st i l l 
l ives on the weird is land l iv ing a weird 
l i fe of  a weird man-squirrel .  Weird. 
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8.4 Architectural solutions for 

insect  harvest ing,  meat  cul t ivat ion, 
urban farming

As ment ioned ear l ier,  insect harvest ing, 
meat cul t ivat ion and urban farming seem 
to be the most l ikely new sustainable food 
product ion opt ions in the coming. As the goal 
is  to create urban solut ions for  sustainable 
food product ion,  th is work seeks to create a 
concept in which al l  of  these opt ions become 
possible in an urban environment.

The most reasonable and obvious and 
probably also the best opt ion would be 
to create large scale conservator ies and 
greenhouses.

So basical ly,  massive areas covered by 
greenhouses, s imi lar  to the example f rom 
Axel  and Otero Verzier in Work,  Body Leisure 
(2018) of  the Nether lands ment ioned ear l ier 

Figure: Gardens by the Bay. Singapore

would make this possible.

The urban food product ion would happen 
mainly in these conservator ies/greenhouses. 
Where there could be layered in forms of 
vert ical  gardens or shel fs as is the case of  the 
ear l ier  ment ioned Square Roots Containers. 
These conservator ies could also feature 
larger-scale insect farms and separated labs 
for meat cul t ivat ion. 

But the goal  is  to make every corner of  the 
urban environments exci t ing and at t ract ive 
for  tour ists and vis i tors.  How could i t  be 
made possible for  that  to happen?

These greenhouses and conservator ies could 
feature di fferent themes and ecosystems 
working as fun and interest ing,  v is i tors-
at t ract ing botanic gardens where some 
animals could be kept in fa i r  condi t ions and 
could be used for the extract ion of  stem cel ls.  
They could even feature the ear l ier  ment ioned 
trees that can grow mult ip le f ru i ts in order to 
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grow frui ts more eff ic ient ly.  I t  could be seen 
as a fun and beaut i fu l  educat ional  p lace that 
people could enjoy v is i t ing and where they 
could learn a lot  about food product ion.

Even a c i t ies food wastes could be brought 
there as compost for  p lantat ions and in order 
to feed -  for  example -  the insects.
Obviously these conservator ies’ sustainabi l i ty 
might be quest ionable -  as natural  resources 
from other places might be exploi ted and 
therefore they should be kept as „ local  “as 
possible in terms of  ecosystems. But in a 
eff ic ient- food-producing way.

Simi lar  exist ing examples would be the 
gigant ic greenhouses in Singapore,  such as 
the “Gardens by the Bay”.

The main advantage these urban food 
product ion solut ions would br ing are less 
t ransportat ion costs and distances through 
local  urban product ion.  As wel l  as embodying 
even more urban diversi ty and even more 
interest ing and exci t ing at t ract ions for  people 
wi th lots of  f ree t ime to enjoy.

As fol lows, a short  story that  shows how food 
product ion can work as an exci t ing at t ract ion: 

The journey through the food park.

Once upon a t ime there was a l i t t le ant 
cal led Rick.  Rick would fo l low al l  the 
orders f rom his queen and br ing her al l 
the resources she asked for.  Rick was an 
exemplary ant in a strong team of uni ted 
ants.  He always fel t  l ike a great ant.  Rick 
was a proud ant.

One day, af ter  off loading perfect ly and 
precisely cut  leaves to his queen, Rick 
asked her in shy manner:
“ I  know that I  am one of  the leaf  cut ters 
and that ’s my job… But I  would real ly l ike 
to know what happens in the food sector. 
I  want to know what Jacob and Roy and 
al l  the others f rom the foody tr ips do… 
Can I  maybe take a day off  and jo in them 
once? Just once?? They always look so 
happy and ful l  of  energy!  Can I  jo in them? 
Pleeeeeaaaaseee???”
The queen repl ied:  “ I  am sorry,  were 
you talk ing to me?? I  wasn’ t  l is tening, 
I  was watching a YouTube Video about 
human labor structures.  I t ’s  h i lar ious! 
You should total ly check i t  out !  The guys 
are absolute morons when i t  comes to 
logist ics and organizat ion.  But yeah… 
I have to get going. Whatever you said 
before,  my answer is yes.  I ’m in a good 
mood today! … …Humans… Absolutely 

hi lar ious!”  And so, she wondered off . 

Ful l  of  exci tement and happiness for 
being al lowed to jo in his food product ion 
f r iends, Rick completely forgot to check 
out the YouTube Videos…

With a huge smi le on his face and al l 
j i t tery,  jumpy and hopping, Rick would 
jo in the food labor ants the fo l lowing day. 
They would march south to the “big food 
source”.  Al l  of  them singing and chant ing 
and smi l ing and gr inning and laughing 
and giggl ing and jumping and spinning. 
Once they reached their  food source – 
a lo l l ipop a human had dropped – they 
started feast ing on i t .  Then they would 
wonder around i t ,  examine other objects 
and potent ia l  food. Unt i l  Rick asked:

“Don’ t  we need to get the food to the 
queen?”
His best food-product ion f r iend Jacob 
quickly repl ied:  “Relaaaax, Rick!  We want 
to have fun! Food product ion is about 
eff ic iency and good work,  yes!  But i t  is 
a lso about explor ing,  learning, enjoying, 
having fun and spending t ime in exci t ing 
places!”

And so, they enjoyed the rest  of  their 
working shi f t  as food producers before 
returning home with al l  the resources 
and food requested. Rick was fascinated. 
Food product ion was an adventure!  Not 
only for  h im- as the new guy! But for 
everyone!

8.5 Deus Ex Ma(s)china

What could Deus ex Ma(s)china potent ia l ly 
be? How can we imagine a “god”- l ike 
machine? Wel l  f i rst  off ,  Deus ex Ma(s)
china could not possibly be one machine. I t 
must be a network of  intel l igent machines 
responsible for  d i fferent funct ions – capable 
of  communicat ion between machines. 
Basical ly,  a system control l ing many 
di fferent machines. This system must be 
capable of  learning, so a machine learning 
appl icat ion of  ar t i f ic ia l  intel l igence should 
be responsible for  i ts development af ter 
a l ready exist ing.  This network would require 
no human interference, al though al lowing i t  i f 
necessary.  The system would be responsible 
of  creat ing technologies,  devices,  tools and 
machines in order to bui ld and develop other 
machines for var ious funct ions.

The source for i ts learning should pr imari ly 
be the human body, behavior,  and human 
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society.  But also,  the environment,  d i fferent 
ecosystems, other l iv ing beings and the 
planet i tsel f .  The machine should have access 
to any kind of  recorded human knowledge, 
and i t  should be capable of  accessing var ious 
sensors and recording devices (exist ing and 
sel f -created). 

In a society where AR and VR could be used 
a lot ,  these technologies could be part  of  the 
machine network and transmit  informat ion 
on human behavior,  preferences etc.  to the 
system, f rom which machine learning could 
fur ther take place.

After precise analysis,  the system would 
become responsible for  creat ing the new 
archi tecture and potent ia l ly  even new 
technologies,  new progress.  Deus ex Ma(s)
china would be the symbol of  automat ion. A 
technological  network capable of  fu l ly  taking 
care of  human and technology development, 
the ul t imate assistant to the human body and 
mind.

A deep and precise analysis of  human 
behavior and possible future t rends in order 
to create large scale archi tectural  networks is 
something that al ready exists.  The concept of 
smart  c i t ies.  Ci t ies created from scratch for 
people to move in af ter  the c i ty already ful ly 
exists.  This is the case of  the c i ty of  Songdo 
in South Korea, where the c i ty was planned 
and designed based on people’s behavior 
and then bui l t  in order for  people to move in 
years later af ter  the overpopulat ion in other 
urban areas got out of  hands. I t  can be seen 
as precaut ious measures for overpopulat ion. 
So that people can simply move into existent 
new spaces rather than these having to be 
created in real  t ime.

Figure: Songdo, South Korea
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This work contains a few sel f -wr i t ten stor ies 
in order to i l lustrate i ts topics better – giv ing 
the reader the opportuni ty to psychological ly 
dive into them. In th is chapter,  these stor ies 
are remembered and separated from any 
other text .

10.1 The eagle and the rabbi t  v i l lage

Under a big big chestnut in a beaut i fu l 
forest  l ived a breed of  rabbi ts in a v i l lage 
of  tunnels and br idges of  roots.  One 
beaut i fu l  summer ’s day the l i t t le ones 
would hop around and play!  They would 
chase each other and laugh and giggle, 
they would dance and sing and run just  to 
have fun, as they enjoyed playing in the 
shadow of the big big t ree,  protected from 
the st ing of  the sun. But on that same day, 
an eagle f lew by and landed on the tree. 
He started chopping on the branches 
and r ipping off  the leaves. Slowly but 
aggressively,  the sunbeams would burn 
straight to the ground. One of  the older 
rabbi ts would storm out of  h is hole,  look 
up to the eagle and shout:  “What are you 
doing up there,  Mr.  Feathery Eagle??”

The eagle repl ied:  “ I ’m col lect ing some 
branches for my nest up in the mountains. 
I ’m col lect ing the best branches that I 
can possibly f ind.”

The rabbi t  responded in fury and anger: 
“Can’ t  you see that we l ive here under the 
t ree? We need the shadow, the refreshing 
to l ive.  Please leave the branches or else 
we’ l l  have to move out and leave! Can’ t 
you choose another t ree to chop off  the 
branches? There are so many other t rees 
wi thout any vi l lages of  rabbi ts!”

The eagle repl ied in very cold fashion: “ I 
l ike these branches the most.  I f  you want 
to stop me, come up here!  Oh, you can’ t?! 

STORY 
COLLECTION

9
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Too bad, because i t ’s  going to happen!”
So, the eagle went on and stole even 
more branches. He even chopped off 
some just  for  fun,  upsett ing the rabbi ts!

And so, the summer went on and most of 
the v i l lage dr ied out!  I t  was horr ib le for 
a l l  the rabbi ts,  i t  was a horr ib le drought. 
But they refused to leave the place that 
they loved. The place they have always 
been in and where they grew up.

Their  mood would worsen by every 
passing day. There would be less hopping 
around and the l i t t le ones would rarely 
play.  As t ime passed the rabbi ts would 
become more sol i tary and hateful .  The 
stronger rabbi ts would go to the weaker 
ones and steal  their  holes.  Many rabbi ts 
would have to leave, and no one knows 
where they went on to.  They were never 
again seen.

And then came the winter wi th scarci ty 
of  food! Every rabbi t  would protect  her 
or his rat ions in a very paranoid mood. 
The snow and ice would reach direct ly 
the roots and the holes.  I t  was the worst 
winter ever;  i t  was terr ib ly cold! 

Steal ing the food of  other rabbi ts, 
seemingly was the only way to survive 
– the only th ing that mattered. The once 
happy harmony this v i l lage was used to 
was now gone and past.  Many rabbi ts 
would starve and only the strongest ones 
with al l  the food would last . 

10.2 The Legend of  Pr ins Eon

In a smal l  peaceful  Afr ican vi l lage on a 
colorful  b looming hi l l  wi th a v iew to the 
widest hor izon humanity has ever seen, 
crowned by an Afr ican Baobab Tree as 
old as 15 generat ions of  Elephants,  l ived 
53 strong men, 56 beaut i fu l  women, 102 
playful  happy chi ldren and one very wise 
old man. He went by the name of St i l 
Arend. The si lent  eagle.  St i l  was known 
for his quiet  ways and for looking into 
natures’ soul .  He would speak to the spir i ts 
of  the fa l len animals seeking to establ ish 
a spir i tual  harmony between the vi l lage 
and nature.  But one cold rainy,  very dark 
night,  the v i l lage was at tacked by golden 
armored white soldiers possessed by 
blood lust  and evi l .  And even though the 
strong men from the vi l lage managed 
to keep everyone safe and protected, 
unharmed and heal thy,  the big Boabab 
would stand in f lames, cry ing tears of 
resin and screaming sparks of  anger. 

For the f i rst  t ime in 25 ful l  moons, St i l 
Arend opened his mouth for  the v i l lage. 
He said in a shiver ing voice fu l l  of  horror 
and fear:

“The Boabab is screaming for revenge on 
humanity!  There are dark days in f ront  of 
us!  Only the act ions of  an innocent pr ince 
can help us now!”

And so, the t ree burned down to i ts very 
last  ashes, leaving the vi l lage in sadness 
and tears.  And on the fol lowing day 
already, a dark c loud would approach 
from the hor izon in unmatchable speed. 
But i t  was not a c loud, i t  was an endless 
swarm of grasshoppers who were 
searching for food. They would eat al l 
the grass and the f lowers and the frui ts 
and the leafs.  They would even eat the 
roofs’ straw; the people’s hats’ and they 
would even eat the l ight  of  the day. The 
grasshoppers wouldn’ t  stop coming for 
days, for  weeks. No one knew how much 
t ime had passed, they only knew that the 
night of  the grasshoppers blocking the 
shine of  the sun, was a night that  was 
longer than the wide wide hor izon. With 
no food to eat and no sun to enjoy,  the 
v i l lagers became weak and feared they 
would starve. Every s ingle v i l lager had 
lost  weight,  strength and hope. Every 
s ingle one except for  young Pr ins Eon, 
the 3 year old wi th the shiny golden eyes. 
Eon had a big heal thy bel ly and would 
wear a beaut i fu l  smi le that  covered his 
ent i re l i t t le face! He would run around 
and chase the grasshoppers and play 
and have fun, but he was the very very 
only one…. 

St i l  Arend, though, couldn’ t  help but 
not ice the heal thy happy l i t t le Pr ins Eon 
f i l led wi th energy and joy.  So he observed 
what Eon was doing in hope of  f inding the 
sunl ight  and l i fe of  the v i l lage that needed 
to be restored. And what he saw was 
br i l l iant  -   Eon would pick grasshoppers 
f rom the ground, f rom the air  and from 
the wal ls.  He would eat them and giggle 
and cont inue playing and running before 
grabbing more grasshoppers and eat ing 
some more. So St i l  Arend shouted in 
exci tement,  hope and del ight !

“Natures’ revenge was a plague and i t 
brought darkness and hunger,  but  the 
path out of  the dark cave is the same 
path that  brought us inside. The plague 
is the solut ion to the plague i tsel f .  We 
need to feast  on the plague and f i l l  our 
bel l ies.  We need to feast  on the gi f t  that 
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nature provides for us.”

And so every v i l lager started eat ing the 
grasshoppers,  f i l l ing their  bel l ies wi th 
food and their  hearts wi th the hope and 
joy that  the grasshoppers had taken. And 
with every passing day more and more 
joy,  strength and hope were restored, and 
less grasshoppers would endarken the 
days. More and more plants would start 
growing and blooming and eventual ly,  on 
the day now known as the day of  Pr ins 
Eon, the plague was gone and from the 
ashes of  the burnt  down ancient Boabab 
a new l i t t le Boabab leaf  would peek out of 
the dark past reaching for the sun.

10.3 Jerry the bui lder of  LEGOs

Jerry Sanchez was a l i t t le 8-year-old boy 
l iv ing in the suburbs of  Columbus, Ohio. 
The Sanchez fami ly – a s ingle mother 
and her 5 sons -  or ig inal ly came from 
Puerto Rico and l ived a rather modest 
l i fe in the US. Every once in a whi le, 
they would be presented with toys f rom 
wealthier chi ldren with no further use 
for them. Jerry was a dreamy l i t t le boy, 
dreaming of  becoming an innovat ive 
archi tect  bui ld ing shi f t ing structures that 
could al low people to move between 
social  condi t ions.  The other chi ldren in 
school  would make fun of  h is i r rat ional 
and i l logical  th inking and would te l l  h im to 
give up on his dream and rather become 
a marine. But Jerry was wi l l ing to take 
his chances and to prove them al l  wrong.

One day, the Sanchez’ received a huge 
set of  LEGOs as sorted out toys f rom 
wealthier chi ldren. Jerry immediately 
started playing with the LEGOs, playing 
his dream of an archi tect .  He would start 
bui ld ing whole c i t ies,  amusement parks 
etc.  f i l l ing the ent i re l iv ing room with 
LEGOs – to the horror of  h is mother.

Once, his c lassmate Jonny would come 
by to play.  Jonny was a skinny and short 
Car ibbean-descendent orphan chi ld who 
would of ten s leep at  the Sanchez’ house. 
He was almost part  of  the fami ly and could 
even f luent ly speak Spanish. Solely f rom 
spending t ime with the Sanchez’ .

Jonny jumped and yel led in exci tement 
when he f i rst  saw the LEGO col lect ion! 
With absolute fascinat ion the two would 
spend hours and hours almost everyday 
playing together wi th the LEGOs.

One day Jonny hesi tated and ref lected 

for a whi le.  Before asking:
“Say Jerry… Didn’ t  you want to bui ld 
something for people to jump between 
being r ich and being poor?”
“No Jonny. That doesn’ t  make sense. I 
wanted to bui ld something for a wor ld 
where no one is r ich or poor.”  Jerry 
repl ied.  “But where people can transi t 
between big and smal l  homes, between 
the way we l ive and the way the r ich k ids 
do… Sometimes I  want to be l ike the 
r ich k ids.  And sometimes I  love my l i fe 
wi th you and my mom and my brothers… 
Except for  Tim. Tim is always annoying 
me.”
After a short  moment of  s i lence, Jonny 
asked: “Do you want to t ry i t?”

So the two went on and tr ied many 
di fferent th ings. Rotat ing pieces; spr ings 
that could make smal l  uni ts jump, mobi le 
uni ts changing spots etc.  Wheather they 
succeeded or not,  no one knows. But 
they did t ry to come up with something 
br i l l iant .  They tr ied out many var iants 
and used their  logic and math ski l ls  in 
order to f ind a solut ion.  Their  improving 
of  logical  problems solv ing ski l ls  was 
guaranteed, i r re levant of  their  success.

10.4 Lost in the Forest

A weird man inside a weird story would 
once travel  over weird is lands in a weird 
Paci f ic  ocean, f ly ing in a weird f ly ing 
mini-Zeppel in.  Alone. Weird.  And in a 
weird turn of  events,  h is weird Zeppel in 
crashed on one of  the weird is lands. 
Weirdly,  the weird man survived. 
On the uninhabi ted weird is land, the 
weird man saw that a weird dark storm 
was approaching.

The weird man thought to himsel f :
“Weird”
He even spoke i t  out  loud:
“Weird!”

And as weird as the weird man was, he 
thought what k ind of  weird th ing he could 
do to survive the weird storm. He started 
observing the weird animals on the weird 
is land. He spotted a weird and possibly 
retarded crab, storming into his hole 
ahead of  the storm.

The weird man thought to himsel f :
“The crab storms away from the storm…”
Then he said:
“Weird”

The he spotted a bird,  f ly ing l ike a 
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Zeppel in. 
“Weird”

And then he saw a squirrel  h id ing inside 
a weird hole in a t ree.

Next to that  t ree he spotted another t ree 
of  weirdly gigant ic s ize.  With a weird hole 
the s ize and shape of  a Zeppel in.  Did he 
possibly crash into that  t ree? Weird… 
But the weirdest th ing was: How could 
he possibly not have not iced the gigant ic 
weird t ree before?

He thought to himsel f :
“Weird”

He took shel ter  in the weird hole in the 
weird t ree.  And the weird man survived.

But the real  quest ion is:  Why did he not 
take shel ter  in his crashed Zeppel in? 
Weird…

No one knows where the weird man is 
today. A weird legend says that he st i l l 
l ives on the weird is land l iv ing a weird 
l i fe of  a weird man-squirrel .  Weird. 

10.5 The journey through the food park

Once upon a t ime there was a l i t t le ant 
cal led Rick.  Rick would fo l low al l  the 
orders f rom his queen and br ing her al l 
the resources she asked for.  Rick was an 
exemplary ant in a strong team of uni ted 
ants.  He always fel t  l ike a great ant.  Rick 
was a proud ant.

One day, af ter  off loading perfect ly and 
precisely cut  leafs to his queen, Rick 
asked her in shy manner:
“ I  know that I  am one of  the leaf  cut ters 
and that ’s my job… But I  would real ly l ike 
to know what happens in the food sector. 
I  want to know what Jacob and Roy and 
al l  the others f rom the foody tr ips do… 
Can I  maybe take a day off  and jo in them 
once? Just once?? They always look so 
happy and ful l  of  energy!  Can I  jo in them? 
Pleeeeeaaaaseee???”

The queen repl ied:  “ I  am sorry,  were 
you talk ing to me?? I  wasn’ t  l is tening, 
I  was watching a YouTube Video about 
human labor structures.  I t ’s  h i lar ious! 
You should total ly check i t  out !  The guys 
are absolute morons when i t  comes to 
logist ics and organizat ion.  But yeah… 
I have to get going. Whatever you said 
before,  my answer is yes.  I ’m in a good 
mood today! … …Humans… Absolutely 

hi lar ious!”  And so she wondered off . 

Ful l  of  exci tement and happiness for 
being al lowed to jo in his food product ion 
f r iends, Rick completely forgot to check 
out the YouTube Videos…

With a huge smi le on his face and al l 
j i t tery,  jumpy and hopping, Rick would 
jo in the food labor ants the fo l lowing day. 
They would march south to the “big food 
source”.  Al l  of  them singing and chant ing 
and smi l ing and gr inning and laughing 
and giggl ing and jumping and spinning. 
Once they reached their  food source – 
a lo l l ipop a human had dropped – they 
started feast ing on i t .  Then they would 
wonder around i t ,  examine other objects 
and potent ia l  food. Unt i l  Rick asked:

“Don’ t  we need to get the food to the 
queen?”
His best food-product ion f r iend Jacob 
quickly repl ied:  “Relaaaax, Rick!  We want 
to have fun! Food product ion is about 
eff ic iency and good work,  yes!  But i t  is 
a lso about explor ing,  learning, enjoying, 
having fun and spending t ime in exci t ing 
places!”

And so they enjoyed the rest  of  their 
working shi f t  as food producers before 
returning home with al l  the resources 
and food requested. Rick was fascinated. 
Food product ion was an adventure!  Not 
only for  h im- as the new guy! But for 
everyone!
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In summary,  th is work analyses current 
tendencies of  the wor ld and humanity and 
sets up possible changes in archi tecture 
that  could happen af ter  automat ion. This set 
up could possibly be used in a narrat ive in 
which a near-div ine network of  machines 
is responsible for  a new archi tecture.  This 
(machine learning) network could make use 
of  technologies such as VR and AR in order 
to analyze (human) behavior and accordingly 
develop i ts archi tecture,  possibly wi th urban 
food product ion,  b iotecture and changing 
spaces. 

Furthermore, th is work presents a set  of 
creat ive short  stor ies i l lustrat ing the book. 
Al l  l is ted in the previous chapter.

AFTERWORD10



102



103

https: / /www.tr ipsavvy.com/meghalaya- l iv ing-
root-br idges-1539122 (no date) (Accessed: 1 
December 2019).

ht tps: / /archinect.com/marinaotero/project /
work-body- le isure (no date) (Accessed: 20 
January 2020).

ht tps: / /www.alamy.com/landscape-
view-of- jewel-changi-airport-s ingapore-
image259691378.html (no date) (Accessed: 
20 January 2020).

ht tp: / /passt ime.softglobe.net/ fa i ry/
hansel-and-gretel /  (no date) (Accessed: 2 
December 2019).

ht tps: / /www.ma.tum.de/de/fakul taet / lage-
anfahrt /b i lder-parabelrutsche.html (no date) 
(Accessed: 7 January 2020).

ht tps: / /www.newsl inq.com/wp-content/
uploads/2014/05/famous-masterpieces-
updated-with-21st-century-gadgets-kim-
dong-kyu-10. jpg (no date) (Accessed: 20 
January 2020).

ht tps: / / indac.org/blog/ready-player-
one-7-minuten-sneak-peek-deutsch-hd-
german-2018/ (no date) (Accessed: 17 
December 2019).

ht tps: / /www.pinterest .at /
p in/274086327295357356/?lp=true (no date) 
(Accessed: 2 December 2020).
ht tps: / /engagevr.wordpress.com/2014/11/02/
movies-with-vr-pt-1-back-to-the-future- i i /  (no 
date) (Accessed: 20 January 2020).

ht tps: / /www.reddi t .com/r/oculus/
comments/2vevlr /sensorama_in_case_you_
are_interested_how_the_vr/? (no date) 
(Accessed: 20 January 2020).

(no date).  Avai lable at :  ht tps: / /havecon.
com/de/aktuel l /1396-dutch-greenhouse-
bui lders-prof i t - f rom-tomatoes-and-marihuana 
(Accessed: 20 January 2020).

(no date).  Avai lable at :  ht tps: / /
image.sl idesharecdn.com/
vrconferencej f t -161006192847/95/
how-vir tual-real i ty- impacts-shopping-
habi ts-8-638. jpg?cb=1475782193 (Accessed: 
20 January 2020).

(no date).  Avai lable at :  ht tps: / /www.
archisearch.gr/press/work-body- le isure-
dutch-pavi l ion- la-biennale-di-venezia/
at tachment/work-body- le isure-nether lands-
pavi l ion-biennale-2018-8/  (Accessed: 20 
January 2020).

(no date).  Avai lable at : 
ht tps: / /www.pinterest .at /
p in/428616089521066503/?lp=true 
(Accessed: 2 November 2019).

(no date).  Avai lable at :  ht tps: / /www.ihg.
com/hol idayinn/hotels/gb/en/songdo/ jcnis/
hoteldetai l  (Accessed: 26 January 2020).

(no date).  Avai lable at :  ht tps: / /pt . foursquare.
com/v/square-roots-urban-farming-
campus/585b13ad158b9617884cc37b/photos 
(Accessed: 26 January 2020).

(no date).  Avai lable at :  ht tp: / /www.diseno-
art .com/encyclopedia/archive/ASIMO.html 
(Accessed: 26 January 2020).

(no date).  Avai lable at :  ht tps: / /cdn.geekwire.
com/wp-content/uploads/2019/06/190610-
picasso2-630x487. jpg (Accessed: 20 
January 2020).

ht tps: / /ze. t t /d ie-hypnot ische-archi tektur-des-
megahausbauprojekts- in-mexiko/  (no date) 
(Accessed: 17 January 2020).

REFERENCES11



104

https: / /edibleseatt le.com/wp-content/
uploads/2018/12/volunteer- i l lustrat ion-
sonya-garden. jpg (no date) (Accessed: 20 
January 2020).

ht tps: / /www.reddi t .com/r/StarWars/
comments/dx6miy/ the_atats_inspired_
by_salvador_dal is_elephants/  (no date) 
(Accessed: 20 January 2020).

ht tps: / /www.haarkon.co.uk/explore-blog/
gardens-by-the-bay-singapore (no date) 
(Accessed: 13 January 2020).

ht tps: / /www.digi ta lbodies.net/vr-exper ience/
vir tual-real i ty-at- ted-the-void-makes-a-
splash/ (no date) (Accessed: 20 January 
2020).

ht tps: / / in.pinterest .com/
pin/675610381574281861/?lp=true (no 
date).

ht tp: / /www.toxel .com/inspirat ion/2017/06/06/
giant- t ree-skyscraper/  (no date) (Accessed: 
9 January 2020).

ht tps: / / inhabi tat .com/giant-sequoia-
skyscrapers-designed-to-keep-rot ted-trees-
standing/tr ibute-the-monument-of-giant-
evolo/  (no date) (Accessed: 9 January 
2020).

Anthes, E. (2014) ‘Could Insects be the 
wonder food of  the future?’ BBC, 14 
October.  Avai lable at :  ht tps: / /www.bbc.com/
future/art ic le/20141014-t ime-to-put-bugs-on-
the-menu (Accessed: 7 November 2019).

Bjarke Ingels (no date) Mountain Dwel l ings. 
Avai lable at :  ht tps: / /www.arch2o.com/
mountain-dwel l ings-plot-big- jds/  (Accessed: 
26 January 2020).

Br icker,  D.J.  and Ibbi tson, J.  (2019) Empty 
planet:  The shock of  g lobal  populat ion 
decl ine.  New York:  Crown.
The future of  Food: Eat ing Insects (2013). 
Avai lable at :  ht tps: / /www.youtube.com/
watch?v=F2sDrJ8AOzU (Downloaded: 7 
January 2020).

Modern Times (1936) Directed by Char l ie 
Chapl in.
Char l ie Chapl in (no date) Scene from 
Charl ie Chapl ins Modern Times (1936). 
Avai lable at :  ht tps: / /www.snapgal ler ies.com/
product/char l ie-chapl in-modern-t imes-1936-
the-product ion- l ine/  (Accessed: 20 January 
2020).

Char l ie Chapl in (no date) Scene from 
Charl ie Chapl ins Modern Times (1936). 
Avai lable at :  ht tp: / /www.coolnycevents.
com/event/moonl ight-movies-modern-t imes/ 
(Accessed: 20 January 2020).

The Biggest l i t t le Farm (2018) Directed by 
John Chester.

Constant et  a l .  (2016) New Babylon: To us, 
l iberty.  Ostf i ldern:  Hat je Cantz Ver lag.
Constant Nieuwenhuys (no date).  Avai lable 
at :  ht tps: / /www.kunstmuseum.nl /en/
exhibi t ions/constant-%E2%80%93-new-
babylon (Accessed: 26 January 2020).

Constant Nieuwenhuys (no date).  Avai lable 
at :  ht tps: / /medium.com/designscience/
constants-new-babylon-485e6a6592f9 
(Accessed: 2 December 2019).

Constant Nieuwenhuys (no date).  Avai lable 
at :  ht tps: / /medium.com/designscience/
constants-new-babylon-485e6a6592f9 
(Accessed: 20 January 2020).

Constant Nieuwenhuys (no date) After Us, 
Liberty (1949).  Avai lable at :  ht tps: / /www.
tate.org.uk/art /ar tworks/constant-af ter-us-
l iberty- t03705 (Accessed: 20 January 2020).

Constant Nieuwenhuys (no date) Constant 
Nieuwenhuys: Scorched Earth (1951). 
Avai lable at :  ht tps: / /canvasandcrumpets.
com/2017/01/19/amsterdam-research-tr ip/ 
(Accessed: 20 January 2020).

Constant Nieuwenhuys (no date) Mobi le 
Ladder labyr inth (1967).  Avai lable 
at :  ht tps: / /www.f l ickr.com/photos/
quadralect ics/14793265567/ in/photostream/ 
(Accessed: 2 December 2019).

Constant Nieuwenhuys (no date) 
Symbol ische voorstel l ing van New Babylon 
(detai l )  (1969).  Avai lable at :  ht tps: / /
bombmagazine.org/art ic les/constant/ 
(Accessed: 20 January 2020).

Crompton, D. et  a l .  (eds.)  (2018) Archigram: 
The Book :  Warren Chalk,  Peter Cook, 
Dennis Crompton (edi tor) ,  David Greene, 
Ron Herron, Michael  Webb. Zür ich:  Park 
Books; Circa Press Ltd.

Datta,  A.  and Shaban, A. (2017) Mega-
urbanizat ion in the global  South:  Fast c i t ies 
and new urban utopias of  the postcolonial 
state.  (Rout ledge studies in urbanism and 
the ci ty) .  Abingdon, Oxon: Rout ledge.



105

Durst ,  P.  et  a l .  (2010) Forest  insects as 
food: humans bi te back. 2nd edn. Bankok, 
Thai land: Food and Agr icul ture Organizat ion 
of  the Uni ted Nat ions.  Avai lable at :  ht tp: / /
www.fao.org/3/a- i1380e (Accessed: 2 
November 2019).

Eadic icco, L.  (2019) ‘Microsoft  exper imented 
with a 4-day workweek, and product iv i ty 
jumped by 40%’,  Business Insider,  4 
November.  Avai lable at :  ht tps: / /www.
businessinsider.de/microsoft-4-day-
work-week-boosts-product iv i ty-2019-
11?r=US&IR=T (Accessed: 4 December 
2019).

Edward Burtynsky (no date) Oi l  Fields 27. 
Avai lable at :  ht tp: / /www.artnet.com/art ists/
edward-burtynsky/oi l - f ie lds-27-texas-ci ty-
texas-a-mEGZEzHC0X9QsAsL8VG1rg2 
(Accessed: 26 January 2020).

Edward Burtynsky (no date) Water. 
Avai lable at :  ht tps: / /www.pinterest .
at /p in/342273640405264872/?lp=true 
(Accessed: 26 January 2020).
Fishman, R. (1977) Urban utopias in the 
twent ieth century:  Ebenezer Howard, Frank 
Lloyd Wright,  and Le Corbusier.  New York: 
Basic Books.

Frank Hagens (no date) Aer ia l  of 
greenhouses /  g lasshouses in the West land 
area in The Nether lands. Avai lable at : 
ht tps: / /www.shutterstock.com/fr /v ideo/cl ip-
32413060-aer ia l -greenhouses--glasshouses-
west land-ar ia-nether lands (Accessed: 20 
January 2020).

Fr ight  Farms (2016) Square Roots.  Avai lable 
at :  ht tps: / /www.freightfarms.com/square-
roots (Accessed: 8 November 2019).
Grimm, J. ,  Gr imm, W. and Hunt,  M. (2012) 
Grimm‘s Complete Fairy Tales.  San 
Diego: Thunder Bay Press.  Avai lable at : 
ht tp: / /gbv.ebl ib.com/patron/Ful lRecord.
aspx?p=1052868.

Hal loran, A. et  a l .  (eds.)  (2018) Edible 
Insects in Sustainable Food Systems. Cham: 
Spr inger Internat ional  Publ ishing. Avai lable 
at :  ht tp: / /dx.doi .org/10.1007/978-3-319-
74011-9.

Hal loran A, Flore R, Vantomme P, Roos 
N (2018) Edible Insects in Sustainable 
Food Systems: Spr inger.  Avai lable at : 
ht tps: / /www.researchgate.net/prof i le/
Karsing_Megu/publ icat ion/325133379_
An_Ethnographic_Account_of_the_Role_
of_Edible_Insects_in_the_Adi_Tr ibe_of_
Arunachal_Pradesh_North-East_India/

l inks/5b1e1d63aca272021cf586a2/An-
Ethnographic-Account-of- the-Role-of-Edible-
Insects- in- the-Adi-Tr ibe-of-Arunachal-
Pradesh-North-East- India.pdf (Accessed: 7 
November 2019).

Hasso Gehrmann (no date) Elektra-
Technovis ion. Avai lable at :  ht tps: / /www.e-
f lux.com/archi tecture/art i f ic ia l - labor/140671/
autonomous-archi tectural-robots/  (Accessed: 
20 January 2020).

Inhabi tat  (2017) Giant sequoia skyscrapers 
designed to keep rot ted t rees standing. 
Avai lable at :  ht tps: / / inhabi tat .com/giant-
sequoia-skyscrapers-designed-to-keep-
rot ted-trees-standing/tr ibute-the-monument-
of-giant- fu l l -width-tal l /  (Accessed: 4 January 
2020).

Isha Datar (2017) Cel lu lar  Agr icul ture: 
A Future Food Solut ion? Avai lable at : 
ht tps: / /www.semant icscholar.org/paper/
Possibi l i t ies-for-an- in-v i t ro-meat-product ion-
Datar-Bett i /12f0496221478bac1fb3571d95b3
1e09f2e5fb68/video/4d321030 (Downloaded: 
5 November 2019).

Joachim, M. and Aiolova, M. (2019) Design 
with l i fe.  New York:  ACTAR Publ ishers.
Her (2013) Directed by Spike Jonze.
Kalberer,  M. (no date) Sanfte Strukturen. 
Avai lable at :  ht tps: / /arch5541.wordpress.
com/2012/11/02/growing-and- l iv ing-
archi tecture/  (Accessed: 11 December 
2019).

Kalberer,  M. and Remann, M. (2004) 
Das Weidenbaubuch: Die Kunst,  lebende 
Bauwerke zu gestal ten.  4th edn. Aarau: AT-
Ver l .

Kisho Kurokawa (no date) Capsule Tower. 
Avai lable at :  ht tps: / /cdn.archpaper.com/
wp-content/uploads/2019/08/NAkagin. jpg 
(Accessed: 20 January 2020).

Koh, B.S. (2012) Perpetual  spr ing: 
Singapore‘s gardens by the bay. Singapore: 
Marshal l  Cavendish Corp.
Machine (2019) Directed by Just in Krook.
LeCorbusier (no date) Plan Vois in. 
Avai lable at :  ht tps: / /www.pinterest . jp/
pin/293930313177154071/ (Accessed: 20 
January 2020).

Mackay, R. and Aanessian, A. (eds.)  (2017) 
Accelerate:  The accelerat ionist  reader. 
Falmouth,  UK: Urbanomic Media Ltd.

Menzel ,  P.  (no date) Tha Meb 2.  Avai lable 
at :  ht tp: / /menzelphoto.photoshel ter.com/



106

Sadler,  S.  (2001) The si tuat ionist  c i ty.  3rd 
edn. Cambridge, Mass.:  MIT Press.
James and the Giant Peach (1996) Directed 
by Henry Sel ick.

Soroyama (no date) Sorayamas sexy 
robot f rom Genesis 3.  Avai lable at :  ht tp: / /
v ict im08.blogspot.com/2007/12/sexy-robots-
by-haj ime-sorayama.html (Accessed: 20 
January 2020).

Ready Player One (2018) Directed by 
Steven Spielberg.

Srnicek,  N. and Wil l iams, A. (no date) 
#ACCELERATE Book Cover.  Avai lable at : 
ht tps: / /www.amazon.co.uk/Accelerate-
Manifesto-Accelerat ionist-Wi l l iams-Srnicek/
dp/6079745046 (Accessed: 6 November 
2019).

Srnicek,  N. and Wil l iams, A. (2016) 
Invent ing the future:  Postcapi ta l ism and a 
wor ld wi thout work.  London: Verso.

Stephens, N. et  a l .  (2018) ‘Br inging cul tured 
meat to market:  Technical ,  socio-pol i t ical , 
and regulatory chal lenges in cel lu lar 
agr icul ture’ ,  Trends in Food Science & 
Technology, 78, pp. 155–166. Avai lable at : 
ht tps: / /www.sciencedirect .com/science/
art ic le/pi i /S0924224417303400 (Accessed: 7 
November 2019).

Terreform (no date) Archi tecture Group for 
Smart  Ci ty Design, Ecological  Planning, 
and Art .  Avai lable at :  ht tp: / / terreform.org/ 
(Accessed: 19 November 2019).

Theo van Doesburg (no date) Contra-
Construct ion Project .  Avai lable at :  ht tps: / /
www.moma.org/art ists/6076 (Accessed: 26 
January 2020).

van Halem, L. ,  Nieuwenhuys-van der Horst , 
T.  and Constant (eds.)  (no date) Constant: 
Space + colour :  f rom Cobra to New 
Babylon.

van Huis,  A.  et  a l .  (2013) Edible insects: 
future prospects for  food and feed. Rome, 
I ta ly:  Food and Agr icul ture Organizat ion of 
the Uni ted Nat ions.  Avai lable at :  ht tp: / /www.
fao.org/3/ i3253e/ i3253e.pdf (Accessed: 3 
November 2019).

Wigley,  M. and Constant (eds.)  (1998) 
Constant ‘s New Babylon: The hyper-
archi tecture of  desire ;  [publ ished on the 
occasion of  the retrospect ive exhibi t ion of 
Constant ‘s New Babylon project ,  Center 
for  Contemporary Art ,  Rotterdam, f rom 21 

gal lery/Man-Eat ing-Bugs-Port fo l io-Favor i tes/
G0000cA5bpNFw6lQ/C0000DpR7JR4ZTfg 
(Accessed: 7 November 2019).

Menzel ,  P.  and D‘Aluis io,  F.  (1998) Man 
eat ing bugs: The art  and science of  eat ing 
insects.  (A Mater ia l  wor ld book).  Berkeley, 
Cal i fornia:  Ten Speed Press.  Avai lable at : 
ht tp: / /catdir. loc.gov/catdir /enhancements/
fy0909/98004411-b.html.

Minami,  N.,  Rose, J.  and Yoshida, K. (2015) 
1972. Heidelberg:  Kehrer.

Mitchel l  Joachim (no date) Terreform: 
Tree Fab Hab. Avai lable at :  ht tps: / /www.
urbangardensweb.com/2016/07/12/can-
grow-house-eat/  (Accessed: 2 December 
2019).

MVRDV (2018) KoolKiel .  Avai lable at : 
ht tps: / /www.mvrdv.nl /projects/378/koolk ie l 
(Accessed: 12 January 2020).

OMA (no date) The Inter lace. 
Avai lable at :  ht tps: / /www.archdai ly.
com/627887/the- inter lace-oma-
2/55498741e58ece423b00001a-the-
inter lace-oma-2-photo (Accessed: 26 
January 2020).

Orsini ,  F.  et  a l .  (2013) Urban agr icul ture 
in the developing world:  a review. France: 
Spr inger.

Otero Verzier,  M. and Axel ,  N. (eds.)  (2018) 
Work,  Body, Leisure.  Ber l in:  Hat je Cantz 
Ver lag.

Pindar Van Arman/AI Cloudpainter (no date). 
Avai lable at :  ht tps: / /a iar t is ts.org/pindar-van-
arman (Accessed: 20 January 2020).

Pindar Van Arman/AI Cloudpainter 
(no date).  Avai lable at :  ht tps: / /b logs.
scient i f icamerican.com/observat ions/can-
ai-create-true-art  (Accessed: 20 January 
2020).

Pol insky,  P.V. (2018) Rubik ‘s Cube creator: 
Erno Rubik.  (Toy trai lb lazers).  Minneapol is, 
MN: Checkerboard Library,  an imprint  of 
ABDO Publ ishing Company.
Purdy,  J.  (2018) After nature:  A pol i t ics for 
the anthropocene.

Lebensmit te lverschwendung vermeiden 
(2019).  Avai lable at :  ht tps: / /www.youtube.
com/watch?v=lV3GI1_FI8g&feature=youtu.
be (Downloaded: 8 November 2019).



107

November 1998 through 10 January 1999. 
Rotterdam: 010 Publ ishers.

Wi l l iams, R. (2018) Edible Insects: 
Food Safety Considerat ions.  Virginia, 
USA: Virginia Tech. Avai lable at : 
ht tps: / /afdoconference.org/wp-content/
uploads/2019/07/Edible-Insects-AFDO-RC-
Wil l iams.pdf (Accessed: 9 November 2019).

Inside the Quest to bake lab grown meat 
(2018).  Avai lable at :  ht tps: / /www.youtube.
com/watch?v=QO9SS1NS6MM (Downloaded: 
6 November 2019).

Yen, A. (2009) Edible insects:  Tradi t ional 
knowledge or western phobia? Victor ia, 
Austral ia:  Biosciences Research Divis ion 
Victor ia.  Avai lable at :  ht tps: / /onl inel ibrary.
wi ley.com/doi /pdf /10.1111/ j .1748-
5967.2009.00239.x (Accessed: 4 November 
2019).

Back to the Future Part  I I  (1989) Directed by 
Robert  Zemeckis.


