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PROLOGUE

 Since the world war II and the rise of the 
machines, cybernetics often varied from utopian to 
dystopian visions regarding its historical context. 
Nowadays even the thought of an everyday life 
renouncing the support of technology appears to be 
impossible if not actually the worst-case scenario for 
most of our modern society. Irrelevant which sphe-
res of life are considered, the still evolving artificial 
intelligence and smart tools are ensnared to these 
practical, usual areas. Those cybernetic interventions 
of design appear minor in contrasts to the projects of 
the avant-garde architects from the 60s. The primary 
intentions of those architects driven by a social agen-
da further fade into the background while their search 
for enhancement of humans led them to novelty in 
architecture. Today’s shift to a technology that invades 
our daily life and blurs the boundaries between our 
virtual and real world, ask for architects a different 
approach to an avant-garde vision. The proliferation 
of devices in our every days life tends to generalise 
the use of cybernetics in every layer of our routine 
practice and become a major field of interest for archi-
tects and designer.
 It is not new that the development and 
growing importance of technology created crucial 
moments in history, this idea was already decisi-
ve in Scheunemann’s theory of an Avant-Garde. 
Through the inventions of the camera or new artistic 
techniques, new possibilities to voice political and 
social critic and innovative ways in visualisation and 
perception were given. All the efforts were made in 
order to figure out novel approaches in all performing 
and artistic disciplines, resulting in society’s enhan-

cement and re-evaluation of the living environment. 
The will to reach new levels in form, interaction and 
perception through the further arisen cybernetic will 
be kept and considered to be finally translated to a 
modern resurgent definition of an avant-gardist work. 
 What is the role of cybernetics in architec-
ture for those avant-garde projects of the 60s?
Pioneering intentions, aiming in communicative, inter-
active and adaptive solutions, can be found in projects 
of Oswald Wiener and Cedric Price. The architect’s 
ideas led to a merger of the building and its integrated 
technology, especially cybernetics, in order to reach 
an improvement upon all thinkable dimensions. Both 
architects were integrating cybernetic concepts in their 
thinking, while they represented different meanings 
and created therefore diverse relations between 
human and machine. From the research of Oswald 
Wiener to Cedric Price, we combined both graphs of 
cybernetics influence and future possibilities to have 
a bigger picture of the connectivities between both 
architects and cybernetic actors. As a result we see 
clearly the importance of Norbert Wiener. His book 
“Cybernetics; control and communication in the animal 
and the machine” published in 1948 was primordial 
in the development of cybernetics ideas for both 
architects. In fact, Norbert Wiener’s book was the first 
introduction to cybernetics, where Wiener defined the 
concept and named it ‘Cybernetics’ from the Greek 
“kybernan”, which means steersman. Simultaneous, 
the cybernetic influences were further noticeable in 
the development of technical tools and devices. The 
way for virtual reality, computational designing and 
new dimensions in perception were paved. 
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IMG. 2 Eadward Muybridge‘s movement 
photography: Woman kicking a hat
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TECHNOLOGY 
LEADING TO NEW 
PERSPECTIVES

 To translate the cybernetics understanding 
and evolution to the present, its role in the creation 
of new purposes of architecture and especially its 
nowadays intention must be questioned. The techno-
logy’s trivialization is thought to be offered to discuss, 
while in the next breath contemporary approaches 
and projects will be presented, to reveal Avant-Gardes 
nowadays.
Going through the definition of the avant-garde 
movement by Scheunemann, he claimed the purpose 
of reintegrating art into practical life and breaking 
down the institution of art to everyday life, insisting 
on a steady progress. In reference to the technical 
innovations, he was concerned with a constant chan-
ge and experimental dealing of ways for expression 
and perception. Especially, the invention of collage 
and the topic of reproduction were understood as a 
comprehensive tool, extinguishing the border of art 
disciplines and also blurring the margin between actor 
and recipient. Therefore, the technological possibilities 
and innovations were seen as a bridge-building tool, 
somehow working as a manual for the use of new 
media and also making the multimedia techniques 
more familiar. 
 Bürger in his book ‘Theory of the Avant-gar-
de’ raised a pessimism on the ability of post-avant-
garde to rehabilitate the essence of the historical 
movement from the beginning of the 20th century, 
therefore participating to the debate on the death 
of avant-gardism and showing the limitations in his 
theory of art. Scheuneman’s approach was consi-
derably different on that point and the discussion 
on the avant-garde’s theory leads to him to steady 

modifying, and changing aspects that revive the 
movement. As the progress in technical innovations 
is followed an on-going transformation for the next 
years, avant-garde seems to remain. However, its 
radical and innovative sense from the 60s does not 
have the same resonance as today. If avant-garde is 
defined by its dependence on political and historical 
background, the art movement needs to be redefined 
to today’s issues. So the avant-garde appears as a 
kind of trial to connect the traditional understanding of 
art/painting with the new possibilities of visualisation 
through the technological progress. There were given 
new possibilities, opening the society new perspec-
tives and ways of perception by using provocative, 
innovative and unusual ways of combining and 
understanding art. Remarkable is the artist’s strong 
intention and will to emphasise the ‘new’ and work in 
a border-crossing way. Therefore they expanded the 
traditional understanding of art and architecture and 
implemented a technological aspect, which is going to 
be pursued and finally lead to the book’s discussion of 
cybernetics.
 In contrast to Bürger’s Theory of avant-gar-
de, which was more concerned on the reintegration 
of art into practical life, Scheunemann put more focus 
on the technical evolution in his book ‘European 
Avant-Garde: New Perspectives’, which he defined as 
the avant-garde’s starting point. Though he menti-
oned the practical life’s term changing by upcoming 
technical innovations and presented its ambivalent 
conflict in the same term. Therefore, he named the 
marvellous as well as the dullness of routines of the 
society’s everyday routines. For that, the avant-garde 
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The new art forms allowed new modes of perception, 
established communication and interaction between 
the world of art and the life sphere, bridging the gap 
between art and technology. The new purpose was 
on the search for new tasks and techniques to create 
new modes of perceptions through multi-perspective 
compositions, fragmentation and finally the invention 
of the collage. This technical progress was not even 
mentioned by Bürger, he strictly excluded new artistic 
techniques with the reason for its ‘non-artistic proce-
dure’. Especially one of Pablo Picasso’s collages was 
marked with great importance, in the fact of not only 
combining art fragments but further using different 
materials or structures. The insertion of a fragment 
of a practical object, the piece of an oil-cloth, into 
the artist’s work brought up the discussion’s point of 
returning art into a three-dimensional life-work again.

‘By putting reality fragments into collages, the picture 
is no longer a sign pointing to reality, it is reality!’

 [Bürger, 1984, p.31]

Trying to superimpose motion and energy into 
pictures, leaving behind the contemplative mode of 

IMG.3 Photography 
Technics with RB Graphic reflex Camera 

is premised on the recovery of an everyday rescued 
from daily life and acting as a bridge-builder between 
the traditional art and lifestyle and the new technology. 
For him, the steady progress and growing influence 
of the technical novelties pushed the avant-garde’s 
movement extremely forward by creating new possi-
bilities for expression. Their answers are presented in 
an immense wealth, diversity and provocative nature 
of their innovative work and projects. 
 Altogether the main aspect to define the 
avant-garde movement based on his book is the 
future orientation in their work, considering the advan-
ces of new technical media and the possibility of re-
production. The new modes of expression developing 
over the years, bringing up colour photography and ci-
nematography, emphasised the ‘representational sub-
jects’ and ‘visual realism’. Photographs created exact 
copies; the painting was relieved from its former task 
and gained its freedom of action. The discussion led 
to radical changes in artist’s techniques by the inventi-
on of photography, as a way to reproduce works of art. 
Further, material pressure pushed the art’s develop-
ment much further as well, inserting  another issue to 
the artistic work then only its ideological background. 

IMG.4 Eadward Mudbrige‘s movement photography : 
A galloping horse and rider
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reception not only showing a visual world, but also an 
‘inner side of nature’, and a transformation in art was 
also intended, not a destruction or sublimation. 

‘We no longer cling to the reproduction of nature.’
  [Scheunemann, 2000, p.24]

 Somehow, it was all about pushing a 
provocative aspect by mixing and combining different 
subjects, which was already destroyed since the art 
got placed in institutions. 
Following the upcoming mass production and implicit-
ness of an increasing trade in goods, Scheunemann 
was concerned on the temporal aspect of art, its 
ability of change in use and understanding. Therefore, 
Duchamp’s discovery on the unlikely re-transformation 
of African wooden spoons into practical pieces again, 
which are now regarded as art was noted. The ques-
tion about validity appeared, as well as the desire for 
originality and uniqueness. In relation to the transfor-
mation of those wooden spoons, Fountains urinal was 
mentioned, signed with another name and starting a 
discussion on an autonomous gesture of the artist, 
whose work is no longer the imprint of the brush.

 Finally, the importance of political forces 
were crucial moments in his book, especially as star-
ting points for the avant-gardism. Triggering moments 
and points also had an important role in the avant-gar-
de’s movement, undermined by Walter Benjamin, who 
relates the transformation in art to a social revolution 
and naming the theory of modernism as a theory 
of shock. Summing up in a permanent influence of 
shocking moments which are creating experiences, 
as a word as it is and as an image, the need of new 
representation appears. His approach to avant-garde 
is pluralistic and eclectic with crucial moments as 
starting points for phenomenons willing to act more 
experimental, not only the act of expanding art’s 
borders and turning art into life. But he understood the 
postmodernist everyday avant-garde as an encoura-
ger of technology, more than as a social revolutionist. 
(Cf Scheunemann, 2000, p.7-48; 69-82; 245-266)
 As understood through Scheunemann’s 
thesis, the development of technology is crucial for 
the avant-garde’s movement. This can be also found 
during the war and its fast evolution of technology.

IMG.4 Eadward Mudbrige‘s movement photography : 
A galloping horse and rider



IMG.5 Systemic Diagram by Price
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IMG.6 VT Radio Fuse
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THE WAR OR 
THE BIRTH OF 
CYBERNETICS

 The historical reconstruction of the cyber-
netics shows that the discipline emerged directly from 
the World-War II, marking the starting points to cy-
bernetics. The air defence asked for complex ballistic 
systems, which would calculate faster and better than 
by humans.
During this war, the attacks were intensified by the 
role of air fights and the winning of the war depended 
on the weapon technology. This fight for technology 
gathered technological innovations that changed the 
relation human/machines. For instance, the World 
War II against Britain was only an air war. In fact there 
were no attacks on the land or through the sea. The 
Air Battle started in June 1940, and intensified on 
August after Hitler’s commands. In September Hitler 
changed his directive and concentrated his attacks 
on London as the prime target. The attacks in Britain 
were really intense and the defence of Britain was 
not so successful in destroying the planes of the 
opposition.
This brought a need to improve the air defence, not 
only in Britain but it also extended over the Atlantic to 
the USA, which then developed an industrial research.
Four years after, before the war in Europe was over, a 
new development of machines arose following a new 
thinking; machines would be able to fight each other 
and make autonomous decisions of life and death.
 In 1936, America cut half of its weaponry 
research and development budget, thinking it was 
adequate enough and the money should be spent 
on other requirements. Meanwhile, Vannevar Bush, 
an engineer, was asked how science could be useful 
to war. America had to be ready for the war, and 

saw the importance of antiaircraft defence already 
one year before the beginning of the war. They used 
scientists to research in this field in which they used 
the comparison of duck hunting for their defence to 
explain the targeting process. The ‚hunter‘ as the 
network, computer and actuator and the ‘Duck’ as the 
aircraft enemy. The Duck’s Hunter/antiaircraft is doing 
the work of eyes brain and arms. Antiaircraft was a big 
engineering challenge and it became the foundation of 
cybernetics.
Elmer Ambrose Sperry overcame the prediction 
problem of where to target the duck with his company 
Sperry Gyroscope that provided control as a separate 
technology: stabilising ships, guiding aeroplanes, and 
directing guns. His products would allow machines to 
operate better than humans.
Sperry Company’s goals were to increase the capacity 
of the soldiers to hit more opponents before the troo-
pers got shot themselves. The example of the Turret 
Gunners from Sperry, changed the relation of man 
and machines, even if the guns were not automated, 
the machine considerably redefined the gun as a 
human machine, where the movements would be 
smoothed and stabilised, with the visual targeting. The 
company collaborated with the artist Alfred Crimi for 
drawings, who represented the Ball Turret as both a 
machine of fight and a house to the user. This repre-
sents the idea to merge human and machine. But the 
real goal of the machine was to increase the capacity 
of the human to fight and the human would still use 
his own eyes and decide where to aim. So, there is 
still the idea of human control over the machine in this 
case.
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IMG.7 Ball Bullet Crimi‘s 
Drawing

The aim of Crimi’s drawing was to break through the 
monotony endured by the assembly line workers. 
His drawings were published in multiple medias and 
reflected the desire and attraction for the theme of the 
relation human/machine.
 The aircraft defence was not only de-
veloped in the air by the aircraft engineering but also 
by a tactical ground defence.
Its goal was to see the location of an aircraft before 
the human eye could and that was translated by the
In 1940, radars already existed but they were not 
enough to allow an automatisation of the fire control 
against opponents. Radar indicated not only how far 
the target is situated, but also its direction. Seen as 
one of the most useful weapons in the war, its problem 
was that the technology was not developed enough 
to emit sufficient waves. On the other side, Germany 
did not imagine that this technology could be possible 
to reach. Even if England had to answer to the war 
with immediate weapon technology, and was less 
focused on the research in technology, their discovery 
in microwaves research abled them to invent the 
“cavity magnetron” in 1939. At the end of 1941, they 
managed the demonstration of the automatic angle 

tracking radar system. This system allowed the gun to 
track the target and automatically point the gun in the 
direction of the target. The successful machine was 
then mounted on a truck to track opponent’s aircraft, 
this led to the Radar scr-584.
The challenge was to be able to predict where to aim 
the target in movement, so to say know its position 
in the future for firing at it. As the prediction systems 
gained in precision, more factors were then integrated 
to system positioning of the target. It was then no 
longer possible to read the booklets lists of factors like 
before. It needed a certain conversion, which transfor-
med those values into readable forms. The primitive 
mechanical computer appeared.
Implemented to this idea came then the control po-
tentiometer of Parkinson, which led to a real computer 
system with electrical calculation. The conversion of 
values would be represented “in the form of an elec-
trical difference of potential”. To be even better with its 
weapon, they developed an antiaircraft feedback loop, 
enabling the projectile to explode after a given time 
through radio signals.
 Sperry’s production of control systems ex-
ploded during the war and his quantities of production 
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IMG.8 Radar SCR-584 

became inconsiderable. The World War II was an in-
dustrial war and technology was the only way to fight.
The development of aeroplanes led to an automati-
sation of the machines, like in Germany, where they 
developed the V-1 weapon, free from man diving into 
his target. The V-1s were used against London and 
by the Summer of 1944, Britain replicated them using 
guns with the new radio fuses. England and Germany 
fought against each other with autonomous weapons, 
reducing the human interface. It was automaton 
against automaton, VT robot against V-1 robot.
 Norbert Wiener himself was funded by 
Warren Weaver to research the prediction of flight pat-
terns. The research of Wiener was not too conclusive 
and did not bring interests, while other 
departments of research were making spectacular 
progress. Wiener’s project was supposed to predict 
future actions from an “organism” integrating the 
factor of its past behaviour. Unfortunately, Wiener’s 
idea did not convince Weaver, who did not believe in 
its success or use. Wiener’s anti-aircraft predictor did 
not reach its goal. But if Wiener failed as an engineer, 
his investments in his own research and in the field of 
weaponry as its connection to engineers and thinkers 

in the field, gave him the knowledge to define the 
concepts of cybernetics as a theory. As the result, 
Norbert Wiener published in 1948 his book “Cyber-
netics; control and communication in the animal and 
the machine” which was primordial in the development 
of cybernetics ideas and the spread of the knowledge.
In fact, Norbert Wiener’s book was the first introducti-
on to cybernetics, where Wiener defined the concept 
and named it Cybernetics from the Greek “kybernan” 
which means steersman. The book of Wiener expres-
ses three main concepts of cybernetics. The first one 
is controlling, the machine’s purpose is to control its 
environment with the idea of reversing disorder. For 
Wiener, machines attempt to control disorder through 
feedback, his the second main concept. Wiener con-
ceived feedbacks as the action of sensing information 
about a process in doing and giving the machines 
possibility to adjust its conduct in function of its past 
performance. The last primordial concept of cyber-
netics for Wiener was the relation human/machine. 
In his work, machines are anthropomorphized with 
a continuity of analogies between human parts and 
machines parts. Moreover, the brain would be seen as 
functioning like a machine. (Cf Rid, 2016, 4% - 13%)
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IMG.9 First picture of earh from space with 
the use of an improved V2
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A SHIFT IN THE 
CYBERNETICS 
VISION

 After the war, the US took an interest in 
Germany’s technology and precisely on the V-2 fuse. 
During the US occupation of Germany in 1945, the 
best engineers and technology of Germany were 
brought to the US, with the intention to use their 
knowledge to expand the research on the American 
missiles. This research led to the missile that took the 
first images of Earth from space and to carry the first 
animals to space in 1947.
Norbert Wiener, after being asked by Boeing Airplane, 
classified documents on his research expressing in 
a letter his position. He would not share ideas in a 
context “when the scientist becomes an arbiter of life 
or death” making links to the disasters of the nuclear 
bomb in Hiroshima and Nagasaki. Wiener argued 
that the use of guided missiles could be used against 
civilians without giving them any protection in return. 
Wiener publicly opposed himself against the military: 

 “I cannot conceive a situation in which such weapons 
can produce any effect other than extending the kami-
kaze way of fighting to whole nations. Their posses-
sion can do nothing but endanger us by encouraging 
the tragic insolence of the military mind.”

[Wiener, 1947, p.46]

For that, Wiener questioned himself whether he 
should spread his knowledge on cybernetics or keep it 
secret, as he conceived that cybernetic‘s possibilities 
could be used for good as for bad. But Wiener went to 
the conclusion that cybernetics was already there with 
or without him, showing a huge potential that would 
require some warning. Therefor he understood the 

need to write to warn the big public about the rise of 
machines.
After Wiener’s book, Cybernetics started to shift to 
different disciplines like sociology, political science, 
biology… It was the beginning of the cybernetic 
revolution.
 The invention of the first thinking machi-
ne in 1949 in England by Ross Ashby called the 
“homeostat” and inspired by his mentally ill patients, is 
supposed to be a proto-brain. Ashby created a device 
able to adapt to conditions of disorder to restore 
its balanced conditions. The main principle of the 
machine was homoeostasis, representing the idea to 
keep an organism in equilibria. Within this invention, 
people thought to have found the future saviour to the 
world’s problems. Ashby was invited in 1952 at one 
of the Macy Conferences on Cybernetics in the USA. 
His lecture brought a lot of controversies and raised 
questions from sceptical scientists. People were not 
believing or seeing that Ashby’s machine had learning 
capacities, in fact Ashby’s ideas were already going 
too far in the thinking of the cybernetics of the begin-
ning of the 50s.
 Wiener saw in Ashby a great potential 
for the cybernetics and recognised he in-vented a 
learning machine that will open a new side of the dis-
cipline’s philosophy and would help the development 
of automatization. In fact, the 50s marked the flourish-
ment of Automation with the debate on his positive or 
negative impact on the world.
Ashby didn’t have the same relation to cybernetics as 
most of the other scientists because he wasn’t a ma-
thematician and instead of looking for the functioning 
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of cybernetic machines he was asking for its function. 
For him, cybernetics was more about function and 
behaviour in relation to an environment in which an 
organism would adapt and be affected by its environ-
ment.
Later, experiments with animal’s nerves became an 
example for cybernetic research. With for examp-
le, experiments on monkeys, reversing the normal 
functioning parts of their body like arms and eyes to 
observe the re-education of their member in a new 
situation through their brain knowledge. Cybernetics 
played like a god.
Another aspect coming from the war, was the idea 
of a black box, in which people would use those new 
technologies without understanding their functioning. 
The human worker became then with an electronic 
computer to the same effect, where they would work 
with computer en-tering inputs and getting output 
without knowing how it functioned and compared it to 
big brains.
 Then in the 60’s, there is a enthousiasm 
for organism system which brought the idea that 
machines could become superior to humans. And 
after the first electronic computer the ENIAC in 1947, 

1960 was the beginning of the rise of the electronic 
computers which was al-most unapproachable due 
to their high price and the need for specific conser-
vation parame-ters. When most of the projects were 
speculative and would not become a reality for a long 
time, computers opened the possibilities to materialise 
those ideas. For Ashby, cybernetics was a great tool 
to predict future even if the technology was not there 
yet to produce all those ideas. (cf Rid, 2016, 13% - 
20%)
 The new hope for a better world impulsed 
a fascination for machines reaching new scopes. Ap-
pearing to the society as a certain kind of an artificial 
reality, the American genius inventor Morton Heilig 
–the ‘Father of virtual reality’ did also revolutionary 
work in visual arts and enabled the society as well a 
novel environment. Born in 1926, he was far ahead 
of his time especially with his major invention of the 
‘Sensorama’, which should have implemented a bre-
akthrough in cinema. Since he had a strong affection 
to the multi-medial representation and understood 
its importance and influence to the observer, he is 
reflecting Scheunemann’s mentioned approach to the 
development of reproduction. Heilig’s expressed his 

IMG.10 Ashby‘s Homeostat
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fascination upon mixed media:

„The really exciting thing is that these new devices 
have clearly and dramatically revealed to everyone 
what painting, photography and cinema had been 

semiconsciously trying to do all along -- portray in its 
full glory the visual world of man as perceived by the 

human eye“ 
[Heilig, 1955, p.244]

After spending time in the obligatory of the Army, he 
started the study of painting in 1947 and graduated 
with a Master of Communication Arts.
To produce his creative thought he gained knowledge 
about the future’s cinema by a neat study of attention 
dealing with the five senses. Due to this research 
on senses, the change in cinema’s representation 
needed to reflect the reality of each individual sense 
and combining the natural biology with the possibilities 
of new technology.
In his project Sensorama all his intentions got finally 
materialised in 1962, which represented the first 
three-dimensional media device in the history of 
virtual reality. 3D films together with layered sensory 

allusions like scents, stereo sounds and even aerial 
movements were impulsed in the token run machi-
ne. He focused not only on the multi-perception in a 
sense, but also the shown short films were for him of 
great importance. 
Therefore Heilig invented concurrent his personal 
camera, which was able to capture short films in 3D 
motion. The self-made clips showed for instance a 
motorcycle ride, a belly dancer and even one named 
‘I’m a Coca-Cola Bottle’ and tried to convey their 
purposed experience. Making the virtual reality percei-
vable, a seat for one user, but able to be expanded 
for four, together with various vents for the wind and 
scents and a set of viewing holes was integrated into 
the machine. The film was shown through different 
ocular portals, to finish the intention of the illusion.
In Morton Heilig’s understanding, the ‘Sensorama’ 
not only presented a tool for pleasure, he wanted to 
emphasise its advantages for factories and educatio-
nal purposes too. (cf Payatagool,goo.gl/fyg6vJ , 2008; 
Brockwell, 2016; Turi, goo.gl/6G6fB7, 2014) 
This project showed that cybernetic could transcend 
the way we can experience environments.

IMG.11 Sensorama 
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IMG.12 Sketchpad Drawing
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CYBERNETICS  AND 
ITS FASCINATION 
FOR DESIGN TOOLS

 With the development of cybernetic tools, 
the use of cybernetics in new disciplines, other than 
for military purpose, became relevant.
In architecture, it was expressed with the use of tech-
nological tools to help scheduling, planning, designing 
and construction. Therefore the process of drawing 
and visualisation changed and reached new levels. 
Noteworthy in the development of computer graphics 
is especially Ivan Edward Sutherland, who can be 
declined as a forerunner and co-founder in this tech-
nology with its best-known inventions like the ‘Sket-
chpad’ and the ‘Headmount’. Those computer-based 
devices enabled its user to explore new ways of 
perception and possibilities of representation. Using 
and playing with the new given possibilities through 
the developing technology, further inventions can be 
mentioned. Exemplary is Alan Kay’s ‘Dynabook’ which 
changed the ways of perception, communication and 
interaction radically.
 Ivan Sutherland born in the USA in 1938 
grew up in a period marked by the Second World 
War, in which the technological knowledge exploded. 
Sutherland showed a strong interest in geometry and 
even named himself a ‘visual thinker’:
“If I can picture possible solutions, I have a much 
better chance of finding the right one”
In 1950 Sutherland got first in touch with the topic of 
computer processing by dealing with the computer 
‘Simon’, made up during education, it was a device 
with six words and 2-bit-memory which could calculate 
adding numbers up to 15.
Sutherland worked on a script allowing the computer 
to divide and created the software’s base for its new 

application, while his brother Bert made out the hard-
ware’s configuration. 
After graduating in 1963, Sutherland was obliged to 
pass his military service in the U.S. Army where he 
was assigned to the National Security Agency to work 
as an electrical engineer. 
With just an age of 26 years he was constituted to be 
the head of the U.S. Department of Defense Advan-
ced Research Project Agency’s (DARPA). This positi-
on led to a sponsoring of $15 million dollars a year for 
the theme of computer research, especially linked to 
the topics of timesharing and artificial intelligence.
The following years Ivan Sutherland had several 
positions as a professor at Harvard University or at 
the University of Utah, where he made projects in col-
laboration with his students. Remarkable is the output 
of his association with Bob Sproull, which ended up in 
the invention ‘Headmount’.
Together with his friend David C. Evans he co-foun-
ded in 1968 ‘Evans & Sutherland’, which did pioneer 
work contributing to real-time hardware, accelerated 
3D computer graphics and scripting languages. 
(Cf Burton, 2012)  

 The real breakthrough in his work was gua-
ranteed by his doctoral thesis ‘Sketchpad’, supported 
and attended by Claude E. Shannon who was seen 
as the “father of information theory” at that period. 
Innovative was the possibility of allowing its user to 
draw immediately on the device’s display through 
coordinates regulating the drawing and transformation 
commands on the keyboard. 



24

„A display connected to a digital computer gives us a 
chance to gain familiarity with concepts not realisa-
ble in the physical world. It is a looking glass into a 

mathematical wonderland.”   
[Sutherland, 1965]

 Using the technology of a light pen to sketch 
on the screen out of the SAGE air defence project, the 
transformations like scaling or moving of simple ob-
jects was possible. The developed interactive drawing 
system changed the communication between man 
and machine radically and guaranteed a new step in 
visualisation. 
Sutherland’s primary intention insisted on the theme of 
border-blurring in artistic work and therefore expan-
ding the computer’s target group, resulting in Sketch-
pad’s conflict considering the acting between humans 
and the technical device. All based and grounded 
on the abstraction’s topic, which was at that time the 
programmers’ focus while it is presenting nowadays a 
discomfort for the user.
The light pen not only provided to position the sket-
ched items, but it also was used to mark the drawing 
parts which should get transformed. The drawings 

topology corresponded the information stored and 
remembered. The Sketchpad was able to move a 
polygon’s vertex, which meant to move both neigh-
bouring sides of it at the same time. In the case of 
a symbol’s transformation, each including line got 
adapted automatically.
Furthermore, the first computer-aided designing sys-
tem enabled the user to zoom in and out of his artistic 
work. All thinkable drawings were possible to make, 
from electrical over mechanical ones, ending up even 
in animated drawings. Whether lines or circular arcs 
were possible to figure out and were defined a set of 
random symbols figured out by the user. No written 
language, except the legend was to found in the 
technical device, which made it user-friendly. 
(Cf Sutherland, 2003, p.17)

 The project resulted in a man-machine gra-
phical communication system and presented the first 
computer graphical user interface. Its interface was 
developed on a specific computer, in particular Wesley 
Clark’s TX-2. This ‘on-line’ computer was made up 
of quest surface barrier transistors for digital loops. 
While it was able to run series of tasks, the interaction 

IMG.13 Sketchpad 
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was not provided. The hardware provided a variety of 
input and output devices together with computation 
programs, whereas the Sketchpad’s software had 
practically no controlling system. After the developing 
process of the drawing, this could have been saved 
in a ‘ring structure’ on a magnetic tape, which allowed 
a rapid processing of the topological information and 
later editing of the project as well. Moreover a plotter 
was intended to the Sketchpad figured out in a digital 
and analogue system which let it print the formed 
figures. (Cf I Programmer, 2015; Sutherland, 2003, p. 
21) 
 Pushing the way of perception a step 
further, Sutherland’s ‘Headmount’, presented an 
illusional three-dimensional screen showing an image, 
changing by its user‘s movement. Based on psycho-
logists’ knowledge of creating a 3D-feeeling just by 
inserting a moving aspect to the shown objects, the 
‘kinetic depth effect’ is the decisive point of this inven-
tion. The image changed position in function of the 
user’s head movement and not in function of the eye-
balls’ rotation which would have been too complicated 
to measure. Therefore the created coordinate system 
of the virtual room was moving based on the obser-

ver’s head movements. A movement of the head, one 
meter off the axis in any direction, is possible, as well 
as a complete turn or a nodding motion.
 The use of a continuous field of coordinates 
provided that the user is surrounded by the shown 3D 
information, showing close images or even those who 
seem to be far away from the observer. In this system 
the computer was only used to process the head 
position sensor information in order to manipulate 
the illustrated 3D image. In the headmount’s further 
development this sensor should provide the user inde-
pendence in moving paths, ending up in a freely walk 
through a room. The problem to create a full three-di-
mensional image appeared in the issue of the hidden 
lines with its difficulty organising its layered hierarchy. 
 Wearing a unique optical headset, the 3D 
illusion was shown on each of two small cathode 
tubes about eighteen inches before the observer’s 
eyes. The wearable device provided a viewing angle 
of 40 degrees and included half-silvered mirrors which 
enabled the user to see the virtual images simulta-
neously with the real ones. Though the invention is 
based on a complex technology, Sutherland wanted to 
break down its high-tech software to delight daily life:

IMG.14  Headmount
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“I, for one, am and always will remain a practising 
technologist. When denied my minimum daily adult 

dose of technology, I get grouchy. I believe that 
technology is fun, especially when computers are 

involved, a sort of grand game or puzzle with ever so 
neat parts to fit together. I have turned down several 

lucrative administrative jobs because they would deny 
me that fun. If the technology you do isn’t fun for you, 
you may wish to seek other employment. Without the 

fun, none of us would go on.”
[Sutherland, 1991, p.31]

 Like Ivan Sutherland the American com-
puter scientist Alan Kay, born in 1940, did great work 
on the topic of object-oriented programming and 
user interface design. He studied Mathematics and 
Molecular Biology and finally graduated in 1969. The 
collaborated work with Sutherland presented his main 
inspirational source for Kay’s further work, which was 
primary construed for the ‘world’s future’, seen in the 
young generation. In help with Seymour Papert, a 
major programming expert and knowing for the scrip-
ting language LOGO, Alan Kay made out his FLEX 

machine as the base of the later upcoming ‘Dyna-
book’. Remarkable in his career is also the fact of his 
occupation as a research fellow for Apple and later for 
Disney. (Cf Dalakov, 2017)

 All the purposes and ideas of Alan Kay were 
put together in his project ‘Dynabook’ in 1968. The 
project was thought to present an individual computer 
device for children of all ages and was constructed 
as a space-saving and lively object, remembering of 
nowadays tablets. Its portability was guaranteed by 
weight less than two pounds, suiting perfectly to a 
child’s approach and enables them digital learning. 
The electronic device could also be used by adults, 
though its simple software was much more configu-
rated for the children’s use. For instance, could be 
an architectural three-dimensional visualisation by an 
architect figured out, presenting his designing ideas, 
or musicians could be able to pre-hear his work in pro-
gress. (Cf Wardrip-Fruind and Monfort, 2003, p.403)
 Before, the drawing as an interaction 
between human and media was just grounded on a 
non-active level and without any kind of communicati-
on. Regarding the fact of being static through genera-

IMG.15 Sketch of the Dynabook



27

ting mathematical scripts for such devices, Alan Kay 
tried to invent a ‘meta-medium’ with his Dynabook. He 
undermined his intention on the idea of the message, 
which is imitating one’s idea within being influenced by 
its surroundings perception. So, activity is brought into 
the project by its ability to react due to experiments 
and leading to a simple conversation. Moreover, the 
topic of communication was revived by the ‘knowledge 
utilities’, emphasising the reverberated interaction 
between the user and his personal electronic support. 
The thought device should enable its user not only to 
draw on it; but also giving him the ability to simulate, 
animate and edit music and texts. A pen presented the 
controlling tool and made it possible to draw just stra-
ight lines on the Dynabook’s display, able to present at 
least 400 printing quality characters, and had further 
different font styles in store.
Nevertheless, the great invention never passed the 
mock-up level, since its intention was too futuristic for 
its period of the 1960’s. Subsequently about 20 years 
later the concept was produced and showing up as a 
working device in the developed portable notebooks, 
the ‘Xerox NoteTaker’. (Cf Dalakov, 2017 and Atwood, 
2008)
 The use of those tools in the 60s revealed 
the new status of cybernetics as a science of com-
puter, pushing the discipline to become common and 
see as a great potential and value to other disciplines. 
If most of the ideas of that period were speculative 
and would become real in far future, the designing 
tool presented before had the value to be concretely 
created and used in some way.
For Gordon Pask, a cybernetic expert writing an article 
on the “Architectural Relevance of Cybernetics”, those 
kind of tools were only showing a superficial bond 
between architecture and cybernetics.
Pask would resume the use of those tools in architec-
ture as cybernetics using:

“a bag of tricks and draw out those would seem to be 
appropriate”.

 [cf Pask, 1969, p.494-496]

And in fact, the use of those new technological 
tools was missing the idea of an intimate relation 
with architecture; and projects using cybernetics as 
designing tools would only result at the end of another 
architectural project whereas projects showing a use 
of cybernetics as a design are mostly integrated as in 
the avant-garde movement.
For Pask architecture and cybernetics are strongly 
linked because they both follow operational research 

and architects are system designers. And in fact, ar-
chitecture production also like cybernetics, combines 
the concepts of organisational properties, communica-
tion and control.
 While within the mentioned technological in-
ventions supports were created like electronic gaming 
devices. The outcomes of other’s thoughts presented 
a highly contrary way of cybernetic integration and 
advantages. Though, the same intentions and aims 
can be found in the differing approaches and figured 
out solutions. Especially, Oswald Wiener’s ‘Bio-Adap-
ter’ represents a first approach to combine cybernetics 
with organic and life-like structures to open unknown 
spaces and a new world, obviously through the big 
issue of interaction and communication between its 
user and the ‘device’. 
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IMG.16 Diagram 
Cybernetics Connectivities
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IMG.18 BioAdapter drawn by Walter Pichler
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A VISION FOR 
A BETTER MIDDLE 
EUROPE

 The ‘Bio-Adapter’ is a collaborative project 
by Oswald Wiener and Walter Pichler.
Oswald Wiener first wrote the concept of the BioAdap-
ter in his book ‘Die Verbesserung von MItteleuropa’, 
in English ‘The improvement of middle Europe’, and 
dedicated his manifest to Walter Pichler. He then 
illustrated the project in 1967 in regard to his vision on 
architecture and more precisely in regard to his proto-
types projects in which the human would be brought in 
a new environment through a helmet.
The BioAdapter is a visionary idea that proposes an 
organism able to bring humans consciousness into 
new realities.
This project is at the same time a reaction to its period 
as a criticism to the socio-political context and also 
to the development of cybernetics in which Oswald 
Wiener seems to have taken a radical position on the 
side of the human enhancement.
 Oswald Wiener, born in 1935 in Vienna, was 
a member of the Viennese Group, which was a literary 
movement in Vienna, established in the mid-fifties.
Wiener and his literary friends made many different 
pieces, including the ‚cooles manifest‘ in the time of 
the Viennese Group, to voice their wants and wishes, 
and to maintain social criticism. 
The context in which evolved the Viennese Group was 
after the two World Wars, which left the world split. It 
was a time marked by a renewal of social economic 
and culture and by the turn and coalition government 
of economic miracle, coined by materialism, consump-
tion, consensus and conformity. The technology was 
suddenly seen as the solution to solve the problems of 
the whole society, as a kind of a savior.

After the Nazi-era most of the art was burned and 
destroyed and Vienna was very isolated at that time. 
Out of all these circumstances there was arising a 
movement of arts. The Viennese avant-garde wanted 
to create a new reality for a better society. 
In 1959, Oswald Wiener destroyed all his solo works, 
including also those who developed from the work of 
the Viennese Group - because of his belief that there 
was no future for himself in the world of literature. 
Following, Wiener started to work as a specialist in 
cybernetics at the company Austro-Olivetti.
In 1964, Konrad Bayer, who was part of the Viennese 
Group as well, and a friend of him committed suicide, 
which caused the final dissolution of the Viennese 
Group and made Oswald Wiener return to literature. 
(Cf Pabisch and Thyssen, 2001, p.81-91)
Within the mid-sixties, he started to write his manu-
script ‘Die Verbesserung von MItteleuropa’, which was 
published in 1969 including the ‘Bio-Adapter’ as a 
theoretical tract of the book.
The Bio-Adapter is a project that we could categorise 
as avant-garde, regarding its concept as a criticism 
of society, speculation on the future, reacting to the 
context of its time and using in it an innovative way, 
which the new spectrum of possibilities offered by 
technologies.
The Bio-Adapter is a virtual reality organism and its 
main concept is decidedly cybernetics. In fact, the 
Bio-Adapter is an adapter that recreates, from the 
consciousness of its user through communication, a 
new reality. The human using the machine is separa-
ted from its physical body in the idea to generate the 
very essence of his existence.
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IMG.19 BioAdapter drawn by Walter Pichler
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 His book ‘Die Verbesserung von Mitteleuro-
pa’ is a reaction to the context of the two post-World 
Wars, resulting in division, focusing a need of a rene-
wal of social economics and culture. The post-World 
War triggered the period of the economic miracle, 
shifting society to materialism, consumption, lust and 
conformity. Besides to new materials, which enabled 
new possibilities and ideas, technology was sudden-
ly seen as the solution to solve the problems of the 
whole society. 
Out of all these circumstances there was a rising 
movement of arts, in which the Viennese avant-garde 
wanted to create a new reality for a better society 
through arts, literature and even architecture. 
The central theme of the Vienna Group was about:

‘Discussion of consciousness, and communication, 
whereby consciousness is conceived as individual, 

communication as the collective component.’
[Jappe, 1969, p.875]

The belief of society in technic launched a dualistic 
discourse of nature and technic.  In Wiener’s vision, 
there is no distinction between nature and reality, the 

‘Bio-Adapter’ should extract and transfer the human 
information in a technical device, there for a new 
virtual world, a new reality. 
The project’s goal is to improve humankind, allowing 
us to reach a new level of our existence.
For Wiener, enhancement of humans can only suc-
ceed by escaping language and media that imprison 
us in our body.
In his book, a critique of the social-cultural society 
of his time is noticeable by showing the collision 
between language and reality. The goal of Oswald 
Wiener is to dismantle the assumptions and norms in 
which society and culture have been founded, saying 
‘the words are an ambush’. 
(Cf. Pabisch and Thyssen, 2001, p.81-91)
 Wiener dedicated its manifest to Pichler, 
since Pichler had a similar attitude with architecture as 
him with language, declaring everything was architec-
ture.
Walter Pichler studied art at ‘Hochschule für Architek-
tur’ in Vienna and began to work as an architect and 
artist in the 50s.
In 1962, at the exhibition of Pichler in collaborati-
on with Hans Hollein, Pichler’s project justified the 

IMG.20 Vienna Group
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statement that architecture is everything and can be 
created by any architect’s desire.
As Wiener, Pichler had a strong interest for cyber-
netics, he expressing in his manifesto “Absolute Ar-
chitecture” the necessary and forced relation between 
architecture human and machines: 

“[Architecture] is born of the most powerful thoughts. 
For men it will be a compulsion, they will stifle in it or 
they will live – live, as I mean the word. […] [Architec-
ture] has no consideration for stupidity and weakness. 
It never serves. It crushes those who cannot bear it. 

[…] Machines have taken possession of [architecture] 
and human beings are now merely tolerated in its 

domain […]” 

Walter Pichler wrote these words in 1962, on the eve 
of an exhibition on which he collaborated with fellow 
Viennese architect Hans Hollein.
Five years later, the exhibition of the ‘Prototypes’ 
reiterated this statement with a collection of sculptu-
res. Those objects link Pichler again to Wiener for his 
statement against the media culture.
Pichler’s critique to the media is due to the idea that 

media encourage society to laziness.
Additionallly he does not follow straight fully the belief 
of Hans Hollein, to coin ‘everything is architecture’. 
For Pichler, media is not architecture, expressed by 
the will to produce an environment that gives media a 
material space.
 As part of the prototypes, Walter Pichler, 
invented his piece ‘the TV helmet’ in 1967, which sho-
wed the human inside the helmet encapsulated from 
his environment. The Helmet is not an enhancement 
of the TV experience but an experience of its danger, 
its distraction from the positive activity. The ‘TV Hel-
met’ disabled the user to move, introducing him in a 
motionless environment, illustrating clearly the critic of 
Pichler that media disable human into laziness.
This common critic of Pichler and Wiener is the essen-
ce of the Bio-Adapter, even there are some similarities 
between the Bio-Adapter and the TV Helmet.
(Cf Art Selectronic, 2013) 

IMG.21 TV Helmet by Walter Pichler
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IMG.22 BioAdapter drawn by Walter Pichler
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A CYBERNETIC 
ORGANISM

 As explained before the Bio-Adapter is 
an organism able to create new realities to the user 
keeping only its consciousness and enhancing the 
human. To reach this goal, the Bio-Adapter simulates 
traffics between the human, here called the ‘bio modu-
le’, and the outside, the Bio-Adapter’s environment.
The Bio-Module is continuously scanned during the 
process of adaption to sense his needs and wants 
until the adapter procures the Bio-Module his desires.
The Bio-Module is fed by the Bio-Adapter that would 
regenerate the human body and let him inside the 
body keeping the human awareness as safe as 
possible.
 There are 3 phases in the process of adap-
tion. The first phase consists in enveloping the human 
body with a membrane, able to sense the human 
movement and therefore predict the space needed 
to provide him space for his motion. The Bio-Adapter 
learns its passenger’s conversation to be able to com-
municate with him perfectly, while he acts as efficient 
as possible but not perfectly- mistakes can still occur.
(idea of machine imperfection)
This transformation of environment procured by the 
membrane is an environment for the human that is 
much more pleasurable for him. (idea of pleasure/ 
technology better than reality)
The Bio-Adapter does not only reduce himself to 
procure needed space to the user movements, the 
Bio-Adapter can sense and anticipate through an 
understanding of the human’s cognition to satisfy all 
his wishes. Providing the user a calming environment, 
when he senses that he is agitated for example. Once 
the Bio-Adapter has the full control of the Bio-Module, 

the second phase can proceed.
 During the second phase, the adaption will 
communicate through a direct flow of information bet-
ween the Bio-Module and the Bio-Adapter. To reach 
this level of communication, the human body gets 
reduced to his nerve tracts and the human body starts 
to get amputated from his extremities. This process 
results in a direct relation between the consciousness 
of the Bio-Module and the Bio-Adapter. After amputa-
tion, only the human head and his nervous system, 
which is turned off, are existing. This means that the 
head does not function anymore as a brain system but 
is replaced by a direct points system that informs the 
Bio-Adapter. The Bio-Module doesn’t longer require 
any basics needs of the human as food, etc… 
 For the third and last phase of adaption, the 
adapter begins to gently cut back the nervous system 
of the human body, so that the human is reduced only 
to his consciousness. The system evolves to a state of 
complex connections and data converting which leads 
to a merging of the Bio-Module and the adapter into 
one organism. In the end, it is important to say that the 
development of the adapter depends on the mental 
power, courage and self-reliant every occupant owns. 
Some of the humans in the adapter can only, even on 
the second level of adapting, create a standard world.
(Cf. Wiener, 1969)
 The Bio-Adapter is resolutely a cybernetic 
project, creating a technological system that Wiener 
called the Bio-Adapter that is in fact an organism 
entity able to create a virtual world by reducing the 
human to his consciousness form and procuring him 
his desires.
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Wiener’s project following cybernetics concepts is not 
an accident, it is a result of his interests in informatic 
and his influences.
If Wiener started to study Mathematics in Wien, after 
the action ‘Kunst und Revolution’ he started to study 
informatics in Berlin, and later while working at Olivet-
ti, Wiener learned to program.
 Oswald Wiener thoughts on the Bio-Adap-
ter, were developed in the crucial period of the emer-
gence of the cybernetic movement where cybernetic 
thinkers had to create new concepts and language. In 
this period of the emergence of the term of cybernetic, 
people did not clearly know what it was about and 
Oswald Wiener got first in contact with the concept of 
the book of Norbert Wiener in 1959 „Cybernetics”.
(Cf Dany, 2014)
 Before the Bio-Adapter of Oswald Wiener 
was created, Stanislaw Lem also approached in the 
theme of futuristic thoughts with ‘Phantomatik’. Lem 
exposed the concept of virtual reality in 1964 in his 
book ‚Summa technology‘, aiming to imitate the real 
environment.
In the Phantomatik machine from Lem you already 
find a vocabulary of the virtual reality in the sense of 
the allegory of the Cave, an artificially created world. 
Lem described the Phantomatik machine as a perfect 
illusion of the world where there would not be any dis-
tinction between reality and nature. To generate virtual 
reality the brain of the user needed to be directly 
connected to the Phantomotik machine.
The thinkers of the movement of cybernetics anticipa-
ted the future of technology and presented at that time 
already the concepts and terms of the virtual reality. 
The Phantomology is called today Virtual Reality.
(Cf. Bühl, 2000)
 In the development of cybernetic, there 
was an emergence of different thinking directions. On 
one side, Sutherland developed objects to help the 
human in their efficiency like the ‚Sketchpad‘ in 1965, 
‚The Ultimate Display‘ and on the other hand, you had 
thinkers like Stanislaw Lem or Norbert Wiener who‘s 
approach was more of concern for the human impro-
vement.
 At that period, the work and ideas of Alan 
Turing about Artificial Intelligence influenced Oswald 
Wiener.
If some of the researchers in the fields will believe that 
computer would not be able to reach the dimension of 
human intelligence and consciousness, Oswald Wie-
ner told them other. He was the opinion that computer 
will catch and target processes of thinking itself.
(Cf Jungen, 2017)

 Wiener precised the characteristics of the 
knowledge-process and thought that humans are not 
able to follow algorithms on their own and imple-
mented their need of a coordination from data in a 
processor. The machines are superior to the humans 
in calculation processes.
Within cybernetics he saw a possibility to improve the 
humankind, allowing us to reach a new level.

 Insisting and trapped on that will to reach 
society’s enhancement and further an individual 
improvement through the use and implement of new 
technologies, Cedric Price efforts within his innovative 
architectural forms and designs are remarkable. For 
him the architectural potential in its execution together 
with integrated technologies, supporting and emphasi-
zing the users acting, presented the solution to social 
tensions. The strong wish to improve the levels of 
communication and responsive, relating acting of the 
user and the built artificial environment can be seen 
throughout all his work, opening new opportunities 
and restructured the before understanding of architec-
ture or building structures.



IMG.23 Oswald Wiener cybernetics influences



IMG.24 Cedric Price at work  
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IMG.25 Mass Production
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`RESIST THE DRAFT, 
DON‘T REGISTER ´

 During the research on Cedric Price, an ar-
chitect known for his futuristic and innovative thinking, 
the importance of the socio-political background, one 
aspect of avant-garde’s definition, is clearly noticeab-
le. Moreover, he insisted on the theme of interaction, 
which need he saw to meet the peoples’ needs and 
finally to introduce technological novelties to the com-
mon society.
The use of technical tools in Price’s projects, resulted 
in innovation and brought to perfection the term of 
cybernetics in architecture. Cedric Price combined 
architecture with technology and finally presented 
technology as a systematic architectural structure. 
Due to the use of the new technical proposals, he 
emphasised a general improvement of social, human 
and economic challenges.
While getting in touch with Price’s interest in the topic 
of cybernetic, influences coming from Norbert Wiener 
are noticeable. Links to Wieners book ‘Cybernetics: 
or the Control and Communication in the Animal and 
the Machine’ can be made out and seen. Meanwhile 
the theoretical work undermines and justifies Price’s 
intention of the integration of technological innovations 
and its use as a ‘problem-solver’. 
 For a better understanding why a gene-
ral changeover was intended or even needed, the 
historical background of Price’s home country must 
be considered. Therefore, it can be started with a leap 
in time, back to the big industrial revolution in the turn 
of the 18th to the 19th century, marked by a change 
from crafts work to a machine-based production. 
The technical innovations exaggerated the humans 
believes and hopes of a brighter future and more com-

fortable working conditions. The happenings of the 
end of the Second World War and the moon-landing 
emerged an atmosphere and lifestyle focusing themes 
like freedom, independence and change. Following 
the technical progress, the society got access to a 
rising variety of goods coming out of mass production 
and leading to an upcoming mass consumption. Lots 
of new factories got established, working places were 
created and an initial economic upswing was notice-
able. A change from domestic and bourgeois lifestyle 
to a more adaptable and temporary one happened. 
Themes of uniqueness together with individuality 
and the aspect of objects life span appeared. Further 
remarkable progress was made in context to transpor-
tation systems, communication and banking as well as 
the financial institution, creating a lively ambience of 
the market. However, this era also emphasised badly 
working conditions, referring to shrinking wages and 
replaceability of the uneducated workers, and resulted 
in poor housing standards grounded in the urban 
growth. 
(Cf History, 2009)
 Especially in Great Britain, the granted sal-
vation from the depression before was strongly desi-
red in the 1960s and somehow peaked in that more 
or less polarised decade. The period was coined by 
change, marked by economic decline and unemploy-
ment as well as by strong emotions of excitement and 
optimism of the so-called ‘Swinging Sixties’. Whereas 
the traces of the Second World War were noticeable, 
especially in the migration of qualified workers, the 
brain drain, the decay of many industrial centres and 
the dissatisfaction over the high unemployment rate, 
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IMG.26 Demonstrations

the young generation tried to overcome the negative 
circumstances. The UK was coined on the one hand 
by the traditional old-fashioned generation believing 
in industrial companies and was on the other hand 
pushed forward by the young people’s thoughts and 
technical innovations. Ending up in a kind of field of 
tension, which provided a perfect fertile ground for 
revolutionary thoughts and acting as well as for big 
changes.
The UK was left with huge debts and was reliant on 
loans from the United States. Despite a certain econo-
mic growth and a steady reduction in debt during the 
1960s, the UK still required US help.
 Due to the economic growth the living 
standards rose and enabled households to purchase 
a greater range of ‚white goods‘, cars and spent more 
money on their leisure. While there were new markets 
emerging, for example the one on pop music, indus-
trial companies like the North Staffordshire Potteries 
struggled. 
 In comparison to the major competitors, like 
Germany, Japan and the US, the UK performed rela-
tively poorly despite the growing markets. The main 
reasons were given by a lack of willingness and ability 

to innovate, caused by the strict traditional position in 
the elder generation. Moreover, a common poor rela-
tionship between the workers and their bosses were 
causing strikes, which led to a loss of working days. 
For some, the UK’s complacency of being a global 
power was argued in the post-war period to explain 
the backwardness in economy. While the defeated 
countries like Germany and Japan put greater energy 
into business, Britain had different focuses and strug-
gled by coming to terms with letting go its Empire and 
trying to join Europe.
(Cf Economics, 2016)
 After years of brutalism and fear, in the 
1960s the conscription for the youngsters in Britain 
was set down, giving them new ways of freedom. 
Everything was under the sign of change, trying 
to overcome the frightening time of the generation 
before. Particularly in music, the new free generation 
found a way to express them and emerged revolu-
tionary changes. The Beatles or even The Rolling 
Stones presented some of the forerunners experimen-
ting with new sounds and innovative musical style. 
Their lyrics in later albums contained further en-
couraging words for rebellion, voicing the beliefs and 
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individuality of the new lifestyle. So, British musicians 
were also protesting against the Vietnam War with 
a wide range of peace-glorifying songs, to remind of 
the horrors of war but moving therefore in a conflict 
area. Unfortunately, the UK was still depending on 
the support of America and was still paying back 
their debts. Associated with these intentions was the 
‘hippie’ movement, in which the rebels challenged and 
questioned authority, aiming freedom, solidarity and a 
peaceful together.
 Going hand in hand with this movement was 
the use of drugs, related to the colourful, relaxed and 
easy-going lifestyle of the 1960s. Just to mention the 
Woodstock festival, this brings up images of stoned 
people with long hair, dancing carefree over the fields 
and looking for new experiences and fun. The hallu-
cinogenic effect of LSD provided abounded happiness 
and optimism to the hippies and also influencing in 
psychedelic art with the use of bright colours, wild 
patterns and without borders.
 Technological advancements provided new 
opportunities to spend their leisure time, like colour 
television and pocket transistor radios, allowing 
every teenager to listen to pop music on the move. 
Microwaves changed the tasks and time-management 
of housewives and by the end of the decade even 
the first men went on the moon in 1969. It ended the 
decade on a note of optimism and the ability to dream 
of something bigger and a better future. Everybody 
tried to leave the old behind moving forward with a 
more easy-going life, which should be full of pleasure. 
Rather being curious on the latest possibilities than 
facing them with fear, the people set great hope in the 
innovative supplements.
(Cf: Watson, https://goo.gl/k9oKI0)



IMG.27 Cybernetic Diagram
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THE START OF THE 
CYBERNETICS ERA
IN ARCHITECTURE

 By the time when Great Britain’s economy 
was marked by unemployment, brain drain, dissa-
tisfaction and decline, Cedric Price brought up new 
innovative concepts to improve the predominant 
situation in the 1960’s. For Price, there had to be a 
change and especially a break with the old British 
traditions, formed by the First Machine Age. His inno-
vative acting was strongly undermined and favoured 
by the historical and social background of this decade. 
The people’s belief in embetterment and their wish 
of pleasure built a great foundation for the architect’s 
thoughts. He was even more appreciated of his new 
ways of thinking and his futuristic understanding of 
architecture, than he was known as a famous builder.
 As the son of the architect AJ Price, who 
worked on some of the greatest cinemas of that deca-
de; Cedric Price was born on September 11th in 1934 
in Stone, Staffordshire. Price gained his education 
at the Architectural Association in London, specific in 
the technical aspect of architecture. As a passionate 
drawer, he documented his impressions in many sket-
ches and tried to turn his ideas into architectural struc-
tures. The technical focus in his education is strongly 
noticeable in his projects, which is more concerning 
on structure and functionality than on design and aes-
thetic. Presented by planning header data often even 
put on sketch sheets and their line-based appearance. 
In a minimalistic and simple way, he tried to figure 
out and represent the complexity behind his futuristic 
plans. While graduating from the University in 1959, 
he encountered the brilliant urban theorist Arthur Korn, 
an Austrian immigrant. The themes of indeterminacy, 
the hunch of formality and further agreements, which 

name Price’s special interests are demonstrated in 
the work of Korn. Regarding and implementing this 
consideration, the re-thought space and the interhu-
man relations got affected and finally materialised this 
approaches.
. One year later, the company Cedric Price Architects 
got established and soon began to produce a series 
of unrealized projects, rather than building remarkable 
architecture.
 A revolution in the UK’s educational system 
in a certain way was the major intention of the young 
architect, aiming a fusion of practical work and mental 
education. His complaint on the English universities 
as ‘medieval castles’ with power points for the high 
intellectual class and their focus on arts education 
rather than on technical subjects is undermined by 
even more powerful voices:

‘I have a feeling that the universities are still inclined 
to give greater importance to the arts than to the 

sciences, and to the academic than to the technolo-
gical. There still exists a kind of intellectual snobbery 
that pays greater respect to the man who misquotes 
Horace than the man who can repair his own car.’

 [Lord Aberdare, 1965]

 As a socialist he was concerned about 
idealism, but only ten years after the Hiroshima bomb 
he did not stand in for the architectural thoughts of 
Modernism in achieving social utopia. At the time 
when Price graduated in the late 50’s, the construc-
tion industry, guided by the British bureaucracy, new 
housing complexes, educational institutes and indus-
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trial areas were established. Further, a discourse on 
architecture’s stance in the society emerged, founded 
in the understanding of architecture as ‘the social art’ 
in the late 40’s.
W
 Apart from the political influence, Price’s 
work was characterised by elusive, enticing and 
endless adaptable structures and was marked by a 
handful of different influences. 
Moreover, the historical English architecture played an 
important role with the connection to Nathaniel Lloyd, 
with whom’s plans and details Price was familiar with 
and also the friendship to Buckminster Fuller, who 
was one of Cedric Price’s models, especially with 
his skeleton-like structures. Showing similarities to 
architectural design of industry buildings, Price cre-
ated distributed structures seeming to be absolutely 
weightless. The new formal approach to architectural 
aesthetic was in high contrast to the refused monu-
mental buildings in public.
 Cedric Price’s love for ‘Alice in Wonderland’ 
cannot be ignored, this was noticeable in his different 
understanding of time and space functionality. Finally, 
the talents and favours, as well as the young archi-

tect’s interest were of great importance. Price was 
keen on technology, particularly communication and 
saw himself as an active observer of life, discovering 
its richness, diversity and delight. Regarding his work, 
delight came up as the main topic in his project’s, gi-
ving a twist to his socialist views. The then technologi-
cal standard was a cornerstone, for exchanging ideas 
and goods as well as for the people’s movement.
 Cedric Price found soothing words and 
support in collaboration with Joan Littlewood, an 
avant-garde theatre producer, in 1962. Her innovati-
ve and unconventional intentions of creating a pure 
performative theatre, as a space for experience and a 
playing ground blurring the border between audience 
and players undermined Price’s improvisational, inter-
active and adaptable principles of architecture.
In the aim to combine all his intentions and principles, 
he made out a huge amount of ideas. Their networ-
king aspect insisted not only in their functional way, 
but it could be also already found within their planning 
time. Since, the majority of them were created by 
a collaborating work of Cedric Price together with 
at least one expert in a certain topic, especially 
cybernetics and IT technology. He started to create a 

IMG.28 Diagram Cybarch
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network of knowledge around him to provide a steady 
adaption and improvement of his ideas which should 
have been always next to the latest technological 
possibilities. However, most of them were never rea-
lised because of their too utopian innovations vision 
in technology and size in scale for that time period. 
Regarding the structure and the intentions of Price’s 
work, the fact of its loss of architectural structure and 
its steady growing scale is obvious. Starting from his 
first and best-known project Fun Palace, representing 
a modelled and independent building, later projects 
like Turtlan were based on invisible, enormous elec-
trical networks which were craving for spread and not 
longer dependent on built structure.
 However, Cedric Price was a great theorist, 
a self-proclaimed do-gooder and full of innovative 
ideas, some contradictions in Price’s way of thinking, 
regarding his life, appear. While he wants somehow 
to connect intellectual education and class with the 
practical working class, he puts architecture on top 
of all. Architecture should act as a bridge-building 
element but also acts like the highest medium for him, 
presenting a medication to cure stupidity meanwhi-
le giving a chance for education. Therefore, he is 

segregating the architect’s work and the profession 
of an architect on a higher level, giving him a role 
of more power and importance than the rest of the 
society. Further, there can be a tension between on 
one side the will to return to practical work and crafts 
and on the other side the use and belief in technical 
equipment. So, he is abstracting the communication 
and the educational system which should be based on 
technical communication and supports and seeking 
for traditional crafts work in the same moment.
(cf Matthews, https://goo.gl/kTulxB, 2006)



IMG.29 Fun Palace perspective sketch
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FUN PALACE
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 The first project to mention would be Price’s 
and Littlewood’s project ‘Fun Palace’, presented and 
designed as a ‘short-term toy’ in 1964. Thought to be 
placed on the banks of the Lea River in London, this 
early project of him was made up to offer innovative 
learning and leisure opportunities, comparable with 
an ‘education factory’. Architecture was supposed to 
be the catalyst to redefine the standard relationships 
between people and institutions, showing a certain 
potential to nurture the social development. 
 Probably he got inspired by the philosopher 
Sir Francis Bacon’s book ‘New Atlantis’ from 1626 by 
mentioning the Salomon’s House, a technical college 
for science in similarity to the Fun Palace’s task. 
Both had the feeling to be confronted with a crisis in 
knowledge and were seeking for innovative modes of 
knowledge and educational systems. Later, the same 
ideas can be refunded in Alexander Trocchi’s, ‘Spon-
taneous University’, a vital laboratory for the creation 
of conscious situations. 
Constructive similarities are remarkable in today’s 
Centre Pompidou in Paris, based on a quote by Rey-
ner Banham:

‘The concept of a stack of clear floors that can be ad-
apted to a variety of cultural and recreational functions 
seems to recall the fun Palace, even if the project was 

never as radical as the floorless Fun Palace.’
[Banham, 1977]

The structure created by prefabricated modules, 
like shipping containers, might enable the London’s 
working-class a surrounding to escape every day’s 
routine, to go rather on a creative journey and finally 
to embark the personal development. Regarding the 
project’s architecture, it can be separated regar-
ding hardware, its active and grid-like skeleton for a 
maximum of flexibility, and software, referring to its 
operational programmatic and technical support. 
While the building was thought as an endless and 
open, but still roofed structure, the main framework 
was considered to the height of 36 meters and an 
aerial spread of 114 meters by 260 meters. An as-
sembly of service and structural towers made up the 
Fun Palace’s Centre surrounded by smaller individual 
habitats. Standard plastic boxes accommodated those 
individual spaces and larger scaled volumes hosted 
further different activities, from sanitary facilities or 

IMG.30 Fun Palace section
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IMG.31  Fun Palace section Diagram

finally even various leisure offers. A 24-hours random 
use for all was emphasised, based on the idea of free 
movement of the completely adaptable structure. The 
new learning and entertainment centre was set up 
for about 55.000 users daily, up to 5.000 at the same 
time. 
 To push the building progress forward, 
many specialists, especially Gordon Pask who created 
the Cybernetics Theater Committee and was therefore 
associated the topic of cybernetics, were working in 
the interactive environment. Collaborating and desi-
ring, to create an architecture, which can alter its form 
to fit the changing needs of its users, cybernetics and 
the latest computer innovations were in the thought of 
use. Price considered providing an array of sensors 
and inputs for real-time feedbacks and occupancy to 
computers, allocating and altering spaces. The struc-
ture’s relation to its social surrounding as a system, 
encouraging creative acting was analysed and seen 
as a new field for experiments. To come to the term of 
a self-organized structure allowing a steady modifica-
tion, change and independence, a genetic code was 
scripted to enable an independence spread. 
Finally, the visionary project struggled by bureaucratic 

oppositions. (Cf Hardingham, 2013; Matthews, 2006)
 The cybernetic approach in this project is all 
about the term of self-organizing and the intention to 
create a circulation of the user’s questions or needs. 
The building was thought to provide the accurate res-
ponse, to give feedback and to act in coherence to its 
participants urge. The interaction between the human 
and the problem-solving and educating machine is 
in focus, always referring and adapting to the actual 
situation. The frame-like building structure enabled 
itself to change steady and to adapt in response 
to its function inside, which was the project‘s main 
topic. Somehow a flow or loop in communication and 
interaction was purposed, trying to connect the users 
during their stay in this giant ‘knowledge factory’. 
Cedric Price uses new kind of communication docu-
ments for this project with the use of graphs like seen 
in IMG.13. 
 The adaptivity of the building was made 
possible with the use of cranes and light materials. 
This corresponded to the post-war technology with the 
industrial revolution and the shift from a production of 
heavy material to light ones.
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IMG.32 Cybernetic diagram of the organisati-
on plan as programme
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IMG.33 Explanation on cybernetics used in 
Fun Palace
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IMG.34 InterAction Centre photomontage
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INTERACTION CENTER
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 The Interaction Center can be interpre-
ted as a smaller scaled version of the ‘Fun Palace’, 
following the same intention and planning principles of 
his ‘bigger brother’. The ‘Interaction Center’ was built 
in 1976, in Kentish Town and provided a multi-func-
tional complex which was able to adapt to its users’ 
needs. The centre was thought out by the American 
Ed Berman as a beneficial project to empower the 
local community through focusing the topic of self-help 
associating to his homeland’s ethos. Starting from the-
atrical or medical facilities, as well as an office space 
for community-related organisations, the building was 
thought to host a range variety of functions. After the 
election by 3.500 inhabitants, there was not any bar to 
the start of the building’s construction and Price was 
asked for its design. Regarding Price’s understanding, 
the building was never finished or could have never 
be understood as being that; since there was the 
possibility of change given through its whole life dura-
tion. The ability to add structures, reducing parts or 
just changing its function and event program was the 
main idea of the structure. The building got realised 
by the use and resemble of shipping containers into a 
frame-like structure through the help of cranes. Price 

intended to create a value free building associating 
to the Pompidou Center’s essence but differing itself 
through the use of non-expensive and artless pieces, 
for instance the containers.
The building runs the length of 26 bays finally and 
even had a second floor which hosted the main mo-
vement and circulation system. The different programs 
in the container were organised along its way, while 
there could be found free standing ones in the north 
end as well as assembled ones. But still bordered 
and defined by a light-weight skeleton structure in the 
dimension of a grid of 26x6, a two bays wide and 23 
bays long composition.
 After the takeover of several companies, 
which were then all working in one building at the 
same time, the interaction aspect got emphasised. 
Moreover, this development in the building’s use gave 
its name to the project. Unfortunately, the structure 
got destroyed in 2003 when the building’s surrounding 
turned into parkland. Since then the urge of the cen-
tre’s need was not given anymore and got therefore 
replaced with a sports centre. Though the centre was 
one of the fewer built projects of Price, it never gained 
that much fame and was paid the same attention as 

IMG.35 Program diagram
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IMG.36  Organisation Plan diagram

its role model ‘Fun Palace’.
(Cf Matthews, 2006; Obrist, 2009, p. 315-317; InterAc-
tion Space, 2017)
 The project‘s name is its program, thought 
to be a place for an on-going interaction and net-
working organisation. Through a steady change and 
movement in its use, the demands will differ and the 
approach in relation to the users with the built struc-
ture is going to be modified. Relating to the expected 
requirements, the response of the offered possibili-
ties by the structure will be adapted, which led to a 
self-regulating system of the building. Always in an 
effort to provide the best possible solution and arran-
gement for its users‘ needs, which were representing 
the effector considering the topic of cybernetics. Due 
to this intention, the cybernetic theme of acting in a 
direct contact and a fluent interaction was of great 
importance, based on a loop of input or requirements 
and feedback. However, the response is not only 
given and guaranteed by the technical supporting, but 
it was also grounded in the communicating relation 
between the users. So the people can be understood 
in the same time, as the system’s receptor is gaining 
and being influenced from the supports, as the 

effector is triggering and demanding on the structure’s 
adaption. In comparison to the Fun Palace, the use of 
containers which original function is itself temporary, 
followed and pushed forward the concept of Price of 
moving parts of the building.
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IMG.37 Potteries Thinkbelt map
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POTTERIES THINKBELT
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IMG.38 New society magazine with Potteries 
Thinkbelt article
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IMG.39 Potteries Thinkbelt 
connectivities plan

 Based on the same ideological wills of 
transformation and improvement of society, but 
on a much larger scale Price made out his project 
‘Potteries Thinkbelt’ in 1966. Cedric Price intended 
to revitalise his homeland and to regain his previ-
ous status as a place of innovation by branding the 
Potteries as the new scientific and innovation hub. His 
plan was to convert an old, unused industrial area into 
a 260-square-kilometer think tank, an alternative to 
conventional higher educational institutions, devoted 
to science and technology. The project’s name should 
correspond to the program, so ‘Thinkbelt’ is to descri-
be the educational thinking on the one hand as well as 
the regional spread on the other hand.
 With its pre-war history, passing back 
for even more than a quarter of a century, the area 
around North Staffordshire Potteries was well valued 
for its pre-modern progress in technology. Unfortuna-
tely, the Second World War and the economic change 
from industrial to scientific manufacturing belaboured 
this industry and finally forced it into complete material 
ruin. 
 Reusing and including given structures, 

like its railway system and the revitalization of its 
‘dead’ land, a new ‘educational industry’ should be 
founded there, addressed to Price’s concerns on the 
society’s needs and the handle of resources. Again, 
the technology of prefabrication and containerized 
shipping was used to realise the mobile, rail-bounded 
classrooms, computer and data storage rooms or 
laboratories. Finally, an interactive network of static 
and mobile structures, controlled by information tech-
nology, should have been developed. This thought 
model of adaptable architecture should be an example 
for changeable, active and improvisational landsca-
pes, altering on the inhabitant’s needs and wishes.19 
immense complexes for the inhabitants, built by prefa-
bricated and modular housing units, were included in 
the project and created 320000 living units in the end.
 Craftmanship had to be included and was 
understood as a form of interaction between all steps 
and levels in the educational process, as already 
the interaction was intended in the new avant-garde 
theatre. Moreover, the project goal was in relation 
to the context of England where a breakdown of the 
traditional border between the poor and the applied 
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should be reached. 

‘British universities were out of touch with current 
social, economic and scientific conditions.’

 [Price, 1964]

 Though there was a will to increase the 
technical progress and education, this project also 
failed on its technical complexity, which was too farfet-
ched for the traditional and bourgeois society of Great 
Britain. 
 Somehow different but still in another cont-
ext, the cybernetic aspect can be found and interpre-
ted in this large-scaled project of Price. In contrast to 
the previous projects, the adaptivity of the building 
system is reinvented with the use of existent railways. 
By a networking approach to cybernetics and its 
understanding as a closed system of IT-technology, 
this ‘loop-like organisation’ can be translated to the 
project’s infrastructure. The already existing railways 
are providing the movement and the transport is made 
out as a closed organisational circuit. Therefore, the 
mean of a fluent data flow is reflected and re-shown in 
a continuous traffic network. Free moving for the user 

is provided, he is independent and self-determined 
by his decisions. Whether in which specific topic he 
wants to get more information on, or which classroom 
and plug-in he prefers using, the participant is comple-
tely free in using the technical equipment. A self-regu-
lating and self-organizing network was intended, insis-
ting on the on-going adaption, triggered by the desired 
demands and the given feedback. Further, a steady 
hop on and hop off to the mobile classroom, following 
a plug in or out to the technology represents a certain 
kind of interaction and relation between humans and 
machines or even so-called technological intelligence. 
However, the user does not depend on the machine’s 
response and its role is not as a mentor’s position. 
The equipment is far more understood as a mobile 
tool for educational support and information source. 
The effector could be understood as the reflector too, 
since the one cannot exist without the other and is in 
need of their interaction.
(Cf Citymovement, 2012, Obrist, 2009, p. 86f, Mat-
thews, 2006)

IMG.40 Sktech
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IMG.42 Berlin 92 Section skech
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BERLIN 92
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IMG.43 Berlin 92 sketch
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 Later in 1992, during a month-long work-
shop, concerning on green solutions for offices, six 
groups of researchers were figuring out ideas. The 
results, including Price’s team’s work ‘Officebar’ from 
the project Berlin 92, were tested and exhibited in 
‘Well-Tempered Architecture – Concepts for Green 
Office Buildings’ in Berlin. The aim was the creation 
of new and innovative typology for future offices. The 
planners’ focuses were to improve communication, to 
consider a thought-through climate aspect and surely 
to provide a futuristic technical support together with 
an advancement in the building’s infrastructure.
‘Officebar’ is designed as an office block, turned 
vertical on its side and also coming up with a change 
of the typical inside-out-relation. For Price, the office 
needs to be understood as a tool to gain education 
and socialness and not as a container box which is 
just offering working space. It was intented to create 
a building which is all on to enrich the users’, visitors’ 
and observers’ imagination and to push the social 
aspiration underneath the workers forward. Near 
to Tempelhof airport, the invented structure should 
stretch along a 750m long unused elevated highway, 
again following Price will of reusing ‘dead’ habitat. The 
horizontal cut through the block resembles a human 
spinal column, which is densely packed with interior 
organisation in its inner core. The central core of the 
project is enclosed by two outer sleeves, which execu-
tion is shown in the vertical section of the structure.
The light-weight outermost sleeve is dimensioned 
by a length of 600m and a height of 10m and forms 
one long tube-like shed over the highway. Steady 5 
degrees along the open, multi-functional workspa-
ce is provided by the glazed outer buffer zone with 
insulated external blinds and lights. Since there can 
be found the focused intention of creating a feel-good 
climate atmosphere in the used rooms.
 A more specific and controlled working 
is placed in the second enclosure, which is running 
the full length of the built structure as well. The 4m 
in height, translucent ceiling, bordering the space, is 
made from water-filled glass planks. They provided a 
balanced feel-good atmosphere for the workers in the 
buildings’ inner space. In its inner part, the structure 
accommodates a continuous working space, differing 
in height and technical equipment. Creating somehow 
an open office which enables the staff to be in steady 
contact and making a fluent working flow through the 
improved in communication possible. Through the 
integration of technical devices, a new level of gaining 
knowledge and information exchange is offered. 
Further, sleeping boxes are provided and are placed 

and planned as plug-in-cells on the sleeve’s sides, 
able to host 100 to 1.000 people.
Innovative is also the aim to maximise the use of solar 
power, which is the main topic of this project and a 
leitmotif in Price’s later work. This effort is also relating 
to the topics of saving the natural resources, creating 
an independent and self-organizing complex and fol-
lowing economic advantages as well. Air conditioning 
and ventilation is possible and considered through 
the left and unused space between the envelopes, 
associating to the climate aspects, too.
 (cf Hardingham, 2003; p.785)
 Having a glimpse back to the envelope 
layering topic, varying relations in each sleeve or 
section of the structure can be defined. The inner 
sleeve presents a closed system in the use of techni-
cal services, which are responding and adapting to 
the users’ needs. Therefore, a direct support and a 
fluent connection between machine and human are 
provided. In contrast, the outer skin of the building 
is interacting and directly related to its environment. 
Using the sun’s energy to produce the needed power, 
to enlighten the working space naturally and creating 
air conditioning just by a steady circulation between 
the skins. An interaction between the human can be 
found in the open designed working space, which 
should have positive effects on the socialness by 
emphasising discussions, support and help whenever 
it is needed.
In context to the highway, presenting an infrastructural 
movement of cars, this movement can be translated to 
a circulation of data and knowledge which takes place 
in the office building. To conclude, it must be menti-
oned that the building is not only a temporary place for 
work, it is a complex structure including communicati-
on, living, work, movements and even emotions.
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king structures, standing independent and not longer 
in need of an accommodating envelope.

 So far, the mentioned project’s by Price 
were designed as architectural structures/frames 
implemented with technology in innovative ways and 
all possible levels of relationship. Their modern design 
approaches, standard construction machinery, like the 
cranes shown in the project’s sketches, were thought 
to be used to create and afterwards enable the buil-
ding to adapt itself just linked to the users’ changing 
demands. While there is the notion of the integrated 
technical equipment, the building composition can be 
seen independent and separate from its supporting 
‘software’. Even though, the theme of interaction was 
considered, releasing the needed modification and 
adaption through an on-going informational exchange 
between the users and the cybernetic devices.
 
 Within the invention of the Generator, a new 
level of interaction, being well and precisely defined in 
its acting was introduced to the created building. So 
the idea of cybernetics switched from its ideological 
essence to an operating tool and working system. 
Before cybernetics still was implemented, but never 
discussed its technical execution and changed perfor-
mance in detail. Since then, the structure also got the 
ability to react responding to the architecture’s gained 
learning and not only corresponding to humans’ influ-
ence.
It was the starting point for the addition of new tasks: 
the technological network’s growing importance, 
followed by its increasing independence and its ten-
dency to be brought to the project’s front. Pushing this 
intended level even further, the last project’s of Price 
is practically presented through sketches of networ-

A SHIFT INTO  NEW 
SHORES
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IMG.45 Generator Machine
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GENERATOR
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IMG.46 Generator‘s constructing



77

 After the first approaches of Response and 
Change in the two last described projects, Cedric 
Price with the collaboration of John Frazer investiga-
tes those ideas in a deeper research with the project 
Generator. The revolutionary novelty within their gene-
rated work is major in architecture and was qualified 
as the “First intelligent building”.
The client Howard Gilman, director of “The Gilman 
Paper Company” and an ‘art lover’ was introduced in 
1976 to Price by an art curator. The project concerned 
a forest in which Price saw for the company an oppor-
tunity to create an environment bringing workers and 
visitors together to action. Cedric Price’s vision was 
“to provide accommodation for thinking, dreaming, 
working, talking, playing music, experimenting – not 
necessary sleeping”.
 The Re-use of the Fun Palace’s concept 
proposed an adaptive design which could change and 
respond to the user’s needs. Within Fun Palace, there 
is no concrete explanation what would control the 
movements of the palace or either how, there is only 
an abstract of the learning machine. The collaboration 
with Julia and John Frazer was supposed to answer 
the questions of how and why changes in the building 
will operate and what those changes would look 
like.  
 Moreover, Cedric Price worked in collabo-
ration with Julia and John Frazer on Generator which 
was a development of the previous ideas of the Fun 
Palace Project. For Price, Julia and John Frazer were 
pioneers in intelligent and interactive design and 
could help him investigate the feedback process of his 
design.
Generator was presented a self-organized system and 
raised the notion of an intelligent building that learns 
from its own experience.
  Its description now includes both physical 
and in system terms. Physical with its infrastructure 
and a mobile crane on site that was providing an end-
less reconfiguration of the structure and a system with 
computer programs suggesting new arrangements of 
the site in function of the worker’s needs. The whole 
structure was supposed to be connected to captors 
who would determine the positions of all parts of the 
structures. Those were then able to reconfigure new 
organisation in function of the worker’s needs.
 
 Really interesting is the project’s idea that if 
the machine would get ‘bored’ in the case of the users’ 
lack of changes, the system would from itself propose 
changes that would learn to be the most appropriate 
to the user’s needs and impulse them new purposes.

«Just to add to the computer in architecture debate I 
include this proposal from my consultant on our latest 
project in which this friendly machine is widely used. 

‘The site and the elements on it should have a life and 
intelligence of their own and the program would start 
to generate unsolicited plans, improvements and mo-
difications in response to users, comments, records of 
activities, or even by building-in a boredom concept so 
that the site starts to make proposals about changes 

of itself if no changes are made.’ Now such a proposal 
can only work if the initial design allows for layouts 

and structures that can alter and decay and disappe-
ar. Mine can… »

[Price, 1979]

Price kept asking questions on the role of technology, 
and its relation to architecture.
 In 1966, in a lecture Cedric Price was 
asking the question “Technology is the Answer, but 
what was the question?”. He first gave a definition 
of technology: “Technology is defined in the Oxford 
dictionary as the science of industrial art.”
The lecture related to the Fun Palace, demonstrating 
also that for him technology wasn’t the essence of the 
project. The predetermined functions of the building 
were the question, technology was a way to achieve 
his ideas.
For Price, the constantly changing structure proposed 
in the Fun Palace and the InterAction Building through 
techniques of material and technologies already exis-
ted at that time in advanced engineering. The reasons 
for the use of those technologies were to ease up the 
choice, achieve a loss through will session and an 
opportunity to decide which way to go. 
 The use of high technology processes was 
for him not only required for adaptive systems like in 
the Fun Palace but could have also allowed space 
variations to adapt to the users works to change. Ced-
ric Price for his Building Computer Centre organised 
the offices around the big computer system room. He 
envisaged that the office’s disposition would remain 
the same while there would be a possibility to modify 
walls and windows directly from the worker’s will. This 
change is to represent the specific will of the worker 
whose job is going to mutate and change rapidly 
regarding the fast evolution of technology which is a 
very competitive field. This new way of interpreting 
work needs is translated by Cedric Price into design 
solutions.
 There is something specific to Cedric Price 
and which can be one of the reasons why his projects 
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were so revolutionary in his use of other actors than 
architects. Cedric Price often worked on cross-discipli-
nary projects in which he imposed himself as an archi-
tecture expert. Cedric Price was in page with its time 
and was interested in the most advanced technologies 
proposed, always seeking for pioneers and experts 
in fields of his interests. So, we can say Cedric Price 
was influenced and surrounded by the best specialists 
in engineering, technologies and thinkers.
To integrate and develop his ideas of adaptive 
architecture, Cedric Price was helped by experts in 
cybernetic. The project of Fun Palace was thought in 
collaboration of Gordon Pask, an expert in teaching 
machines that directed the project in the idea of direct 
communication in the system.
Gordon Pask had an important role in the relation 
between cybernetic and architecture, also with the 
architect Nicholas Negroponte with the Machine 
Group MIT. 
 Further, Reyner Banham a friend of Cedric 
Price influenced him a lot Price in the use of Cyber-
netic in his projects.
Banham was an architectural critic, writing a lot on 
Price’s projects and mainly known for his book ‘The-

ory and Design in the First Machine Age’. Banham 
promoted an anti-formalist, technological approach to 
architecture.  For him, the context of British post-war 
architecture and the rejection of International Moder-
nism explains why the technological directive moved 
into the more ephemeral mobility offered by new 
information media and mass communications.
The cybernetic aspect of Fun Palace being a learning 
machine by getting knowledge through the relation 
man-machine. (cf Hardingham, 2003, p46-49; cf 
Alford, 1984)
 The idea of boredom pushing the machine 
to take over the control of the system is an idea that 
refers to Gordon Pask‘s ‘Musicolour machine’ from 
1953.
For Gordon Pask this notion of control was major in 
understanding the relation human/machine and in 
cybernetic itself.
Pask referred to human by explaining the loop system 
in which man seeks for novelty and then the control of 
it, Pask resumed it this way:

“man is always aiming to achieve some goal and he is 
always looking for new goals.”

IMG.47 Visualized Data
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IMG.41 Gordon Pask 
Musicolour systemIMG.48 Musicolour

[Pask, 1968, p.76]

 In fact, for Pask the novelty is for man an 
ambiguous terrain full of uncertainty and problems 
and see the control as problem-solving.
Learning to control can then be directly related to 
solving problems leading to communication.
This process of loop novelty/control is a human and 
pleasurable mode of activity into arts for example. In 
his project of ‘Musicolour’ Gordon Pask places his 
work into the art sphere in a reactive and adaptive 
way.
If a painting is actually static the movement of our 
eyes to select and build and image of the parts of it is 
an active perception with an internal conversation.
Pask distinguished internal (unobservable) and 
external (ambiguous) discourse, in which for example 
an external discourse can be seen as the alternation 
of the visitor from the role of the viewer to the role of 
the painter.
 The ‘Musicolour’ would put the user in an 
external discourse through an individual experience 
which would be different for each one.
With his idea of boredom and reaction of the machine 

taking the control, Pask actually integrates the idea of 
machines learning. If the sound wasn’t doing it work 
correctly then music performance would change in 
relation to the music and at some point, the performer 
would play in function of the machine‘s vocabulary.
(cf Pask, 1968, p.76-99)
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 In the years from 1990 to 1994 Price made 
out ‘Straton’, a quite precisely formed urban project, 
which is border-crossing in a geographical aspect as 
well as in a technological understanding. The project 
showed a futuristic idea to create an innovative urban 
area between Strasbourg and Kehl, spanning over the 
Rhine. Egbert Kossak recommended therefore Cedric 
Price, requiring him to think out a long-term solution 
for the rivers’ ports and industrial areas’ revival and to 
search in the meantime new urban functions. For the 
project’s engineering process and redevelopment, the 
demolition of the old was from need, as well as the 
recycling of materials and the reinstatement of new 
amenities.  
 The presence of water, within the Rhine, 
was the most interesting aspect of Price’s thinking, 
which provided a continuous flow of the environment 
from the old to the new district and also offered a huge 
variety of use. 

‘With more water than land this new EU community 
can revel in its inland coastline.’

[Price, 2003, p.741]

 The ideological plan could be split among 
three main centres along its main east-west axis, 
from Strasbourg to Kehl. At its west end, the existing 
University Campus which should be expanded to the 
south is positioned. Following the axis, its middle area 
got replaced with industrial, agricultural and educa-
tional facilities, creating a ‘European classroom for 
all ages’. The third centre in the east end in Kehl is 
formed out with two bridges along a railway terminus, 
whereas one bridge should be built completely new.
Giving this project a closed network and structural 
approach, the Straton Saucer was invented. The ring 
with a diameter of 1.000m was made out to provide 
observation to view the ongoing development of the 
project’s area and carried the transport system. Cable 
Cars were thought to have an orbit movement of 30m 
above the ground on the circled structure. 
Thinking of this large-scale project, Price got in cont-
act to Tschumi who designed the Parc de la Villette.

‘I do this because I observe a similarity in our recogni-
tion of the potential of layering.’

   [Price, 2003, p.741]
(cf Hardingham, 2003; p.741-742)

IMG.50 Sketch on Straton Saucer
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IMG.51  Diagram
„Dynamic Propinquity: The Logic of Operational Approximation“ 

 Due to this influence, Price emerged the 
movement patterns and considered them to be the 
project’s form-givers. He sorted points by their import-
ance and defined the most important ones by connec-
ting the supporting peers with the ground there.
Price’s philosophy of interacting got described in his 
diagram ‘Dynamic Propinquity’. Therefore, architec-
ture must be indeterminate in its capacity to change in 
relation to temporary political forces and must be able 
to adapt to its external factors.
Focusing the sense of network and interaction, 
provided by the thinking in layers, cybernetic can 
be interpreted in a formal and idealistic way to this 
project. The will and intention to create and analyse 
the buildings and facilities dependent on each other 
and the users’ needs appears. Based on the idea of 
being capable of modifying and adapting throughout 
progress, an interacting relation of time and structure 
appears. The approach of interaction can be transla-
ted to the network of layers and moving parts as well, 
creating density and junctions. 
Formal present is the loop system of cybernetics 
present in the Straton Saucer, designed as a closed 
circle allowing movement and a direct contact to the 

progress in development, integrating the human-being 
to this. So, the inhabitants become participants and 
will be part of the created huge network.
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NON-PLAN
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 The Non-Plan project was published in the 
magazine New Society in 1969, as a collaborative wri-
ting between Paul Baker, Peter Hall, Reyner Banham 
and Cedric Price.
The New Society magazine proclaimed to be a 
non-political magazine even if it’s founder editor Har-
rison Raison was a liberal Conservator. Paul Barker 
who first investigated the idea of the article and was a 
deputy editor of the magazine, argued to be non-party. 
The magazine even hosted articles from the Marxist 
historian Thompson.
The question of the Non-Plan started with a discus-
sion between Paul Baker and Peter Hall, an urban 
geographer, about urban planning:

“Could things be any worse if there was no planning at 
all? They might even be somewhat better.”

[Hughes and Sadler, 2007, p.4]

The project was conceived more as a speculative re-
search than as a concrete urban plan. Its ideas fitted 
to Cedric Price and Reyner Banham vision, they were 
both included in the project’s research. Reyner Ban-
ham was also already writing for the magazine since 

1965 as an architectural critic after advice from Price.
 The Non-Plan research was divided into 
county parts of Britain for each writer as case studies.
The publication of Non-Plan in the magazine came 
two years after the start of the concept in 1968, a 
complex year for the world by happenings of the Viet-
nam War or the French Revolution.
The main points of Non-Plan were representing the 
difficulty to decide what was the best for people and 
arguing that the urban decisions were undemocratic. 
For example, Haussmann’s urban planning shows 
aristocratic and oligarchic methods of planning, that 
is far from democratic and demolished houses of the 
poor. 
In fact, they were arguing the control of housing and 
that they were no place for a commonplace house. 
For them the urban planning did not make any sense 
even if it was coming from good design intentions, to 
see urban planning as knowledge was not legitim, it 
could bring the best as the worst and was following 
trends that change as fashion would do.
 Non-Plan was the opportunity to go a step 
further than a small attempt to include more participa-
ting methods in planning and to search for peoples’ 

IMG.54 Non Plan speculativ map
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needs and maybe also by the way a hidden style.
To provide a new organisation of freedom, there was 
a need for mass demolition and change, especially a 
break with restrictions and planning laws. The essay 
also revealed the wish for the redevelopment of vast 
areas of Britain in the 60’s.
 The first case study ‚Lawrence Country‘ by 
Peter Hall expressed a Non-Plan for a next generation 
that will be more mobile and move further. Motorways 
change the spatial relationship and people will tend to 
live where they like. This ability is given within Non-
Plan and in fact it would serve the needs of a mobile 
society.
 On the other hand, Price wrote on the 
Country of Montagu, in which Solent urban planning 
was about preserving its heritage.
(Cf Hughes and Sadler, 2007, p.2-21)
The new structure was far more designed as a flexible 
and adaptable form of urban transit and communica-
tion. Terms like telecommunication and technical ser-
vices should be the base and starting point to enable 
the purposed redevelopment as well as an improved 
interaction level. Super-imposed was Price’s will for a 
change in life’s living and working habits, where the 

inhabitants would become ‘auto-nomads’ on holidays 
and weekends. Enjoying small and intermittent holiday 
area inclosure to build spaces giving them recreatio-
nal advantages. 
Non-Plan’s focus was on the interaction and relation 
between the humans/inhabitants, which are determi-
ning and influencing the city as a self-organizing struc-
ture. The interaction was supported and happened 
through the given telecommunication possibilities and 
led to an on-going change in the city’s development. 
Ending up in the purposed non-planning of urban 
space, which was then created by a steady circulation 
and an interaction of demands and supports instead 
of restrictions by bureaucrats. The technology was 
used as a supporting hand, which made a new level of 
the human’s acting possibly and not positioned as an 
instance overall. Non-Plan would create the main play 
and live area into the edges of the London Region.
(cf Hardingham, 2003, p.295-297)
 The last part of the essay on “Spontaneity 
and Space” gave the developments since the last 15 
years of cybernetics, mass affluence and pop/youth 
culture as an argument to support the necessity of 
Non-Plan.

IMG.55 Non Plan drawing
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For them cybernetics is more than a technological 
revolution, it is a revolution of the way we think, co-
ming from the possibility of processing a huge amount 
of information. The use of cybernetics is of course 
relevant to planning methods, decision making and 
physical planning. These aspects set up frameworks 
for decision in which information provided by the Non-
Plan could be fitted. Cybernetics outdated traditional 
planning methods which required a new mental and 
physical mobility, a revolution in human thought.
Cedric Price expressed in an article of Architectural 
Design clearly the idea that Non-Plan was an expres-
sion of the revolutions of its time.
 

„Non-plan and the advantages of unevenness, 
proposes to reduce the permanence of the assumed 
worth of the past uses of space through avoiding their 

reinforcement, society might he given not only the 
opportunity to re-assess such worth but also be able 
to establish a new order of priorities of land, sea, and 
air which would be related more directly to the valid 
social and economic life span of such uses, replace 

Utopia with non-plan”  
[Price, 1972]

(Cf Hughes and Sadler, 2007, p.2-21 and Goldhagen, 
2001, p.128)
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 Cedric Price’s thinking in larger and urban 
scales continued in his further projects, so he did in 
‘Turtlan’ in 1990 too. Enforced by the Croatian sum-
mer school held in the Hilltown Groznian in 1989 by 
Wink Penezic and Kresimir Ragina, a new program for 
the existing settlement was invented. The focus of the 
first of three phases was all on the restructuring and 
the revival of the area, likened to a dead turtle. Their 
aim should be reached through a dense use of the 
developed communicational systems and technology, 
improving the settlement’s low-tech and old-fashioned 
living standards. For the 2nd symposium Cedric Price 
was asked for participation to share his innovative 
thoughts and pushing therefore the project further. 
 Influenced by his networking and lar-
ge-scale thesis, Turtlan was figured out as a giant 
electronic and aerial halo, providing electronic support 
and services to the houses and public spaces. The 
visional design can be seen in several sketches, 
made out of a large triangular tube, containing also 
solid parts. However, the cloud’s idea contained also 
the temporary aspect, it will remain existing as long 
as the infrastructure is depending on it. Connected 
were those to a typical element in Prices’ architecture, 

an open lattice framework, which material never got 
specified. Positioned and carried is the inevitable ob-
solescence and technical minimalistic ‘super cloud’ by 
three cranes at the hills foot, containing the necessary 
electrical supply. In its existing, the body-less structure 
fulfilled two approaches at the same time. On the 
one hand, an architectural one, by its triangular form 
circling and marking the borders of the settlement. On 
the other hand, it represents a high-tech innovation as 
a metaphor for ubiquitous servicing, nowadays known 
as Wi-Fi hotspots and services.

‘The satellite town and the global village are joined by 
the electrodynamic home.’

   [Price, 2003]
 
 Out of the new way to connect and to 
improve urban interaction, especially infrastructure 
and communicational levels, Price represented the 
city’s historical development by a sketch showing an 
egg. Through this diagrammatic presentation, he tried 
to explain and undermine the sprawled and cloud-like 
design of the Turtlan project. Price considered the 
first ancient city to be like a boiled egg, figured out by 

IMG.57 Sketch on Turtlan
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one centre and a clear defined wall, giving the city its 
shape and size. Whereas the settlements of the 17th 
to the 19th century remembered him of the form of 
fried eggs, which represented their expansion, due to 
the growth in inhabitants and industrialisation. Sub-
urbs appeared and the city moved further its original 
and political figured out border, growing steadily and 
without a master plan. The modern city then was 
understood as a scrambled egg, a mixture of itself, 
interacting and relating to every factor, combing and 
modifying through the time.

 The cybernetic approach in this project is 
obviously found in the idea of the networking halo, 
providing a direct interaction and made it possible to 
react and respond nearly in the same moment. The 
created Wi-Fi network emphasised the inter-human 
relation by its new communicational system. The 
inhabitants were now enabled to stay connected all 
the time, share information and influence each other. 
A strong and especially quickly happening dualism in 
the questioning and responding approach was given. 
However, the technical support and part must be seen 
as a helping tool, cause its participant is still free in 
the decision not depending on the ‘machines’ respon-
se’ but can still use the halo’s advantages.



IMG.58 Cedric Price Cybernetic Parameters
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 In an effort to compare the aspects of 
different projects of Price during an era of 40 years, 
we analysed the projects, whose characters seemed 
relevant from us: life span of the building, interactivity, 
self-organisation, the relation that it brings human to 
human or human to machine, the aspect of intelligen-
ce and adaptivity. (See IMG.58)
 The Fun Palace marked the start of Cedric 
Price integration of cybernetics. The project repre-
sents almost already all the cybernetics concept that 
we specified. The time span is a recurrent concept for 
his projects. This illustrates the response of Cedric 
Price to the wave of modernisation after the World 
War II, which shifted the industry from heavy to light 
material. The speed of modernisation and unpredicta-
bility engenders it, considering the search of Price to 
be in the present and not capsize to the out of date. 
Later this idea of time span, is reused in the project 
of Potteries Thinkbelt in which the classrooms would 
move on railways to enable a flexibility of need in 
time. This idea prevails moving buildings which were a 
topic of interest in the 60s. 
 This idea of mobility is strongly represen-
ted in the speculative project of Non-Plan which 

expressed the will of Price for an inclusion of the 
environment and therefore more mobility. Cybernetics 
outdated traditional urban planning, presenting Non-
plan as an answer.
As the Interaction Center is proposed as the materi-
alisation of the Fun Palace, it mainly integrates the 
characteristics of the Fun Palace.
Later as a proof to a reality of producing project like 
the Fun Palace, the Generator is an association of all 
those concepts while adding the novelty of intelligen-
ce into the design. Generator seems to represent a 
turning point in Cedric Price work, on one side as a 
conclusion to its past project, and one the other side 
as a revolution because it integrated the notion of 
intelligence into the building. 
In the same time, the projects following the Generator 
do not integrate anymore its concepts and foccuse 
more on the level of interactivity.
 The concept of interactivity became major 
in Price’s projects from the 80s, moving away from 
time span and intelligence, which was left in the past. 
Since 2000, interactive design is becoming a trend in 
designing and reflecting this movement already visible 
in Price evolution.

IMG.59 Sketch Fun Palace
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 The actual context is surely different than 
the post-war, to which Wiener and Price were confron-
ted. But 60 years later, what are the modern architects 
learning from the past? What are the new challenges? 
What is the current state of cybernetics in design?
This contrast between the architects from the post-war 
and the modern architects will help us understand the 
current state of cybernetics in architecture.

IMG.60 Sketch Turtlan
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IMG.61 Braincoat
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IMG.58 Photomontage 
Connectivity  IMG.62 Digital Invasion
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SMART BANAL

 Nowadays there is a noticeable invasion 
of technologies in our environment and therefore a 
dominance of virtuality in our social life.
The blur between our virtual and physical worlds open 
a fourth dimension to us, of digital technologies. This 
new reality profoundly changes the way we create 
space and its social dimension bringing traditional 
architecture in question.
This invasion of technology throughout every corner of 
our daily life and technologies that revolutionised life 
became invisible, so much it is integrated as a part of 
us. There is already a proliferation of smart devices 
in our life. Technologies like WIFI and GPS sending 
information through waves are also not perceptible. 
Space tends to become more and more intelligent and 
smart devices, smart home, smart workplace, smart 
city seems to be everywhere. Intelligence spreads 
itself in every stratum of our environment from the 
closest to the widest.
 The explosion and diffusion of those intelli-
gent, interactive design devices are majorly influen-
ced by the development of an accessible electronic 
knowledge and components with a desecration of 
electronic. Arduino an Italian company producing 
microsystems controller presents a part of this revolu-
tion. The product is low cost and therefore affordable, 
creates a big community of user and open source. For 
architects and designer this allows an easy integra-
tion of technology in their design. The open source 
community has a big role in spreading interactive and 
smart design. Arduino is a common component of 
every FabLab and architecture school, like the IAAC 
in Barcelona with research using Arduino into smart ci-

ties. The Smart Citizen Platform was developed by To-
mas Diez and Alex Posada as a research project from 
the school in 2013. The project completely acknowled-
ges the accessibility of Arduino components and is 
based on a kit developed composed by Arduino’s 
parts. Smart Citizen aimed to inform inhabitants about 
the quality of their environment, giving information on 
the levels of air and noise pollution in different cities, 
as the levels of humidity. This information should help 
people to realise the state of their city’s environment 
and bring Smart Citizens to build a smarter city. The 
kit proposed is a hardware composed of sensors and 
electronic components from Arduino. Therefore people 
can buy an already prepared Kit or with the help of 
open source documents with schematics and firmware 
build the tool themselves. This project is materialised 
by a map collecting and sharing data from the partici-
patory action of the Smart Citizens.
(cf https://smartcitizen.me)
 Part of the desacralisation of smart devices 
in our life is influenced by the augmentation of our 
cybornisation. Those devices that became more and 
more wearable start to reach a new level of closeness 
with the cybornisation of our bodies: electronic tattoos, 
the chip integrated into the hand to open doors… 
There is a strong increase in control of our life through 
those technologies. The wearable technologies like 
our phones and also the google glasses were already 
reaching a high level of cybornisation of our body. But 
with electronic tattoos the level of intimacy between 
our body and technology is completely blurred. Those 
epidermal electronics so thin that they disappear on 
your body are like tattoos, that are sensing our pulse, 
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reading your vital signs to control our health.
With cities that communicate data, wearable devices 
checking on you, social devices collecting information 
on our preference and behaviour, the world of tech-
nology and smart devices are taking control over our 
data, use. For example, a smart device needs first of 
all sensors. Without information there is no intelligen-
ce, therefore a smart device uses captors to sense 
the user and the environment (from nature, politic to 
social data). This leads to a pervasive interaction with 
our life, every device is able to collect and store data 
about us, like a gigantic personal diary that actually 
knows more about us than ourselves.
 The use of drones for example was showca-
sed as one of the incredible novelty of our period, 
but nowadays is mainly limited to an automatization 
of actions. We can hear about drones delivering our 
Amazon packages, taking care of the water need of 
a field production, and even building architecture. 
One of the famous examples of the use of drones in 
architecture can be represented by the project of Gra-
mazio & Kohler and Raffaello d’Andrea (See IMG.64). 
In their project ‘Flight Assembled Architecture’ at the 
Frac d’Orléans in 2011, drones are programmed to 

assemble a stack of 1500 polystyrene bricks into an 
undulating wall. The project is actually an upgrade of 
a previous project called ‘Structural Oscillations’ in 
2008 at the Venice Biennial. The assemblage of bricks 
was before done with the use of one robot named 
R-O-B an industrial robot mounted on a trailer. R-O-B, 
part of a research of the ‘Mobile Fabrication Unit’ 
in 2007-2008, was replaced by coworking drones. 
Both projects are investigating the search of robotic 
construction and replace the limitation of the use of 
cranes and scaffolding, replacing the labour of human 
to machines.
(Cf Frearson, 2012) 

 But what is the real novelty of this kind of 
projects? Smart devices, technologies are in this way 
used as an automatization of actions. Smart seems to 
accomplish labour that we can take care autonomous-
ly.
Even if there are some designers and architects who 
try to develop with those smart technology environ-
ments to improve our experiences, the major part of 
the market of smart devices is interested in automa-
tizing action that we could do ourself, a production of 

IMG.63 Electronic Tattoo
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the same. What is the real utility of a smart thermostat 
that regulates our house for use when we could turn 
the thermostat ourselves? Smart devices seem to 
take control of our ability to choose and to know when 
to act while monitoring our daily living habits.
This divergence of directions in the extent of design 
from purposes that would enhance humans to pro-
ducts that will create new markets of control, there is a 
future into which we will challenge technology.
The marketisation of smart technologies are as banal 
as they want to be, and seem to miss the direction of 
new purposes.

IMG.64 Flight Assembled 
Architecture
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IMG.59 Braincoat  
IMG.65 Braincoat red signal
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A LUCRATIVE 
MARKET

With the augmentation of devices in our environment, 
there is the emergence of a market of smart devices 
whose purpose is to take care of our technical faci-
lities autonomously, leading to a mainly commercial 
use of cybernetics, leaving on the side the seek for 
new way of enhancing the society. It is not re-questio-
ning our way of life but autotomizing it.
Also, with designers that investigate or daily environ-
ment with technologies, there is an evolution of the 
value of objects toward a value of experiences.
Interactive design is not only about bringing more 
communication into space but is also about thinking 
new ways of enhancing relationships between people 
and space.
 The Braincoat project is a good example 
of interactive technologies looking for a new level of 
social engagement in architecture.
The interactive project tries to make space more soci-
al and therefore more meaningful. 
In this project, visitors to the Blur building would befo-
re entering answer to a survey, which will gather infor-
mation about their personality and tastes; and would 
be treated by a computer alerting other visitors of their 
compatibility. Giving a way to the visitor to perceive 
match with other visitors which tastes and personali-
ties may be compatible. This can be readable for the 
user through the coat that each visitor would need to 
wear. The interactive system would react when visitors 
would get close to each other activating the colour 
of their coat that would inform them of the intensity 
of attraction or of unattraction though a system of 
colours; the red indicating an affinity while the green a 
relation of aversion. The project capacity of interaction 

was imagined up to 400 people reaching a new level 
of relation.
The Braincoat was never realised in reason of a lack 
of interest from sponsorship which showed that soci-
ally interactive project of this type was not mattered to 
support at that time. The Braincoat project, featured 
the highest levels of behavioural integrati-on and time-
varying and adaptive functionality into a single space 
showing a great complexity of an interactive system.
It seems to us that the proliferations of smart devices 
and a lucrative goal of interactive design does not lead 
to an avant-garde architecture, the use of cybernetics 
is not enough to produce avant-garde concepts. 
However, the potential of this new field of design is 
now beginning to be realised. Not only have socially 
interactive projects begun to move into the public re-
alm, but they are now also receiving the financial sup-
port of both national governments and big business. 
(cf Bullivant, 2005, p.44-53)
 
 This increase of more socially interactive 
space is highly valued in shopping malls and com-
mercial centres, they understood it would increase 
their profit in many ways from brand marketing to new 
forms of consumerism. With the demateria-lization of 
the shopping with our use of the internet, shopping 
malls need to create new physical arguments to 
attract buyers. This can be shown by the current trend 
of making commercial space a space of wonderment, 
entertainment and a representant of high technology.
Shopping malls are thinking new ways to innovate 
their design but their scope of change is not so vast. 
In fact, if commercial centre seems to integrate design 
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IMG.60 Braincoat‘s functio-
nal acting 

between art and entertainment, the character of those 
design is limited by the client, and should stay in the 
appreciated field of the shoppers, limiting in fact the 
level of experimentation of those design in compari-
son to museums and galleries.
There is a proliferation of interactive design, like 
interactive map helping the user to find the shops he 
would be interested in or interactive floor design like in 
IMG.67 where space engages the public with it.
Those designs are part of the entertainment aspect 
that tries to provide shopping mall seen not only as a 
space to buy but also becoming a place at the state 
of the technology and a playful environment attracting 
more customers. The use of those interactive design 
is also aimed to offer new experiences of buying and 
public space.
(cf Bicard, 2016)
 Brands like Nike understood already since 
2006 the high value of interactive design for the image 
of their brand. 
They started to wonder which strategy they could use 
to follow the development of new technologies.
In fact, the big part of their publicity is related to high 
technologies and Nike has achieved a great deal of 

brand exposure from its excellent digital campaigns, 
particularly through social interaction. This takes 
different faces from the front of a store with an interac-
tive design art installation following and catching the 
attention of the person in the street to the adverti-
sement. This gives to the brand a high-tech image 
which impresses the buyers and let him believe in the 
innovation character of the brand.
(cf Moth, 2013)
 It seems that public and research sponsors 
are less interested in projects like the Braincoat that 
shows more expense and hazard to let the marketing 
and international business use at their advantages the 
possibilities of interactive design. 
 
 Though, there is the integration of techno-
logy and its use to reach a huge variety of differing 
out-coming work appa-rent, it is only with the aim to 
generate pleasure or economic profit through gadgets, 
apps or gaming controllers. The projects are neither 
critical, enhancing the society nor in any way creating 
new forms in perception and architecture. Much more 
the intentions of the post-war avant-garde can be 
re-found in the concepts of radical thinking and acting 

IMG.66 Braincoat‘s 
functional acting
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IMG.67 Interactive Design 
in Commercial Centre

artists and designers, like Beesley, the Spyropolous 
brothers or Roche. Within this direction of modern 
art, the characteristics of avant-garde get transla-ted 
to today’s society and issues and therefore showing 
the new generation of avant-garde. Their projects 
are again acting critical and enhancing and expand 
perceptive possibilities. Realised through life-like 
installations, communicative projects or just radical 
conceptual ideas, avant-garde now found its way into 
society.
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IMG.62 evolving and 
emphatical ‚architecture‘  
IMG.68 Visitor interacting with 
the Hylozoic Ground  
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AM I ALIVE?

 Experimenting towards the topics of evol-
ving, technological possibilities relating to a society 
based on interaction and communication, Beesley’s 
work is from greater meaning in nowadays approach 
to technology. Within his occupations as a visual 
artist and an architect, he is border-crossing working 
between those two disciplines.
 Highly interested in the creation of active, 
communicative and even evolving compositions; 
Philipp Beesley’s work figures out in kinetic, adaptable 
and light installations, acting like independent organis-
ms. His hybrids of natural styles, newest technology 
and latest knowledge of psychological aspects are 
able to respond and alter themselves through those 
aspects. His intentions to emerge a discussion aiming 
to recognise the relation between organic or non-or-
ganic structures, finally ends up in the dualism of good 
versus bad.

‘Responsiveness does not necessarily make so-
mething sensitive. We walk through a shopping mall 
and the doors open, don’t they? We clap our hands 
and the light goes on. These kinds of functions are 

not profoundly revolutionary. When I dwell on the term 
responsive, I do not mean a one-way responsiveness 
where things pick up on what we want and are more 
sensitive to us. I have hunger to find a mutual relati-
onship with the environment in order to discover new 

kinds of balances for the future.’
[Beesley, 2012]

 Beesley’s design is linked to the one of 
Vitruvian, willing to be in absolute harmony with 

nature, and Platon’s thesis on the clean and simple 
geometry. The pure form, which is not understood 
as the maximum volume within the minimal surface, 
reflects the aimed qualities in the projects: reduction 
and pureness. Further Prigogine’s understanding of a 
diffuse and dissipative language of form, undermines 
Philip Beesley proposals for a fertile architecture, 
which is maximising herein its interface. Through all 
his projects, the characteristic focusing a near-living 
output is remarkable and is coined to a historical pri-
mary approach of buildings. The made out architectu-
ral ‘envelope’ and created organic unity should imitate 
and reflect the outer world as realistic as possible to 
the inhabited human, simultaneously acting as a filter.
 After his education in his hometown 
Toronto he founded Philip Beesley Architect Inc., a 
collaborating working group, integrating engineering 
and scientific issues to artistic disciplines resulting 
in design work, prototyping affairs and mechatronic 
outputs. Developments in scale from the human’s one 
to an urban understanding are realised by a common 
use of technological supports and the latest designing 
tools. Further the Canadian made out sixteen books 
associating his work, which was collective presented 
2010 at the Venice Biennale. 
(Cf Beesley, 2010, p.12-33; Beesley, 2007, p. 157-
181, p.19-28; Kolarevic and Parlac, 2015, p.205-220)
 Within this Biennale Beesley’s fundamental 
and unique project ‘Hylozoic Ground’ was distributed 
and represented as Canada’s contribution to society 
as a pursuit to represent a synthetic earth. Its name 
refers to the ancient perception of life, which arises 
out of material and reminds of the ‘primary soup’, a 
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IMG.70 tendons of 
Hylozoic Ground  

non-solid space of unconsciousness and emotions.

‘Hylozoic has Greek origins; it suggests that life co-
mes out of material things, and it suggests that there 
are no strict boundaries between the inert matter of 
rock, gases and liquids, and living things. All things 

are potentially animate.’
[Beesley, ArchitectureAU, 2012]

 The project’s currently ‘jungle’ accom-
modated in the Canadian Pavilion was made out of 
a network of transparent geotextiles covered with 
antennas, whiskers and feather-like agile structures. 
The attached components, counting more than ten 
thousand, were able to react and move through the 
assignment of sensors and processors. Column-like 
suspensions reach upward as well as downward and 
emphasise within this spatial spread the project’s 
approach to a cosmological and three-dimensional 
appearance. The hyperbolic meshwork, the core-buil-
ding element, is fully surrounding its participant and 
expands itself boundary-changing three-dimensional 
by a steady cadence of knitting and crocheting. 
 The interactive sculptured environment was 

set up to be a living system with the ability to breathe 
or swallow through technical intelligence influenced by 
the observers. Kinetic systems enable the empathic 
motions of the geotextile processed via Arduino, which 
further make a differing in behaviours possible. Addi-
tionally, a wet system referring to the blood system is 
implemented and makes chemical transformations in 
defined cells possible, similar to natural living cells. 
This concept of mixing both mechanical and chemical 
technologies together, bring the concept of life span 
from Price to a new level. This blurs the distance 
between humans and machines. If electronics can 
represent our nerv systems, what is still missing for 
machines to become like humans is our chemical 
configuration that makes us emotive. Adding chemi-
cals to machines start to make robotization closer to 
ressemble us.
 While the visitors get noticed as physical 
impacts of change by space-reading sonars, based on 
the one’s of dolphins and bats, the hybrid sculptured 
environment monitors its own growth progress and 
health. Being then capable of exchanges in material 
and self-renewing. Triggered by sensor lashes each 
agile and independent installation’s tendon becomes 



113

MG.71 Cell Imitation  

alive and behaves interacting with its surrounding.

 All the different outputs in life mechanisms 
and processes and behavioural, evolving interactions 
create the affection of the visitors on their emotional 
and physical level, not only through technical fascina-
tion, but also by its poetic and magical atmosphere. 
Various disciplines got touched and connected within 
the mythical landscape as a lightened forest, from 
sustainability, robotics and biotechnological enginee-
ring, psychology and even material.
(Cf Beesley, 2010, p.12-33; Beesley, 2007, p. 157-
181, p.19-28; Kolarevic and Parlac, 2015, p.205-220)
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IMG.72 Visitor interacting 
with Petting Zoo
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LET‘S TALK ABOUT

 When nowadays understanding of architec-
ture has become the one of a living organism, acting, 
modifying and evolving itself, a blur of built and natural 
space, organic and non-organic structures based on 
interaction and communication acted out. 

‘We can communicate – that is, combine and reinforce 
our knowledge with that of other men – by stimulating 
the circulation of ideas and feelings, finding channels 

of communication that can interconnect our discip-
lines and enable us to see our world as a connective 

whole.’
[György Kepes, 2013, p. 20]

 The ability to change, live and even to die, 
correlating to the matter of time and not to space can 
be seen as the character of such an organism which 
is presenting a new form of communication. Far more 
than the appearance of the building is in focus, the 
level and ability of communication, development and 
conflict dealing are in focus. These efforts in creating 
a symbiosis of architectural structures with respon-
ding behaviour can be found in Minimaforms’ work, 
which combining approach is linked to their interest 
for instance on the earlier work of Haus-Rucker. Since 
2002 the brothers’ duo of Stephen, an artist and 
designer, and the architect Theodore Spyropoulos are 
figuring out interdisciplinary projects, cross-boundary 
through art and architecture in order to reach a pla-
sticity of the created structure. Within the discipline of 
architecture the brothers found their intended area in 
which they are able to discuss and figure out their is-
sues by the construction of a shared attitude. Splitting 

the parts in their work, Stephen is considered to figure 
out technical issues, while Theodore is operating the 
material aspects. They present a broad range and 
variety in scale within their projects, from installations, 
masks, vehicles, buildings and finally even landsca-
pes. A wide range of ‘what if’ scenarios like the call 
them are found in their work. Looking onto the first 
Spyropolous’ projects, they let its observer remind of 
fancy electronic music concerts. Though, the out-co-
mings are all based on the same interest, which is 
defined by a behavioural approach relating to people‘s 
interaction. As well the relation to the complexity of 
the surrounding and the creation of participial acting 
prototypes are from importance. 

‘ Picking up on a sensibility that lies at the core of 
contemporary ‘deep’ ecologies, complexity requires 

more than ‘mere diversity’.’
[Theodore Spyropolous, 2013, p.7]

 For them, architecture is not pretended to 
become formal, the discipline should be understood 
as a way to open a space of action and exchange of 
information translated into a form. Focused is the will 
to generate innovative communicational forms through 
design and to set up new levels of interaction between 
humans and technology. Moreover a burst through 
the borders of standardisation is intended. Emphasi-
sing the interactive motif in the brothers’ thesis, the 
level of the participant’s engagement and further the 
involvement of society is the triggering point. Contri-
bution provides the active viewer to become even a 
performer and translates herein the viewer’s identity 
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ext-specific hybrids of interaction and participation. 
Minimaforms further found soaking theses to justify 
the implement of cybernetics in architectural structu-
res in Cedric Price’s work, who gained his education 
like Theodore on the AA University too.
 For a better understanding of the abstract 
mathematical and numeric input to the aesthetics of 
architecture, the variety of multiple functions must be 
understood as random decision-makers, generating 
an imitation and synthesis of the environment’s com-
plexity. 

‘The distinctions between information, matter and life 
display complexities that suggest the possibility of a 

much deeper synthesis.’ 
[Theodore Spyropolous, 2013, p.5]

 Repletion as their key designing tool ap-
pears through repeating the systemic operations and 
scripts again and again and makes finally the willed 
self-arrangement relating to behavioural impacts of 
the structure possible. Considering this progress, the 
topics of Self-recognition, self-awareness and at least 
self-organisation connected with the latest technology, 

onto the structure. This acting is named as a ‘systemic 
play’ which is grounded on the society’s curiosity 
finally leading to the participation and resulting in pure 
novelty. Then, the parameter of participation is coined 
to be a designing influence and allows in the next 
steps the organism to evolve and adapt itself. 
 The aimed generative approach to acces-
sible structures is tried to be reached by cooperative 
acting frameworks of their installations. Within these 
created borders, the adaption or modification of the 
life-like structure happens, always in correspondence 
to the social and cultural approaches. First mentioned 
by Gordon Pask, the frameworks provide the space 
for the systematic processes through the knowledge 
of cybernetics made out by the architect, which is 
meant to be a system designer then. As a result, a 
new complex and for the moment unimaginable kind 
of architecture, influenced by time-based behaviours, 
is produced. Moreover, the frame is coined to the topic 
of duration, which is controlling the time of acting and 
impacts the way how the installation is perceived. So, 
the installations are set up as an exploring tool allo-
wing to analyse the duration’s influence on the work’s 
inner core and leading from context-less to cont-

IMG.74 Memory Cloud
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resulting in a mirroring image of architecture takes 
place. In deliberation to avoid an alienated non-ar-
chitectural result and to counteract a disaffection of 
abstract mechanism, a certain range of natural and 
life-like analogies between the built and the natural 
forms has been figured out.

‘A scientist does not study nature because it is useful. 
He studies it, of course, because it is beautiful.’

[Poincare, 2013, p.8]

 Before their prototypes get released to the 
public, their programmes and technical background 
processes get tested for several times in the studio. 
These simulations are needed due to the fact of a lar-
ge amount of influencing parameters and context-spe-
cify of each unique project. Further, the happenings 
and the final output cannot be planned at all, since 
there exists an uncertainty through the parameter of 
participation and interaction. 
(Cf Minimaforms, goo.gl/JeQisi and goo.gl/OsiQw7; 
Spyropoulos, 2013, p.4-20)

 

 Minimaforms’ thesis and intentions can be 
made out through all their projects. The probably best-
known artist work of the design studio is the robotic 
installation Petting Zoo in 2013 (IMG.75). Responding 
to humans gestures, the suspended robotic arms 
represent individuals with the ability to develop their 
own personality and to learn from or even imitate the 
participants. Hanging down from the ceiling, the arti-
ficial intelligent alien pets present a border-crossing 
examination to cybernetics and to behavior-based 
design systems. A real-time tracking camera allows 
the pet-like robotic tentacles through the use of kine-
sis to process and act independently correlating to the 
visitors’ movements. Since there is an active system 
applied to the robots’ technique, repetitive patterns in 
their behaviour are bypassed and the ability to evolve 
their ‘personality’ is provided. Within this playful and 
emotive access to technology, a unique experience 
is created, linked to visual, haptic and further aural 
senses. 
(Cf Chen Bijun, 2016; Creators, 2013; Minimaforms, 
https://goo.gl/Xb5V0Q)

IMG.75 Visitor interacting 
with Petting Zoo
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IMG.76 Emotive city

‘Conceived as an immersive installation environment, 
social and synthetic forms of systemic interactions 

allow the pets to engage and evolve their behaviours 
over time. Pets interact and stimulate participation 
with users through the use of animated behaviours 
communicated through kinesis, sound and illumi-

nation. These behaviours evolve over time through 
interaction enabling each pet to develop personalities. 

Pet interactions are stimulated through interaction 
with human users or between other pets within the 

population. Each pet constructs a framework pattern, 
behaviours that act as memory and enable each pet 
to learn [and] evolve over time. Intimacy and curiosity 
are explored as enabling agents that externalise per-
sonal experience through forms of direct visual, haptic 

and aural communication.’
 [Minimaforms, Creators, 2013]

According to self-organizing and non-static solutions 
for modern cities their project of ‘Emotive City’ is worth 
naming. Minimaforms focuses herein an interactive 
handling of information, living and technical devices 
which should lead to a complex symbiosis of these 
topics. Finally an overcome of the earlier rigid theories 

of urbanism is emphasised. Based on a responsive 
structure to social and cultural dealings, the city’s 
framework will adapt itself. Important is therefore 
the participation and interacting with the surrounded 
environment and its inhabitants.
The invented idea of a contemporary city is assumed 
to handle the problems of limitation, fast urban growth, 
combining the city’s architecture and its infrastructure. 
Considered is to create a model urban project, able 
to provide its own energy needs, to be mobile and 
to make out close relations in society or even global 
ones.
(Cf Minimaforms, https://goo.gl/Xb5V0Q)
 Despite the fact that Minimaforms corres-
ponds to the topic of communication, an issue since 
ancient times to humankind, they figured out its po-
tential to create a new level within this phenomenon. 
Communication’s borders got expanded, started to 
take up room and finally to ensnare and to encase the 
participant. Metaphorically represented and realised 
through Memory Cloud, where the fog, transmitting 
the words, is moving, changing and involving the 
crowd. So, the studio blurred the border between the 
observer and the actor, which roles changed the ones 
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of being participants. Just by given the simple pos-
sibility of the human to influence the project’s output 
through the most common technology like SMS or 
kinetic sensors, innovative results will be produced.
Revolutionary can be seen the experimental way of 
blending communication, participation and interaction 
which affects the attendees on an emotional level too. 
The feeling of allegiance to society and to be given a 
voice in a world defined by disassociation, artificiality 
and economic hierarchy will be conveyed.
The motifs of participation and contribution are espe-
cially noticeable in their animated project of ‘Memory 
Cloud’ which occupied London’s Trafalgar Square 
for three days in October 2008. Presented was an 
environment set up out of the fog, acting stage-li-
ke and presenting an interplay of observation and 
participation. Defined was the project as a ‘transient 
light environment’ by its inventors. Through the use of 
a light pen the people’s thoughts, more than 1500 in 
the end, got materialised onto the smoke, then moving 
and affected by the air flow. Seven networking smoke 
machines made the smoke signals, coined to old 
traditions in communication, possible and generated a 
modifying substance which shifted the shape through 

the typographical patterns. The animations of the 
innovative environment presented to the Londoner’s 
feelings, thoughts and even critic; easily argued th-
rough mobile phone’s messages. The communicative 
approach was brought to a new level and reflected the 
historical purposes for the square, a public place for 
protests, discussion and celebrations. 
In 2011 the performance took place again in Detroit, 
differing from its London precursor in the way how 
the messages were chosen and communicated. 
While the participants in London were given a totally 
free in thoughts, Detroit’s inhabitants were asked to 
note “memories, stories, and personal aspirations 
for the city of Detroit” on the website Voice of Detroit 
within two weeks before the happening. As a result, 
a collective, evolving and  a  diary of the community 
was shown, which wrapped and captured the people 
not only on an emotional level, also in a vivid and 
materialised way. 
(cf: Spyropolous, 2013; Chin, https://goo.gl/mE3jIa, 
2010; Crest, https://goo.gl/a1zXoA; Piper, https://goo.
gl/7Q4Qqq, 2011)

IMG.77 Emotive city Generative Diagram
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A LOOK INTO 
THE UNDESIRABLE

 Within the work of the French artist Francois 
Roche, the spirit of a multi-diverse world combining 
the present and the future is mentioned, as well as 
the aim in rethinking the society’s positioning through 
economic success. Born in 1961, a time marked by 
innovation and radical change, his projects implement 
to expand in scales, alienation of buildings and their 
blend with the surrounding environment. Finally the 
aim of a blur of architecture’s borders was intended. 
Roche, who studied natural science, simultaneous-
ly works with a range of collaborators in various 
practices: the studio R&Sie(n) was founded in 1993 
in Paris together with Stéphanie Lavaux (‚93-2011) 
and Gilles Deseveday (‚93-1998) as well as temporary 
collaborations with a number of other members. This 
architectural practice intends to overcome the archi-
tect‘s elitarian understanding and to introduce hybrid 
concepts of human and machine leading to a world 
defined by integration. In 2012, the studio moved to 
Bangkok, Thailand, settling in a five-storey warehouse 
and establishing the research lab “New-Territories”, 
critically combining speculative and fictive tactics with 
possibilities of contemporary technologies.  Simulta-
neously, the practice [elf/bʌt/c] was founded by Roche 
and Camille Lecadée in 2011, including “mindma-
chinemakingmyths”, where they specialise in movie 
making. 

‘Architecture has to go beyond this purely physical 
existence. The narration of a building is mainly more 

important to me than the visibility of a building.’
[Roche, 2011]

Within Francois Roche’s personal understanding of 
today’s ‘Age of the Anger’, he is willing to overcome 
the standardised and excluding strictness of the 
modern society. Roche is in thought to integrate even 
the poorest classes into the nowadays network and 
to lighten up the dirtiness and the imperfection of our 
highly praised world. A switch of the recent focus , 
from an arrogant behaviour or cult statue of architects’ 
elitarian design to a social, united and non-profit soci-
ety, is therefore inevitable. Not only his work is marked 
by individualism and radicalism, but also Roche as 
an individual embodies utterly his approaches to a 
complete change. The work of the architectural studio 
R&Sie(n), a combination of ‘R’oche and ‘S’tephanie 
which pronunciation is reminding of ‘heresy’, shares 
its fascination for the topics of contamination and infilt-
ration. This theme of inconspicuousness is reflected in 
all the various practices throughout the group‘s work, 
undisturbed in the background. Crossing therefore 
more or less invisible the borders of disciplines and 
then shocking even more within their final publicised 
work.
Roche’s role models and background for his extraor-
dinary output are attributed far more to literature than 
to the discipline of architecture. In that sense, the pro-
jects can be more easily been described and grasped 
through pictorial and narrative representation than by 
striking logo-like and simplifying abstractions. 

‘Fiction now is better describing our environment 
than people which try professionally to describe it or 

analyse it.’ Fiction is ... decoding. That‘s why we‘re in-
terested in scenarios, stories. [Our work is] not totemic 
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architecture, it‘s not building as an icon – the icon is 
the storytelling.’

 The recent problems of socialness and ur-
banism get presented and call for attention due to his 
turbid and over-extroverted attitude. Highly provoking 
projects which are including radioactive substances, 
using excrements as building materials or even imple-
menting toxins into his created spaces, can be found 
in his repertoire. 

‘Sometimes I would love to be in the mainstream, to 
be like the others,“ Roche says, smiling. „It‘s more 

practical, it‘s more comfortable, it‘s more successful. 
We became an anomaly because we had no other 

choice, it‘s not politics or a strategy.’
[Roche, 2011]

In an exemplary manner the taboo-breaking artist 
mentions the Thai’s variety in sex, listing and differing 
seventeen specifications and therefore already swit-
ching to an egalitarian, multiple and further imperfect 
society.
(Cf: Wojciech, 2017; Kietzmann; Roche, 2017)

 We can find a radical criticism of capitalism 
in his work ‚Hybrid Muscle‘ which aim is to generate 
its own power and therefore not depending on the 
provided power system. Within this statement to the 
economic development of society, the installation’s 
costs of 65.000 USD is more than contrary. The in-
vented shelter by the artist Philippe Parreno in 2001 in 
Thailand, the collaboration of R&Sie(n) was joining the 
project and was ordered to figure out the architectural 
structure. 
In order to push the shelter’s status they created a 
storyboard around it, called ‘The Game’, wherein 
space should produce a movie which idea is ascribed 
to Parreno. Like the two parts of the installation are 
acting in response, there is also the topic of interaction 
noticeable throughout different relations. ‘The Game’ 
correlates the interaction between the artist and the 
architects, the transmission of mechanical energy into 
electricity, and also questions the relation between 
civilisation and nature in the same time. 
The building measuring 130 square meters is further 
providing working and exhibition space. It is a 
cross-border work in the approach to conserve resour-
ces by using low-tech and traditional supports in place 

IMG.80 Movement control by the Vagabond
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of latest technology. Realised by a buffalo is lifting a 
two-tonne steel counterweight generating energy the 
whole day for ten light bulbs, laptop, cell phones when 
the weight is when the weight lowers down. 
The ecological aspect of this project remains in the 
system of ventilation, provided through trembling 
elastomeric facade panels inspired by natural tentati-
ve wooden shelters.
Despite the building’s wanted simplicity and integrati-
on of traditional methods, it shows a high complexity 
of idiosyncratic, sensational and critical claims, which 
should be especially suggestive. 
 In the course of his project ‘Soliloquies’, the 
studio’s motifs for a social change get elucidated in a 
quite contrary and cynical performance. Shown is an 
applied architectural solution, at-tempting to overco-
me the social-class problems through the themes of 
equalisation and inte-gration of technology. As we are 
now in the era of Anthropocene, technical devices are 
under-stood as supporting tools, but unfortunately in 
improper use of capitalists and economics. In-stead, 
this work actually names this specific support and 
knowledge to be a kind of salvation followed by brigh-
ter times.

Based on the true fate of a homeless man suffering 
from Tourette-syndrome in Bangkok, the project’s aim 
got realised. After a daylong observation and analysis 
of this character, harass-ment and social exclusion 
got obvious and the need of a protecting dwelling got 
evident. Cre-ated was a two square metre minimal 
concrete shell through the possibility of 3D-printing. 
Technology, a 3D printer in this context, gets integ-
rated and available for the poor through the idea of 
sharing building robots. Robotic tools as a temporary 
provision of services consider a knowledge of belon-
ging to everyone and concurrent to nobody.
 Its non-capitalistic approach also relates to 
the building’s materiality, actually soil, the base of all 
life and dump which is produced by modern society. 
Imperfection, noticeable throughout the whole world, 
permits his the idea of dirty robots working with unu-
sual rubbish instead of gener-ating clean and all white 
spaces or futuristic, super-hygienic monuments. 
(Cf Wojciech, 2017; Kietzmann; Roche, 2017)

IMG.81  Soliloquies
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EPILOGUE

 The emergence of cybernetics with the war 
brought to architecture new possibilities of adaptivity, 
in which Cedric Price and Oswald Wiener took the 
opportunity to create innovative architecture con-
cepts triggered by motifs of critic of the society and 
enhancement of the human, through positive believes 
in progress. If Wiener and Price were pioneers in the 
use of cybernetics concept in their projects, it was 
mainly influenced by a connectivity of actors fascina-
ted into cybernetics.
 The role of cybernetics in architecture can-
not be translated by the simple use of technologies, 
instead cybernetic concepts are systematic processes 
that fit with the design process of the architect and 
could be developed without computers. Cybernetics 
use data gathered from the environment and the user 
to create adaptive systems of architecture with the 
idea of enhancing our human practice of life.
 Cedric Price and his work of cybernetics 
in architecture which covers an era of 40 years, is a 
great example of the evolution of his thinking through 
time. This evolution leads to a merger of architecture 
and an abstraction of the building design. Most of the 
new concept of architecture integrated into Price’s 
projects have their origins from the Fun Palace: 
time-span, interactivity, self-organization and adaptive 
system. The Generator is an association of all those 
concepts bringing the novelty of intelligence into 
the design. After Generator, at the end of the 70s, 
Cedric Price’s projects mainly use of cybernetics is in 
concern of interactivity. This disposition for interacti-
vity into design illustrates the increasing tendency for 
designers and architects to create interactive systems.

This growing concern for architects into interactive 
design is an answer to the ubiquity and saturation of 
technologies in our life. This ubiquity and common use 
of technology manifestly result in a vast production of 
playful design, and smart devices. Smart devices and 
interactive design seem to be stuck in a lucrative mar-
ket that doesn’t manage to escape from a capitalist 
production. 

 The fourth dimension, of digital technolo-
gies that bring us into a virtual social space. This new 
reality profoundly changes the way we create space 
and bring traditional architecture in question. 
When we asked what could be for architect new 
purpose of design with cybernetics following the same 
engaged vision as the post-war avant-garde of the 
60s, we determinate three different possible direc-
tions. That direction of interest linked to an enhance-
ment of our environment and of our life are represen-
ted by three architects. Philip Beesley for his work on 
an alive architectural system that could breathe, repair 
itself, merge electronic components with chemicals, 
blurring the distinction between humans and machine.
Minimaforms studio questions the traditional architec-
ture in relation to the new fourth dimension we live in 
relation to communication.
While François in his work with his different studios 
replaces in architecture the undesirable at a major 
theme of his practice we start to imagine that archi-
tecture can still look to break through the institutiona-
lisation in a pure belief in more appropriate ways of 
thinking, producing and living.
 Those architects are reviving the essence 
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of the post-war avant-garde movement of the 60s. 
They are not the pioneers of integrating cybernetics 
in architecture but they are questioning traditional 
architecture in relation to his new context. 
 
 Nowadays, there is still for those modern 
architects a strong relationship to the architecture of 
the 60s. They are influences and refer a big part of 
their work to them.
What strikes us today, is that the evolution of techno-
logy would allow the concretization of the Fun Palace 
which eminence still stands today, but no projects of 
this resonance exist.
Moreover, this fact is contrasted by the strong increa-
se of use of animated, moveable, adaptive architec-
ture that occupies architecture office and schools and 
keeps projects on the stage of speculation.
Why those kinds of projects never emerged from the 
computer to reality? Our observation of those three 
architects that represent for us a current version of the 
avant-garde, showed realised projects that finally do 
not reach the stature of the Fun Palace.
The projects display an advanced level of interacti-
on between people and their machines but they all 
seem to be limited to small-scale projects, mainly in 
the space of the museums or galleries. What retain 
architecture to break this gap of scale?
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